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EXCITING NEWS 
FROM AMERICA! 

EXTREME-G! 
We've played Acclaim’s 
top-speed bike racer! 

ey 

te 

Nintendo’s SNES 
classic goes 3D! 
We've got the 
first shots - and 
bint info... 

Cs y 
QUEST! 

First peek at Rare's 
Me ee Cl eb 

Rare’'s ‘Dream’ turns out to be a 
PST re ae 
Mario 64! Have a look at our pics... 
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PLUS! GOLDENEYE 007 © BODY HARVEST © TOP 
GEAR RALLY © BOMBERMAN 64 © TETRISPHERE 
® YOSHI'S ISLAND 64 ® LEGEND OF ZELDA 64 

and loads more... 
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(j f M FD | al ) PRICE! CHOICE! QUALITY! SERVICE! [21:2 324 8322 
O113 234 0666 

email: GameplayUK@AOL.com 
A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 

THE WORLD’S MOST 
CONSOLES AT BRITAIN’S PRICES! 

PRICES INCLUDE TO MOST AREAS IN THE UK 
“SUBJECT TO STOCK 

UNBEATABLE SERVICE GUARANTEE 

THE BEST QUALITY 
JOYPAD AVAILABLE 

EXACT REPLICA OF OFFICIAL 
NINTENDO PAD BUT 

AVAILABLE IN WHITE, GREEN, 
RED, BLACK, YELLOW & GREY 

COLLECT IT FROM YOUR DOOR AND REPLACE IT FREE OF CHARGE!! 

ceccccucecuceccesese £136.99 SAVE EVEN MORE WHEN YOU BUY THE FOLLOWING 
wow ee ene £184.99 AT THE SAME TIME AS A NEW NINTENDO 64! 

wee £184.99 £64.99 
sea -£6.99 

micets eis esive shoes £12.99 
oeeee SIT49D ++-£6.99 

-- £184.99 11.99 
eeccceeeeeee £184.99 PLUS GET £1.50 OFF EVERY GAME BOUGHT AT THE 

ee eeeee £179.99 SAME TIME AS YOUR BRAND NEW NINTENDO 64!! 

UK SEMTEHDS 64 GAMES 

JoYPAD EXTENDER CABLE - 1.5M EXTENSION 
LEAD. ATTACHES TO ALL CONTROLLERS . £7.99 

CHROME, METALLIC BLUE, COPPER AND 
Gow JoYPaDs ...... EACH £37.99 

|WORKS IN THE SAME WAY AS 

Killer Instinct Gold isi — Super Mario 64 Turok Dinosaur Hunter Wave Race 64 THE OFFAL MEMORY CARD 
: But 4 TIMES THE MEMORY. 

Fin SOCOM G4 cncoie career apna : Shadows of the Empire CHOICE OF COLOURS 
International Superstar Soccer 64 .£49.99 Super Mario Kart 
RulSrinstinet Gold aii. cess. «cw ceer es £54.99 Super Mario 64 
Mortal Kombat Trilogy .......... £52.99 Turok Dinosaur Hunter CAPACITY MAKES THIS 20 TIMES 
NBA Hangtime ............. SLOWEST = Wave Race.64) «occ copes cece s Bee Ons FLLED. 
PUlOt WV IIGS 5 se oe. 5s secececetsverese aratere £44.99 Wayne Gretzky’s Hockey DISPLAY INDICATES CURRENT 

POAGE AND DATA STATUS SPECIAL OFFER!!! MARIO KART 64 & 
GAMESTER STEERING WHEEL 

THE LATEST N64 GAMES 
INCLUDING Mario 64, 

PILOTWINGS, WavE RACER, 
IMaRio Kart 64, Cruisin USA, 

SONY PLAYSTATION GAMESTER LX4 TRUE ANALOGUE WHEEL 

STEERING WHEEL | suttons ror rae ucrimare 
COMES COMPLETE WITH TIPTRONIC ON anaes 
SEMI-AUTOMATIC GEARSHIFT AND 
FOOT PEDALS. SUITABLE FOR USE 

WITH ALL DRIVING GAMES RGB Scart CABLE - IMPROVES PICTURE AND 
SOUND QUAUTY We CONNECTED TO “3899 

INPUT ON YOUR TV ccc ccccsecnaed 5 

CHCOsT ae S-VHS Scart CABLE - EVEN HIGHER QUALITY 1Ms Memory Carb... JUST £14.99 BUYA Ma Mal 
8Ms Memory CARD... Just £24.99 GAMESTER RIO, MARIO THAN THE RGB SCART BUT REQUIRES SVHS 
CYCLONE OR SAITEK PAD . Just £12.99 STEERING Kart 64, WAVE = compamiBLE TV OR VIDEO 
Mab Catz/GAMESTER STEERING WHEEL . .. JUST £62.99 WHEEL a 2 bn | Race, N64 L0GO REPLACEMENT RF LEAD 

Actua Soccer Cue EDITION ws £33.99 PLAYER MANAGER. £33.99 OnIMARIO & Hi-Fi Aupio LEAD - PHONO OUTPUT LEAD TO 
ALIEN TRILOGY .... £28. RESIDENT EVIL . Bowser ALLOW YOU TO CONNECT YOUR NINTENDO 64 
BROKEN SworD. RIDGE RACER TO YOUR Hi-Fi SPEAKERS FOR AMAZING SOUND 

Roap RASH 
Soviet Striki 
STREETFIGHTER ALPHA 2 

Busse Bosste 
Bust A Move 2... 
Command & Conque 

cS ALITY 
Nintendo VIRTUAL BOY STANDARD CARRY CASE ... 

cot BORDERS sc ukoor er aiee 
RASH BANDICOOT .. EKKEN... A 

DARK FORCES... TEKKEN 2.... £39.99 Hees OFA Cay CAE 
Destruction Deri THUNDERHA\ 17.99 SHOULDER STRAP AND CARRIES 
Die Hago Taocy & G Toms RAIDER... 35.99 VIRTUAL BOY games all just each. Choose from: | 342 N64 consouz, 2 pans, 

-XHUMED ..... a : . 2 EXHUMED... SHESTED MIETAL "635.99 Mario Clash, Panic Bomber, Virtual Boy Golf, Galactic Pinball, Sicaes AND ome 
FIFA ‘97 WiPEOUT ...... £18.99 i i FGahuia Wietour 3007 "548 99 Red Alarm, Teleroboxer, Vertical Force & Wario Land 
JETRIDER.. Worms £23.99 
PANDEMONI X Com: TERROR £31.99 rc GLO GOTCHA a doen aaa eC n Oe eee aC Ga SoU a eg 

SALES LINES OPEN ORDER WITH CONFIDENCE FROM or Ce ee RS or tere ; 
MON-FRI 9am - 8pm A ONE OF THE LARGEST SUPPLIERS IN THE << Cut out this order form and post to: ITEM DESCRIPTION PRICE 
SATURDAY 10am - 7pm COUNTRY! OVER 600,000 SOFTWARE # = j 
RUNDSE 10am - 4pm ITEMS SUPPLIED SO FAR! GAMEPLAY, UNIT 3 TAVERNERS WALK, 

|UIBBLE EXCHANGE POLICY 1SsT on cee OF £ 
MOT ARE UNHAPEY WITH YOUR SEARS TO Ue MAINLAND WE I NORTH STREET, LEEDS, LS7 1AH I 
PURCHASE FOR ANY REASON, PRON JHE FASTES a pe le 
SUMED RETURN THEI EMI SRE AROUND Ge RE Case l I PERFECT CONDITION WITHIN 48 ALLOW 8 DAYS POR CLEARANCE IF NAME:. «CUSTOMER NO (ir ewown)? « EB 
HOURS OF RECEIPT BY RECORDED SENDING & CHEQUE), NEX DAY I I 
DELIVERY AND SUBJECT TO A FEE DELIVERY FROM £4. ORDERS PLACED ADRESS acces cacy Avasasseieaissssidihisssstdeedehaie aevcotts Tastes SA e+ {(10%.OR MINIMUM £4), WE WILL BEFORE 3PM ARE SENT THE SAME era ep 

AR MRS OR TOTS BARE ECHO CGN, I OFFER APPLIES ONLY TO ITEMS. jeoes on Tutsas avamans. [EPA gaan” ene 1 

ADVERTS. WE RESERVE THE RIGHT WE ALSO STOCK GAMES & POSTCODE: SIGNATURE: Postage is FEB for all games shipped within the U.K 
TO REFUSE EXCHANGE IF THE ITEM ACCESSORIES FOR SEGA SATURN —s_ gg._— POSTCODES... oss ceecceeneaeeseeeeneeenesenneeene pe eeaeduarag@httccivsesacnacte Optional NEXT DAY DELIVERY available: £4.00 for Ist 
IS NOT RECEIVED BACK IN PERFECT & OTHER CONSOLES AND CDROM ff dom ps £1.00 forsoch subsequent fom: Mery | C I CONDITION)*. 1 OTHER COMPANIES MAY TAKE, i TEL:.. weFAX: & Overseas postage - £2.50 per software item. I 

ORDER BY CREDIT CARD, CHEQUE, Wi I a] am Cheques payable to 'Gameplay’. 
1 POSTAL ORDERS OR CASH (PLEASE SALE KNOWING THAT ‘YOUR CasH[_] CHEQue(_| Postat OrDer{_] Card [| Prices correct at time of going to press. E & OE 

PORYOUROWN PROTECTION seep cappwiiwores., I Caro No. [7] CJ ssueNo. IC) ©» REED I 
SORRY, NO CASH ON DELIVERY. 1S DESPATCHED! ‘AnD No. | 000 [ Se SUE Oe j 

ee eee eee eee eee eee 

*YQUR STATUTORY RIGHTS ARE NOT AFFECTED 



pe N 

1 

_~ 

op 
=~ 

Ed 
wa 
4 

pom 

+ 
TM, NOt Magazine is Ta ach] 

r 

mm, 

ri 

a, 

8 

= 

9 
an 

10 

aren 
ME CSA 
eee CR eae 

\ that the Nintendo 64 is the best 
games console ever created, 
Et Marais el ee ee 
utterly incredible! 

e 
Lee Utd ho 1 

Pi al a oe a ola 
Europe, America and Japan! 
bs . 

N64 Magazine will employ only 
the most skilful reviewers! 

Le UE eed TL DES a dd 
) games properly - through tthe 

UTP Mur ta< mel me al 
are - before passing judgement! 

N64 Magazine will pack every 
page with vital tips and secrets! 

) independent, and will not be 
afraid to call a crap game a 
crap game! 

N64 Magazine will reveal the 
\ very latest exciting pictures of 

new N64 games from around 
the world! 

N64 Magazine will not pad 
. itself out with tedious waffle 

) when it could be writing 
alse dia ae Mol ae aol DLT 
ictal deo 

ME Ee td eee 
, on all aspects of N64 gaming 

Phat aa eee ta 
need it! P 

Lee MUU ed CM ed lls 
' a Nintendo.64 fan could 

PXeet yee Ue et 

Mario found. . 
re ee 
We interrupt the bit where Jonathan's intro would normally 
go (Phew. - Ed) to bring you an exciting announcement: 

s this issue of N64 Magazine was going to press, 
NASA's Pathfinder probe was beaming back the first 
new images of the Martian surface to have been 
seen for 20 years. Studying the pictures in between 

furiously writing pages and playing Multi Racing Championship, 
we were amazed to spot a familar face clearly imprinted on the 
side of a hill on the Martian horizon: that of our old chum Mario. 

Quite how Mazzamade it to Mars before NASA's boffins isn't 
clear. But, after a little computer enhancement, there's no mistaking 
the chubby features of our plumber pal, who is visible on one of 
two hills the scientists have dubbed the ‘Twin Peaks’. 

¢ We'll keep you updated on the Mars Mari6 find as more 
information becomes available. Meanwhile, on with our coverage 
of E3, Musti Racing Championship, Blast Corps, Go Go!! 
Troublemakers, European N64 games and everything else that's 
happening in the world of Nintendo 64 this month... 

Pee TET ee 
ETL Rh GL) 
ET ele Ye) (el) ate 
C4 ele tem aa oe 

A This picture looks like most of the other 
images beamed back from Mars by the 
Pathfinder mission, eh? Look closely at 
bel Male Se Mel Gl oe 

eee ees 
ta el) 
cle mela elt) La co! Bb 

Go! 

oS 7 od 7} 
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IMPORT ARENA *%:- 

MULTI RACING 
CHAMPIONSHIP 
Great! Atlong last 4 act 
the N64 has a ‘real’ Bu 
racing game. And 
it’s a jolly good 
one, too. 

cs a 

eek lol | fo] 

Further 3D monster-shootery. 

GO GO!! 
TROUBLEMAKERS 
It's impossible "8 
to convey how 
much we've been 
looking forward ¥ 
to this oddity. ~ 

Wes 

A 3D beat-’em-up 
from the US to rival, 
er, War Gods. 

SHADOWS OF THE EMPIRE 
The Japanese version, though. 

pat 
you'll need to 
know for when 
it appears late 
in August. 

ON64... 



Starts on page 

= = as ee eed 
a & a wa 

Looks unbelievably good! ee ; ; . ns The latest news from the world of N64, delivered 
; , \ to you hot off our teletype machines! 

ee oe Ss ae ferrets Pe si qe 
> engi = Ln There were literally tonnes of new N64 

Extremely eae Sy Pas oe a nk -_ \ games at the E3 show, if 
you include the stands and 18 

he = i J Oy Fe gt Es 
filled with the lot of ‘em. 

ee 

outer ieee of cars, eins aaa 
powered ones and big four-wheel-drive ones. But 
you wouldn't think it ride i play Multi Racine 
Game of the month: Blast: ‘Corps: make it out 

of E3 alive 
Hardy traveller Tim Weaver 
presents a behind-the- 
scenes guide to the show. 

Wil Overtor 
yhT 

Weserae first half-an-hour fee Loge | 
form the billboards lbplpieneti cor Sisal 
soon got the hang of it, boy-racing as ifin an XR3i, 
Game of the month: Go Gol! Troublemakers * 

~Outof my wayl? yee lane Shanna Mtiial fa 
co acentas teed vay ar i and reinstat weary disinterest. 
Game of the a 

Who won our Controller plug-in designing 
compo? And who, more entertainingly, lost? 

..cheat at multi-player complained Tim, oneaeni 
again that he spent a week in 

Mario Kart 64 wf] Cine of the month Multi Raci 

Sneaky tips from that double-crossing Tim. 

finish off 

&e 

gs 

84 Mario 64 once | ss = 

Bo 

Pauls tying to icles ee erop ee 
pot. But he forgot all that for a few blissful hours as 
he barged us all off Multi Racing's twisty roads. a 
Game of the month: Mario Kart 64 

scatelth. ant) 

And also starring... 
Our huge Blast Corps review has been compiled by Jon Smith, while Jonathan 
Nash has enjoyed Go Go!! Troublemakers enormously and our homeless-looking 
pal Zy Nicholson has punched and kicked his way through Dark Rift. 

and for all 
Zy licks out the last traces of 
fun now Mario's Ss crannies. 

io Raceway time 
could win a cup! 

‘4 Following our trips to America and Japan, we 
return come to interrogate Europe's N64 experts. 
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Many of the missions have scientists 
V caught in the cross-fire. Don’t shoot! 

stood out at the E3 expo as a 
lel uel eda aU 
GoldenEye 007. Rare’s long- 

in-development first-person shooter 
had such a low-key booth — only 

urea ue Ue Mere) bm Lee 
player set-up — that, on entering the 
Nintendo stand, it was all too easy 
just to wander on past. But mere 
moments spent in some Russian 
aa eee MC lem tally cae 
ec Ui eM go ellie colts 

To begin with, it's true, N64 
Magazine weren't sure about the 
Flag om Mgmt ela Cal awh et 
lightweight, and the targeting system 
aN CoN Uiar Marlo Lara tgl Mt -del aie ol8 (01g 
button down in an effort to be more 
accurate too often resulted in your 
dying. But the more we played, the 
more we began to take to it, and a 
three-hour stint on Saturday — braving 
annoyed looks from Nintendo 
geste em AU aer ante Mir Lacol ge 

actual fact, what you quickly 
here is a kind of 

automatic targeting on the game. It’s 
s accurate as Shadows of the 

aoe 

i BUC CCM ae mr 

ON64.... 

e 

where your gun's drawn / 

directly fo|any moving enemies, but 
by tuming in the general direction \of 
Bond's foes you can fire off rounds. 
Pian Combet Ult Cha ol] shu (9 Hhe (0) 1146 
and the’ beauty is, if you cat¢h, an 
aay mam tuseculev Lolo ail a leeooley 
clutching his wound, meaning: you 
actually have ‘to finish him, off\or he 
(ool fo: ato) at al Ci 4(0) Wa 

Indeed, it's the\ minor details \in 
fel (e(Tel aM UE MTL OM Lact Bet 
good as it\clearly is. Forexample) on 
the second, mission you're dropped 
down into\the toilets of the Archangel 
CEC Ma CR UM Ulm tule UY tg) 
soldiers hiding out in\the, cubicles, 
you need to check each, one before 
proceeding. However, you, can't} 
open a toilet door; you \néed t 

The problem is, if. you 
Lee ty mee) (elf LL 
going on and sw, 

Oem een MC re ian 
PAE camei mien ea a 

silencer produces puffs of blood, 

A HANDS-ON LOOK AT RARE’S NEARLY-COMPLETE MASTERPIECE! 

ae 

while a machine gun leads to, patches 
of red \stuff sliding across your 
enemy's body, And if you accidentally 
fire into\ a wall or door, bullet holes 
will be, made, \Later,on\in the game) 

eee eae 
PUR rar a CuCuaTole) ie) 

‘ides put together at, the finest 
Oro Nelee lize PRA conn alae cra 
Wile Rul tsteluba el eR WLR ACI a 
several secret\ones), and\a\re-jigged 
theme tune (which you'll either find 
pleasingly modern or despicably 
fiddled- with), and you've got 
Te tela Mar Leal lole) Lm Lolo 
Oh, and\did we. mention how. you 

could shoot out panes of glass and 
then step through the open window? 
Patnem Lar lat- lero] | wy 4olelan lay e mele 001g 
prey when you've got a. sniper rifle? 
Crawling through tunnels? . 
Firing off two. pistols.at the 0 
TRL ag 8 

TS 
Rye) ol mets 
you can zoom 
in on your 
prey toa 
Chal] 
level of detail. 

aks) Ls 

A BT (ile eS 
Se eee ees 
alerting guards. Probably. 

Hela 
i 

ee 

Ue UL ee Ze) 
second port of call. Weapons 
Ryle wee eee LA 

TNR eRe Rene TS 
sniper rifle finding its prey 
eae 



AH, MEESTER BONDS... 
Dee mec ulme le el lee ee mC Clee emel er Loa) 
et eae MORN m lM cme UeclC mem me mem emma Com ee) Mit ee Lee 
best of all, trademark villians from past films. So Jaws, Oddjob, Boris and Trevelyn 
(006 in GoldenEye) can be given the call of duty. The arena is then cleared of 
computer-controlled foes and it’s left to you and your chums to battle it out in a 
vatiety of ammo- and weapon-laden environments. Once you're dead, your quarter 
Pee CMNUM eee Ul me Cm Uae el momo me Cm mel Ae 
press Start again): Oh, and that reminds us: the intro even has the renowned small 
Bond-filled ata bah Uy) Ligh nine 007 who turns round and shoots. And the 

Bond's famous watch is your options screen. 
A The camera zooms right into the face of the 

watch from its previous position as your eyes. 

Qurumov: Six 
As in Turok, there are plenty of 

V disturbing cranial upsets on show. 

Bete se nod es mae Se 
WV Kill the guard, then on to the tower. 

be 
b 

AY 2s 
r ital eageaientemmed 

_hi BE CONTINUED 

a 4 > ea oy f! Fs} 

er 

& | 

" a 
— 2 10} | 

AN aaa } i 
A Splendid multi-player action, here. And 

two new Rumble Pak-led weapons to 
boot. The firing feeling is outstanding. 

GoldenEye 007 
RARE/NINTENDO 

Le | <<) 

& 

& 

i coal See 
Bee 

A After completing the first mission, 
you must work your ed Lele geky 
the dam, and bungee-jump off. 

GoldenEye's due out abroad in 
#** August, so we'll review it in issue 7 

Beeresiy 
te, 
= — a 

£00 3A3NI10109 Sef 



_ | eM URL 
es Pea a A 

EU Ee rele 
tala [ Amero yiTy 
Peleoeeem Mle) 
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Although this 
RY Jade ig 
PE elle 
show, the video 

showed how 
superb it will 
be. And the 

huge 3D world 
TTT Umit 
as gorgeous to 
ogle. Luvverly. 

_ ond so the game formerly known as 
eye ra As Pek he ee 

N64 what Donkey Kong Country did 
for the SNES", according to Nintendo 

of America chief Howard Lincoln) emerged at E3 
i as Banjo-Kazooie, the first of Rare’s two new 

SN eC UIC LS ALCL a EO 
ee eke ere CU ac 4 
ET oe Creel Mama mem ce (ok 
stand with two rows of six screens, aswellasa 
ten-foot video wall looping all day to the sight st 
and sound of the pair's various antics. _ ee 

“Once in a while, a new video game = ro 
id 

4 

s introduces chatacters so rich with personality 
and gameplay capabilities, they're destined ; 

eee eee eM tg eo (elmo C RN Lt a ee | 
» Are they right? Well, they're serious. Ms 

yy although only one level of Banjo-Ka’ MWe a. 
playable at the show, Rare a ALN aela ma Col 
Ret on ONE UEC aa Suals and | as 

P 

i Reg PET 
Eel at 
woodland 
home, there's 
ities ce) 
discover and 
collect for the 
young Banjo. 

PV Ree Ee é 
when the time er, 
e-)/( fel al a le 

aa proceedings can 
= be viewed from 

EUR e hf 
APT ey ee 7 
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See oui ele eens acd AeA Daur could quite happily eV ch sd rhe € and ee faa ; | e Y ty 
‘ Miietaacok melvin aren setts sicers ce ls and, with a quick ch Cees oas (to ; Be lI Wes ~L 

PTCA ear Uc) nat i ightly 2 eae leery animation), ae ~ lu enn eT haat 
# Bey onic by the similarities between this and Kazooie could stick Banjo on Coa k and oe eeu a instantly enj le. This plainly isn't o% 
Peer an en iam its DUE eM ra) Le es AE em ome Coumeteas treading revolutiona se zround rare 
ara is Rare's last game, the Moen? felteimsttr sen Mtn ate Te let Kazooie ‘bandied about, Bas ees tea ace es = 

: area Keely Maree tsietesiend (edge val 10) ae Cala able to reach out of the cae _ they’ fo ae eM seal mc ati 
PR UCU Mod ma ted (0dr Sa COLL) (e) : ures at foes as they attack Banjo, a Bacar ama Va features to 
Ke es eur! his long-legged birdy friend Berle Nites oe pping her wings to lift the le uy G ne LATOR Coliccl ncaa RAL even th . | 

ota the aforementioned ruck-sack _~ _in order to achieve longer jumps. eee and DKC followers. © a ; 
* ae eter the call of.duty, and you'll soon es if the whole thing sounds ae Pa eee ent there are only two ig Wt , 

discover a pre -designed adven t's probably because it's DKC64 with a honey — mit king use of the N64, and o' 
Tame mare ca acre) oo le 

ml 
(leaving you to wonder just what Rare a Recut iene Cate eG riacle sn ae) as At 

a eee O[eN(¢/2019 79 Perea Cin 
| 

+ Bee Claelamelai melee) sar mic ar emt nserlo) de 7 Rel eR LaLa CS Me Lure 
eel) a show), and each puzzle in the game in outing). Enemies are tly foot a UCM era cee: ee 

om aetcae aloo ee neces ee OT a a i Rhian as and names, a mea ca ane Plates ree ‘ 
Ceol able to do something, then the ea lec Ceoleta) towing gorillas, Eula eee é Ta Bui Pye Te of 
a oa The show level, for obs De ia ot called Jumbo all recallinga 7 TO RUr ee Ty ms ee - 

PUTO El ea CisecU seit sie tclletetsig a lelerea e) SNES as AUR ACS epetied i fag Cas sere on lee 
Seay itn) Ft ee Rael) Pa cheat a eu locations — ie be a cicada Sallie a a ee Ses oe . be ceed so 

. a ‘ F g ee ‘ ‘ lal 
P a = - P sr og 

Pecatee / Banjo-Kazooie "ie ot : 
as Ps Re ee “=e RARE/NINTENDO Fs % ra ne 

As mentioned elsewhere, in the battle with 
PU Ee eae Lg 

a - om second best. He’s now required to scarper 
aie, OE V about inside the body of a spider. Nice. 

i i » @ © 
i = Fi 
, 

% ee Ld 

a Rs r 

oe . 4 A The very beginning of Banjo and Kazooie’s ar a 
f ae: adventure. Merely traipse about in search of | ae ae 

Be sae ‘Bee i these golden musical notes, then opt for a 

RM a Ce 
aa 3 at : Cera 

qe a i - ba . | "4 show, once he‘d turned 
ae. a, ; s A $* you into a spider, the 

‘ - > level was pretty much 
ad —_— ye over. But, you can get 

> up higher inside his hut 
: A for a spot of eight- 

f ‘ . legged exploration. 

a = These sort of downward [> 
> slopes are fine for the 

Rye) Me eel aA 
eT a ey) e118 
grassland of the 

numerous foothills 
requires the leg-work of 

/ Kazooie. Kooky, no? 

= Gate 5 Ry - ee 
‘ eng = gh mE lida xs! og te 

P wate a oe oor 
oe 

eee Lory 4 

a smidgen of ee EM ee | ee 

i Reetrrentie goes well, we Byer 
: TO 3 CONTI NTT 3 > SEW care| Parr re ee stnCe 
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oe 
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E3 PICS OF ACCLAIM ’'S BRILLIANT NEW RACER! 
DR ede re 

se Sasa LSS 

ee Piles 

rd Calling this “Turok on A Py tel ee med le 
wheels” may have been here, with a full 360° 
EW). elm MEST] turn while the green 
TeX RRR eS light blinds you as you 
foundation for the jest. alae re 

A The darkness of this track is a nice contrast to the 
neon glow of the next (that’s the town-based course). 
The variety and invention in each is astounding. Just 
when you're certain you've mastered one part of the 
track, you're faced with a 360° turn or vertical wall. 

A Just so that you're certain you're hurtling through 
future-scapes, this big, long-abandoned alien ship 
appears on your left. Not that you have much chance 
to take note of its looks as, due to the face-contorting 
speed of the game, you're past it before you notice it. 
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ACCLAIM 

USA release 

es erhaps the biggest surprise of the 
£3 show was Acclaim’s Extreme G. 
emma ae el ELed hg 
ITU eran Mtl Lela area 

overly carried away too early, of course — 
particularly because only a third of the tracks 
Sel Mohr Cel ar aU Lam Ul ance ed tT 
Nog See Mitel Mem cu Moree ol 
early signs are incredibly good. 

The speed of the game, first and 
Loli e MM Orn CLC a eee CCl Cla 
that Probe, Extreme G's developers, have 
had to make the walls of the various tracks 
traversable, so if you take a corner late or lose 
control of the bike you can send the vehicle 
up the side of the wall in an effort to recover. 

Tracks-wise, things are set out like roller- 
coaster rides, with the roadway rising upwards 
and then dipping down suddenly into clouds 
Co) Maal a Ola Mel metal agcla cM ge lO e[ cel so1¢) 
jumps in the centre of a neon-lit cityscape 

. 
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Powered-up > 
and ready to 
take on your 

foes. These 
side-car 

attachment 
things look a 
lim rele 

but their 
iftaeele 
ERY af 

nasty. 

<{ The Al of the 
eel Ue 
opponents is 
top-quality. 
Vile Bley 
ned) 
ship again. 

which send you into the air, over a vast 
canyon and then into a tunnel on the other 
side. Another had us racing through mid- 
jungle architecture with Aztec-like buildings, 
including a huge cut-into-stone face. 

The final game will feature 12 tracks, 
eight hoverbikes and a veritable arsenal of 
weaponry. Only the standard laser was 
workable at the show, which basically stuns 
your opponents and slows them down. But 
OVALE ase a aoc CM OLN AML] Coe UaLe 
weapon reversals will be thrown in (leading a 
couple of Acclaim people to call it “Turok on 
wheels”). The basic premise certainly sounds 
similar to PlayStation mega-hit Wipeout, but 
the game itself looks to be so much more. 
Unlike many of their third-party counterparts, 
Acclaim's developers are really making use of 
the extra 32 Nintendo bits. 

The four-player mode wasn’t on 
offer at E3, but Acclaim representatives 

> IWwaULXa 2 1001 aUNLN4 

harped on about it nonetheless. On some of 
the tracks, for example, the road forks, 
meaning players can take different routes in 
an effort to win. And because of the nature of 
the courses — with their verticals, 360° turns, 
corkscrews and up-and-overs — when you're 
rattling along you can often spot your 
opponent taking a jump or a twist across the 
arena. Also, Probe have already tested for 
Ciel Wolo TAM-UaleMe (nn talc ha mel mela L8 
all, even when four of you are steaming 
through the industrial pipeage. 

John Olshan at Probe is so confident 
of his company's game that he reckons: 
“Extreme G constitutes a new benchmark by 
which to measure any other racing game on 
any other system.” Bold words, but from 
what N64 saw of the game at the show, 
we'd have little choice but to agree. 

We'll be bringing you the first 
TO BE CONTI NUED.. = review of avienys G very soon 
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THE SPEED KING RETURNS, AND WE'VE GOT THE PICS TO PROVE IT! 
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ere's a poser for you: 
which Nintendo character, 
along with Mario, 
helped launch the SNES, 

introduced the world to the wonders 
of Mode 7 and then promptly 
vanished, never to appear in another 
game? If you said Captain Falcon, 
ace bounty hunter and pilot of the 
Blue Falcon in the futuristic racer 
F-Zero, consider yourself the 
owner of an N64 Magazine brownie 
point, and then start to get just a 
little bit excited in anticipation of 
his return on the N64. 

Gazing around at these screen 
shots;-direct-from:Nintendo-Gorttd: 
in Japan, you might get to thinking 
that F-Zero 64 looks a tad bland 
against the likes of Wipeout and even 
Acclaim's new N64 racer, Extreme G. 
The landscapes surrounding its twisty 
tracks don't look a lot different to 
those in thee flat-as-a-pancake 16-bit 
original (now nearly seven years old). 

When you see it in action, 
however (as you could at E3 in 
Atlanta, where it was showing on 
video alongside Zelda 64 and Yoshi's 
Island 64), and you're hurtling along 
its rollercoaster-like tracks at a 
constants silky=srriootir60 frames per 
second, you begin to remember that 
F-Zero never was about gob- 
smacking scenery or fancy extras like 
weapons. It was pure, unadulterated 
racing, where you used every trick in 
the book (and the few precious 
boosts provided) to shave every 
possible 100th of a second off your 

always-on-your-tail competitors. 
The 64-bit difference comes when 

corkscrew, with the ground becoming 
the sky and your lunch offering itself 
up for a second helping. Gamers 
who experienced the joys of motion 
sickness in Turok may find F-Zero 64 
the game to play between mealtimes. 

You can expect loads of different 
tracks, each with plenty of racing 
variety, from Miyamoto's EAD team in 
Japan (they've given their word), who 
are. giving special consideration to use 
of the analogue stick and the time- 

and hopefully beat the other. athe 
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challenging ghost 
mode, indicating the 
game's hard-core 
racing nature. There's 
no news yet as to 
whether the tracks 
will feature the don't- 
touch-the-sides feature 
of the original, where 
colliding with the 
barriers would deplete 
your energy, eventually 
resulting in your hover 
car becoming a 
smoking wreck on the 
raceway. No hint yet, 
either; of jumps-and 
ramps. (Fans of SNES 
F-Zero may well 
remember that 
particular blighter of a 
leap on White Land II.) 
But overall it seems 
that everything's 
present and correct in 
the world of F-Zero. 

Likewise, as far as 
the racers.and storyline 
go, everything has been left just 
as before, with the good Captain 
going up against three other named 
contestants. (There were other cars 
on the track in the original, but their 

main purpose was to just to get in 
your way. The blighters.) 

Like Mazza in Mario Kart, the 
Blue Falcon.was.the all-rounder with 
neither the highest speed nor the 
fastest acceleration, while the yellow 
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F-Zero 64 

NINTENDO 

Stingray were the game's Bo 
and Wari 
N64 Magazine would like to see a 

i icular choice this time 
around, but it's early days yet, and if 
we find ourselves having to sacrifice 
it for a 60-frames-per-second multi- 
player mode (F-Zero was only ever a 
one-player game), that suits us fine. 

We're promised that F-Zero 64 
will be up, running and playable at 
Nintendo's Shoshinkai show in Japan 
this November, with a Japanese 
release soon after. Expect 
plenty more coverage before Q 
then, though, as events unfold. 

fs 

More F-Zero 64 pics and news 

TO 3 3 CONTINUE D.. * as they fall into our hands 
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America's big games show reveals the ‘next 
generation’ (if you must) of N64 games! 

witching locations from Los 
Angeles to the balmy heat of 
Atlanta, June's E3 show once 
again displayed the very latest 

in entertainment technology. With Rare’s 
GoldenEye 007 and Banjo-Kazooie 
(once, you may recall, labelled Dream) 
supported by the newly-unveiled 
Conker’s Quest, there were rich pickings 
indeed for those wandering through the 
huge Nintendo stand. Further afield, 
most major third-party publishers had 
N64 games on show, with Acclaim's 
Extreme G, Konami's 1998-scheduled 

Hybrid Heaven and Hudson's 
Bomberman 64 standing out the most. 

Sprawling across the ground floor 
of the huge Georgia World Congress 
Centre, E3 — in traditional fashion — threw 
up its fair share of surprises. And 
although no one game stood out as 
much as, say, Mario 64 did at last year's 
expo, Rare were certainly challenging for 
the honours with their three big games. 

Whispers of Banjo being DKC with 
a bear were quickly trampled on by 
Nintendo, but there's no denying the 
similarities between the two games. 

Scoop! Konami's 
secret weapon! 
It might not look like much in these 
blurry pictures, furtively snapped from a 
video Konami were showing at E3, but we 
reckon this was the most exciting new 
Ne eee Co oe 
ee Ma es Us 

Seve Mame Cee Et 
next year. Even the name's a working 
title. But already it looks incredible - a 
futuristic RPG-cum-Resident-Evil-type- 
game that uses similar-looking 
‘technology’ to Konami's amazing 
PlayStation game Metal Gear Solid. If 

© 
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game N64 graphics, we're in for a 
blistering display of prowess. 

However, Banjo — even in its one-level 
demo form - looked glorious, with the 
pawed one and his backpack-filling bird 
slinking through frame after frame of 
beautiful animation. GoldenEye 007, 
too, was universally praised. The 
weapons hardly matched up to Turok's 
size-wise, but concentrated play soon 
provided ample proof of Bond's ability 
to surpass the current prehistoric champ 
of first-person shooters. 

No less pleasant to ogle was Conker’s 
Quest. Still very early, this squirrel-based 
game will see Rare developing and 
publishing for the first time since their 
Ultimate days. A superbly-drawn and 
lusciously-animated 3D platformer, 
Conker's Quest drew plenty of attention 
from passers-by and had Nintendo of 
America chief Howard Lincoln coming 
over all funny, saying it would reinvent 
video gaming or something. 

Away from the bustle of the 



One of Nintendo of America’s more 
Tee Ue ee 
E3 show was that from now on 
N64 games will retail for $10 less 
in the US. And it seems likely that 
this reduction will filter through to 
the UK in due course, with games 
OTe lee el a RU 
they are now. Not much, admitedly, 

but enough for some chips and the 
bus fare home. Yummy. 

We've suddenly discovered that we've got a 
Merrie MO RUM) iam Lael) orm CoM NZ) 
been set up by our corporate controllers in 
ENTERIC Lue Moats 
messages, most along the lines of: 
“Hello? N64 Magazine? Is anyone there 
Poem Ue PaM CoCo eee toe 
are encouraged to visit our page at 
PAu meee Ue autor Mult 
and converse with us and fellow readers. 
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Pesaro, eC iim haley Gamrlep 
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Nintendo stand was the Probe-developed 
Extreme G. Super-slick and most 
definitely super-fast, G was, perhaps, 
the finest third-party game on show. 
A Wipeout beater? Definitely. But 
Acclaim — who, disappointingly, couldn't 
get Iguana's Turok 2 to the show in 
time — revealed that G wouldn't be 
available until November. 

Elsewhere, Konami ran a video 
featuring Nagano, their Winter Olympics 
licence, as well as the unexpected but 
thoroughly gorgeous Hybrid Heaven — a 
rival for the PlayStation's Metal Gear 
Solid. Hybrid Heaven is detailed 
elsewhere on this page but, honestly, you 

o 
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know a game's going to be a bit special 
when 25 watching foreign journalists are 
spellbound into silence. 

On from that, it was a case of more 

Banjo-Kazooie . ae 
Body Harvest...........:0+ 
Bomberman 64 

Lamborghini 64... _ 
Mission: Impossible ......25 
Robotech: Crystal 
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i Buggie Boogie... ..19 Dreams ......... a 
rather than new: Silicon Valley played 2 ae 
well, Bomberman 64 and Dual Heroes Clayfighter 63 1/3......... 24° Silicon Valley ..............+ 
looked the part, and Lamborghini 64 Conker's Quest... 18 Space Circus... = 
took some getting used to but ate up Dual Heroes .... ..23 Superman 64.. ¥ % 
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Se ee F-Zero 64...... 12 Top Gear Rally... 
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SUPER MARIO 64 2? 
No, not at all. But as part of their ongoing 
efforts to rekindle interest in the N64 in 
Japan, the wily Nintendo have released new 
versions of Super Mario 64 and Wave 
Race 64 over there. The new Mario game 
includes the tweaks made to the title for its 
American release, while Wave Rave 64 
now includes a ‘ghost’ mode like Mario 
Kart's. Both games are also now Rumble 
Pak-compatible. If you happen to be 
passing Japan, you can pick up either cart 

for a’reasonable ¥6,800 (about £35). We'll 
CORR UURCOm 

HUDSON SECRETS 
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though, that if you use this pad with 
Hudson's forthcoming Bomberman 64, 
it'll apparently trigger a secret level 
which you won't be able to see otherwise. 
Mera Ure OL ac 
been announced for the controller — or, 
for that matter, for Bomberman 64. 

Starfoxed 
No Starfox till 
October, it would 
seem - unless you 
shop out-of-country. 

ot the best of news for 
N64-ers searching for 
something new to pop 
into their cart slots: 

Nintendo are running a bit behind 
schedule with their UK releases. 
Blast Corps won't be released until 
late August or early September now, 
and we shan't be seeing Starfox 64 
until October, or GoldenEye 007 

until November. Bah. 
But! If you can’t wait that long 

for Starfox, the prodigious Blaze 
have just perfected an adaptor 
that'll allow the US or Japanese 
version to be played on UK 
machines. And Wave Race, too. 
We'll test it next month, and 

you can give Blaze a call in the 
meantime on 01302 325225. o 

New Goods 
More bits and pieces to accompany your N64 

RE SH 
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SUPER MARIO 64 
EXPLODING CHOC 
WAFFLE CONES 
Supermarkets ¢ £1.50 
The only snag with these is they're 
a bit small, so you can't get much 
ice cream into them. 
Otherwise they're 
fine foodstuffs — 
crunchy cones 
topped with 
chocolate and Space- 
Dust-type stuff that 
pops in your 
mouth. (Though 
it's hardly, as 
claimed, 
“Amazing... a 
real 64-bit 
explosion in 
every bite!) es i 
Each one a iat. wt 
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also comes in a Mario-imprinted 
silver wrapper, so there's no 
doubt what you're munching on. 
The only disappointment is that, 
when we unpacked our six cones, 
one of them did actually 
appear to have exploded 
in transit. 

SUPER MARIO 64 
SUPER SURPRISE ICE 
CREAM WAFER CUPS 
Supermarkets 
¢ £1.50 

These little 
fellows look 
innocent 
enough: 
crunchy 
wafer cups 
that hold a 
reasonably- 
sized dollop 
of the old 
frozen stuff. 
However, they 
rattle intriguingly as you 
eat. And then, when you reach the 
bottom of the ice cream, you 
discover the cup has a false bottom. 
Penetrate it and out tumble two 
odd-tasting ice-cream-shaped 
sweets, a handful of coloured Rice- 
Krispie-type things and a couple of 
rice paper counters printed with 

Mario power-ups which you're 
meant to use to play a game 
(which just turns out to be noughts 
and crosses). Not bad, and 
very ‘Mario’ in a secret- 
finding kind of way. 

SUPER MARIO 64 
ICE CREAM 
PARTY PACK 
Supermarkets ¢ £3 

Top of the 
Super Mario 
64 ice cream 
range is this 
bumper party 
pack, stuffed 
with edible 
accessories. 
You get ten 
cones, 20 
wafers 
(for those 
who prefer 
their ice cream 
out of a bowl), ten authentic 99 
Flakes and two sachets of the most 
extraordinary raspberry-flavoured 
syrup. And! The box converts into 
a carrying tray which allows you 
spear Bowser with cones. All 
that's missing is the ice cream, 
but we were feeling a bit S 

em aT 
ram ed 

sick by this point, so it's 
probably just as well. 

SCART CABLE 
Blaze/Fire ¢ £10 ¢ 01302 325225 

The ‘PAL/Euro’ version of Blaze's 
SCART cable replaces the RF adaptor 
which comes with UK Né4s, to give 

you a better picture if 
you've got a SCART 
socket on your telly. 
Unlike cables designed 
for import machines, 
it'll give you a 
picture of the correct 
brightness, but doesn't 
have the 50/60Hz converter 
of Blaze's NTSC SCART cable. 

256K MEMORY CARD 
Blaze/Fire * £10 ¢ 01302 325225 
Agoraphobic N64 owners who are 
made nervous by capacious 1Mb 
memory packs 
might want to Mei , 
consider Blaze's . 
dinky 256K 
alternative. It's 
the same size as 
Nintendo's own 
Controller Pak but a fiver less, and 
comes in billions of different 
colours — including ‘clear’, as 
pictured here. 85% 

RF UNIT 
Blaze/Fire ¢ £15 ¢ 01302 325225 
If the RF adaptor 
that came with 
your N64 is 
broken, or 

you've bought 
an N64 
elsewhere in 
Europe (Germany, 
for example, where 
they're really cheap) 
and haven't got AV 
sockets on your telly, this 
little fella is the answer. 
And, er, that's it, really. 
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We were shocked and, indeed, horrified to 
learn that Mortal Kombat Trilogy - dealt 
a fatal (we thought) 34% blow by Tim in 
the last issue - has, incredibly, sold out. 
Thousands of N64 owners (though not 
N64 Magazine readers, we trust) appear 
to have rushed out and bought it. Mind 
you, it’s unlikely many copies actually 
made it into shops in the first place. 

Kartastrophe 
Suspect @&> 

ae Mario 
Kart 

carts? 

t seems 
we're not 
the only 
ones having 

problems with our UK Mario Kart 64 
cartridge. (See the our review of the 
PAL version in last month's N64 
Magazine.) THE Games, Nintendo's 
UK distributor, have admited that a 
limited number of cartridges have a 
fault in them causing the game to 
freeze up, most often in multi-player 
mode. THE are replacing affected carts 
without question, although they 
reckon that the majority of N64 
gamers won't have to worry. If you're 
unlucky enough to have a dodgy 
copy, give THE’s Customer Service 
line a call on 01703 623200 to 
arrange a replacement. 

Another game with a possible bug 
problem is the PAL version of Turok. 
An unfortunate N64 reader contacted 
us to say that, having finally fought 
his way to level eight of the game, he 
found that it constantly froze after 
about a minute's play. Acclaim have 
so far been unwilling to exchange 
the cart, claiming no such problem 
exists, but N64magazine would 

© 

like to hear from any readers 
who've had similar trouble. 
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~ Let mist cloud your eyes and. sobs choke your t throat is-werbuild < castles from —- 
_ the sands of. time and gaze once more upon the egomee: 5 of : yestenyest...— 4. 
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_ne thing most males ~ 
have 'in-common-is the 
desire to fiddle with = -——~ 
things in their pockets. 

That's Satine one of the réasons why — 
Nintendo’s. Game & Watch series was. — 
so successful. The first machine was 

—teleased in Japan on-28th April; 1980... 
Called'simply Ball,-it offered-a-basic~ =- 

-Breakout-style game, and bore little ~ - 
resemblance to-more familiar. G&Ws — 
tike-Mario’s Cement-Factory and 
Donkey Kong. tt was a long, silver ~~ © ~~ 
machine with an oblong screen and- 
the controls at the bottom, while the — 
plastic casing and-on-screen painting — 
gave.it.a distinctly tacky appearance. 

After releasing five games in this 
format, Nintendo decided it was time 
for-a redesign;-and-in January 1981- 
they came-up with Manhole, the first - 
‘gold' horizontal-screen Game-&-Watch. ° 
“Six months later the screeh was. pad 
widened for Parachute, and the single- 
screen. Game & Watch was established. __ 
Licensed titles like Mickey Mouse and ~- 
Popeye soon ensured huge-sales. 
—.—Nintendo, keen -to-develop their. 
range, released the first double-screen- 
G&W in May 1982. Oil Panic-was 
quickly followed’by the legendary 
Donkey Kong double-screen game — 
the best-selling-of all G&Ws.— which, 
“amazingly, was actually re-released in — - 
1994 following huge sales of SNES — " 
Donkey Kong Country. The success _ — 
of the double-screeners set Nintendo's. = 

t-into-overdrive,-and by - 
1984-there were-full-colour Panorama =~ 

= streen games, colour table-top: 
machines and two-player systems. 

Then, with the taunch of the 
Famicom in.1984, production of new 
G&W machines slowed in Japan. That's. 
not the end of the story, however. A. 
total of sixteen new. machines. were > 
released in Europe, from Squish and —_ 
Super Mario Bros'in 1986 toa -—— 
double-screen Zelda-gamein 1989. 
The last G&W. was. the very rare Mario 
the Juggler, released in October 1991. - 

In all, 60 different G&Ws were 
created — and as long as there are folk: 
keen-to fiddle, they-will-remain-one-of— -- 
the-most collected formats.in Retroland. _ 

SOLOMON’S KEY (NES) 
To many, Retrogaming is a-questfor — 

~ perfect playability,-and puzzle games often — 
retain more playability than their 

: edicade equivalents... ~ 
Solomon's Key was 
originally an arcade 
release, and the.NES 

~~version-rétains.all the 
features of the original: 
machine. You'play as— 

~~~ Dana, the Wizard of 

BOMBERMAN MODELS 

Hey, games aren't =.=" 
everything, you ; 
know. Nintendo ( 1 
collectors are also e €) 
rather keen on oe 
any associated 
nick-knackery. And 
although Hudson's 
Bomberman originally appeared on 
the PC Engine, most people now 
regard it as a Super Nintendo classic. 
These Bomberman figures were first 
released to promote the SNES game, 
and thanks to the title's cult status are 
highly desirable fellows. Formed from 

Lyrac, once again on a quest to rescue a 
~ trapped princess. Each level is-set in a single — stereo-soundtrack is just about the eect 

screen. You can jump between platforms. 
and even fire if you've located-a magic 
weapon. Most important,-though, is the <= 
ability-to create blocks to jump-on or, - 
conversely, to make sections of platforms-— 
disappear, revealing hidden weapons’or.~ 

~ creating an escape route. The-idéa is to 
make you way to.the key for the next —~ 

_ level, avoiding baddies; which sometimes 
makes the game reminiscent of Bubble _ 
Bobble: Solomon's Key-is-both chaltenging ——.doesn‘t-have Mario in its castlist-Green— =.= 
and _addictive,.and is-well. 
worth tracking down. 83% ~~ 
RETROBATING 

‘WARIO LAND 
(VIRTUAL BOY) 
The-worst thing about the Virtual Boy is ——_ 
“that you_can't show your mates what-_ 

. you're doirig. Actually, scrub that. The — 
worst thing about the Virtual Boy is that | 
youlook a-complete berk while you're 
playing it. Luckily, Wario-Land is worth 
Sacrificing-your pride-for.~ =. -=—~ 

ol The VB was the most ignored and 
~ ‘more flowers, each v with-spider webs’ ‘above 

a 
slated of all Nintendo consoles, 1 Wee ra 

~Wario Land is_ . 
-~a typical slice 
—of Nintendo: eS 

excellence and. 
~—should-have ~ 

sold the 
machine-by. 

~ the million: = 
‘You play the” = ~~ : 
part of Wario eancadyre ine — ‘ 
this typical Mario-style platformer. Unlike _ 
one-dimensional'games, however, it lets 

- yet-jump between-several levels,-so-you _ 
~ hop both into.and-out of the-screen-to- - 
—-reach-new treasures-and secret sections. 

This game has everything: bonus 
levels; end-of-level treasure-gambling 
games; underwater levels; creatures a5 « 
vehicles, even special weapons in the 
guise of Wario hats. The end-of-level boss- 

=Sections switch the-perspeéctive, so.you see — 
‘the back of Wario-as he-fights. with: his foe. 

ake = flowers shooting bugs away with a spray __- 
- —-gun.-Spiders are-more.resistant to. the. PE Cine 

thent 2x 

Bes «, hard plastic, complete 
j i 5 with key chains, they'd 

9 still look good around 
your N64, especially 
with the imminent 

release of Bomberman 64. 
Even more desirable is 

the Bomberman alarm 
clock -— a cuddly Bomberman 

holding a bomb on which the time is 
displayed. Sadly, it doesn’t get you out 

Ta 

of bed in the morning with a re 
small explosion. 

RETRORATING: 63% 

~ The 3D is used | to-excellent effe ect, she = pa 

_=0n the-machine, and facsomt even an 
impressive intro, If.you have a.VB, make. _ 
sure you get this vee Eee 
off in Japan-for the ludicrous ~ 
price of 98¥— about-50p!): 

WATCH 
It's-often a relief oh Same caw es 

House was released in-1982,-and uses the- 
--ommen double-screen format to provide— 

two-sections of Play-area.. The top-of thie = > 
greenhouse has~__ = 

~<a flowerin-each 
corner, and - 

hungry 
caterpillars 

“Climb out of a 
pot in the. 
middle,intent-—| 
‘on-eating them: — 
At the bottom =~ 

~Sthere are two- 

them. Yourjob is te ran betwee sit the— x 

= 93% = 

-spray,.and-each puff ju 
- “tetreat a step. Shoot at them thrée times ——— 
-and they'll disappear into the woodwork. 

~-G&W machines: The most-notable thin; 
~ about Green House is that your chara 

a The action is fast-and frantic, but at = 
the same time similar to countless other 

ee 

er is 

black, either a typically politically correct =~ 
Nintendo-ism or, perhaps more like! (i 

-so you don't confuse him = - 
with Mario. 

* Jason Moore runs Britain's 
~ fanzine; Retrogames. if y you'd 

more, contact him at: ns 
Retrogames, 61 Baccara Gove : 
Bletchey, Milton —— MERLOT masieip 

se 
23 aoe pac! 
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show in 
America 
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companies 
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newest 
at 
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currently 
working 
on. And 
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there to 
tell you 
all about 
them... 
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addition to the 
Nintendo stand 
at E3 was 

Conker’s Quest, a game 
bearing more than a 
passing resemblance to 
Rare's other animal-related 
newie, Banjo-Kazooie. 
Its playing set-up will be 
comfortably familiar to 
most Mario-followers, with 
lead squirrel character 
Conker legging it around 
lushly-created 3D worlds 
and trying to recover 100 
house-warming presents 
scattered throughout by 
a gang of hoodlums. 

As well as Conker, 

though, players can also 
jump into the boots of best 
mate Berri the chipmunk, 
for some extra-special 
friend-related nut-hunting. 
Both characters can gobble 
up copious amounts of nuts 
and catapult said food at 
enemies in an effort to save 
their kidnapped pals from 
the dirty great paws of their 
foes. Their ever-so-useful 
tails can also be bandied 
about to deal with villains 
who manage to avoid 
oncoming nuts. 

Like Mario, however, 
Conker's Quest is a strictly 
one-player affair, even 

though you can apparently 
play as either character. 

During the show, 
Nintendo announced they 
were increasing their share 
in Rare, and that the British 
company would be both 
developing and publishing 
Conker's Quest themselves. 
Nintendo will still provide 
the marketing clout, but the 
decision to go it alone for 
the first time suggests that 
Rare are ready to branch 
out a little without the 
helping hand of Yamauchi 
and his groovers. 

Conker's Quest was 
certainly playable enough, 
despite — at its 40% 
complete stage — boasting 
nothing particularly new 
(although President of 
Nintendo of America 
Howard Lincoln reckoned 
it was “reinventing the face 
of videogaming"). But even 
if it's nothing more than 
Mr Nutz 3D, who cares? 
That magical Rare touch 
means it looks fantastic, 
and Conker's fixed grin is 
just bound to etch itself 
onto the faces of 
players throughout 
the land. 



Graphically, the game has come on a treat. Most 
obviously, the robots have been upgraded to screen- 

AV/ filling scale, and lent a luscious new metallic sheen. 

= ay 

Ithough not 
actually playable 
at the show, 
Body Harvest 

filled the video wall as part 
of Nintendo's rolling demo, 

wowing audiences with its 
screen-filling bugs and 
unmistakably Japanese feel. 
Since N64 visited DMA after 
Christmas, the game has 
been significantly altered. 
The input of Nintendo of 
Japan's numerous mind- 
magicians, combined with 
the crazed imaginations of 
Dundee's Lemmings-makers, 

Pt ETc Tao 
of-level boss 
Rye er Tale Een) 
eel) 4 
(cic T Te Te) 
eee a 4 
a spot of 
hand-to- 
hand, you 
fe-TR-la rl 
get out of 
the tank and 
ae ce mad 

BUGGIE BOOGIE 

I EC 
ot at the show, and seemingly in 
development for years, Angel's Buggie 
Boogie was nonetheless the subject of 
some discussion at E3. Rumour suggested 

it might have been canned or, more probably, re-started 
from scratch. Certainly, judging by these screen-shots 
obtained by N64 from Japan, the game seems to have 
gone through a major re-design. In fact, it's increasingly 
looking like an N64 version of Stunt Race FX. 
Details are unsurprisingly scarce but more is 
expected soon. You know - probably... 

FAISeERE N/A 

Harvest 
= festival 

BODY HARVEST 
DMA/NINTENDO E 3 WINTER '97 | AUTUMN '97 

has produced an impressively 
monstrous title, now labelled 
an ‘action-RPG' (whereas 

once, you may recall, it was a 
plain old shoot-’em-up). 

It turns out, you see, 
that bug-eyed other-worldly 
varmints have scattered 
themselves over various 
points in history. And this 
means that you, as an 
oversized-insect disperser, 
must travel across time and 
shoo them to the far corners 
of the nine vectors. Probably. 

Each epoch — you begin 
in Greece in 1916 — is split 
into four stages, and your 
objective is to kill off the alien 
hordes at each time point. 90 
vehicles (including Red Baron 
bi-planes, buses, lorries and 
high-speed sports cars) and a 
grid-like map should help you 
out somewhat. 

The perfectionists at 
Nintendo of Japan have set 
about the original, solely 
action-based, Body Harvest 
with particularly hefty scissors. 
Scenery such as houses can 
now be entered, and you can 
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3 also interact with other 
humans, previously just alien 
fodder. As a further bonus, 
since it's being developed in 
Britain, the script for the / 

game contains no poor t 
translations = 
and ludicrous 
place names. 

While the early 
versions we saw looked 
good, but not great, 
Body Harvest is now 
a visual treat. The 
aliens have been 
superbly re-drawn to \ 
an extreme level of 
detail, and the “EF 
locations lushly 
defined. It appears 
that the creative pairing 
of Japan's finest game-makers 
and DMA‘ vivid inventiveness 
has produced an all-new title 
which still ties in seamlessly 
with the developer's original 
plans. Expect a huge 
preview in the next 
few months... 

Feeeve) NVA 
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talking about Ken Griffey Jr. 

Bases... [> 
1+) 

ew e045 
obvious 
ray 

going on 
Tem 

KEN GRIFFEY BASEBALL 

_ mana: [eoe re [ree | | 
Get your running up to 

ccording to want to? But whatever you thanks to some super-clever including ‘world-renowned’ Sy TTB ler eee ely 
Nintendo think of baseball, there’s no ‘Reality System’ software. grounds like Bank One base-inspection. We just 
of America, getting away from the fact Essentially, this allows Angel to Ballpark (home of the Arizona CTL 
“When you're that Ken Griffey was one of produce life-like bat and ball Diamondbacks, apparently). 

the stand-out sports games movement, and also features It's delicately done and will 
on Nintendo's stands at E3. 

Developed by Angel 
Studios, Ken Griffey sports 
superb motion-capture, 
with the Griffer himself 
demonstrating the art of 
strutting and thwacking 

you're talking about the very 
best in baseball.” Excitedly, 
they continue: “Players will 
find this is the very best 
baseball simulation, ever. You 
can't get closer to the real 
thing.” In truth, who would 

green 
machine 

a Konami-style sound system 
where the crowd reacts to any 
excitement on the pitch, or 
calls from the umpire. 

The game is also smart 
enough to feature real 
stadiums and players, 

surely be flying off the shelves 
in America... but 
Blighty could prove a 
different matter. 

ROUEN. ARR 
© 

YOSHI'S ISLAND 64 

nce again, Nintendo 
disappointed their fans by 
failing to bring a playable 
copy of Yoshi's Island to the 

E3 show. But video footage and probing 
conversations with key Nintendo folk gave 
us even more reason to get excited about it. 
At first look, Yoshi's Island may just seem 
like a graphically souped-up successor to 
the SNES game but, talking to informants at 
Nintendo of America, N64 discovered that 
the game plays considerably differently. 

The challenge, for one, is tougher. 
Because of the machine's immense 
capabilities, there's now the opportunity — as 
demonstrated in StarFox 64 — to have more 
than one large enemy on screen at once. 
So, unlike games of old where a single boss 
was all that prevented him from progressing, 
Yoshi now has to contend with a greater 
number of more varied nasties. 

Green-thing will also possess a number 
of different moves to his 16-bit predecessor. 
Naturally, his pliable tongue will provide 
much of the egg collecting and baddie 

killing, but the gang of funsters at Nintendo 
are planning to introduce other freakish 
abilities such as fireball firing and egg 
shell-emanating buttocks. 

At that point, sadly, we were moved 
on, so further inside information was 
unforthcoming. But the video ran through 
the levels, showing off the visual overhaul 
this new title has undergone, and it 
certainly looked fab. Let's just hope 
the Japanese Shoshinkai show will (N) 
offer something playable. 

FAISuERE. N/A 



Call in the 
bomb squad 
BOMBERMAN 64 

ith its tiny 
booth hidden 
away at the 
back end of 

the Nintendo stand, Hudson 
dedicated three machines 
to their new bomb-related 
SNES refurbishment, and 
Bomberman 64 promises to 
be every bit as good as its 
predecessors, even if lacking 
in multi-player invention. 

The one-player mode is 
where most changes have 
been made. As expected, the 
game takes on Mario-esque 
qualities, with the camera 
traisping along behind your 
little Semtex-layer as he 
traverses a gorgeous, all-new 
3D world with the C-buttons 

changing the camera angle 
and the A button allowing 
you to throw as well as drop 
bombs at will. As a result, 
worries over the one-player 
game are unfounded. Playing 
it is an absolute joy. 

The multi-player mode is 
slightly less revolutionary 
and, although it now boasts 
an isometric viewpoint — as 
opposed to a more traditional 
top-down variety — it didn't 
generate the same level of 
surprised enthusiasm. But it 
still provides plenty of those 
laugh-things, and the noise 
emanating from the Hudson 
stand on the winning of a 
four-player tournament was 
equalled only by the squeals 

of pain as someone 
else died while playing 
GoldenEye. 

ry] QUEUE 
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© A Bomsy gets a good 
old roasting at the 
Elite ae 
Death. But this 
was the only time 
elem ALT a 
E3. (Note: Lie.) 

Animal hospitable 
SILICON VALLEY 
DMA/BMG 

s impressive as 
Silicon Valley 
was when N64 
travelled to 

Dundee a couple of months 
back, it certainly wasn’t 
touching the 30% complete 
mark. But at E3, and with 
very much more done, DMA's 
weird-'em-up managed to 
bring a smile to even the 
most concrete of faces. 

Combining strange but 
eminently eyeball-pleasing 
visuals and frankly surreal 
animal antics, it had us 
spellbound for hours. 

More than the platformer 
it looks like, Silicon Valley is 
an original puzzler with a 
well-crafted difficulty curve. 
With your crashed space 
station laying dormant, you 
venture out into a valley, 
taking on the guises of 
different animals in an effort 
to solve different problems. 
For example, to make the 
jump from one section of the 
valley to another, you need to 
use a ramp. However, as a 
spider you can't get enough 
speed up. So after a spot of 
searching you discover a 
sheep on wheels. Kill it off and 
you can ‘become’ said sheep, 
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thus ensuring you 
make the jump 
across the canyon. 
Silicon Valley 
certainly looks § 
stunning (the 
technicolour 
3D landscapes will make your 
eyes consistently content), but 
it's the clever and original 
gameplay that got us going. 

Oh, we shouldn't get 
carried away (again) but, 
just like DMA’s previous 
mega-hit Lemmings, 
Silicon Valley already has 
all the trademarks of a 
gasp-inducingly innovative 
and addictive game. A 
more extensive Future Q 
Look will appear soon. 
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SPACE CIRCUS 

Space rac 

INFOGRAMES/OCEAN] 64M TBA ) Taq | SZ tea 
Zales 

Super trooper 
S| 

nly a rolling video demo was 
available for eyeball consumption at 
the E3 show, but already Superman 
is looking impressive. Admittedly, 

the silky city-based scenes were probably part of 
a pre-rendered intro, but using the square-jawed 
Warner Brothers cartoon version of the Man o’ 
Steel has already made sure of the game's place 

in N64 Magazine's good books. 
The hope is that it won't be a Final Fight- 

style street-based fist-'em-up, although the 
one in-game shot that we got hold of 
suggested it may well be that indeed. Tsk. 

Feeene N/A 

<{ Ocean's 
France- 
based pals 
Infogrames 
have given 
Space 
Circus 
eT) 
hE 
Crazy! But 
Fg lela 
(5 ata 

till very much under 
wraps at Infogrames 
(although these 
screen-shots are actual 

N64 pics), Infogrames’ partner 
Ocean gave us a teasing glimpse 
of their latest confirmed 64-bit 
title, Space Circus, as it currently 
runs on the PC. 

The game looks gorgeous, 
with an as-yet-unnamed main 

(elt VT) g 
[eee D 

exactly 
quick to 

character pelting about a fully 3D 
environment. Infogrames believe 
it to be the only game to really 
rival Mario in the visual stakes, 
although they're quick to point 
out that it's markedly different to 
Nintendo's game in structure. 
Ocean called it “distinctly French 
in style and feel", presumably in 
an effort to justify the utterly 
surreal character and level design. 

of day at E3. A 64-bit take on the still- 

More than anything, though, 
Space Circus is wholesomely 
original, boasting a super-smooth 
game engine and interesting level 
design. Sadly, it's some way off, 
so there's little variety yet. 
Still, it promises to be... 
well, good. 

N/A Bry] QUEUE 
FFT QeEue. 

Tetris queueless 
TETRISPHERE 
NINTENDO == TBA BS Ba 

ell, it's been in the pipeline 
for a fair old while, but 
Nintendo's Tetrisphere finally 
saw the neon-drenched light 

The notion of swapping the hyper- 
addictive simplicity of the legendary Tetris 
for some slicker, faster, techno-muzaked 
complication is a strange one but, once 
you're into the swing of things, the game 

i oyeie 
Ae 

though, 
(xo) 

(ie 
y elie er4 Tie] 
mustard. 
Elm 

wonderful Tetris using spheres instead of flat 
rectangles, the game managed to confuse as 
much as enthrall. Basically, though, the idea 
is the same — to clear the screen of all blocks 
by fitting together the designated shapes — 
but this time L-shapes, oblongs and squares 
appear from your camera view and must be 
fitted into a rotating sphere. 

is genuinely enjoyable. However, it'll 
undoubtedly require some perseverance 
on its appearance later on this year, 
which probably explains why people 
weren't queuing for it at the show. © 
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Hudson hawks Heroes 

long with 
Bomberman 64, 
Hudson also 
showed off their 

new fighter Dual Heroes. 
Not much has been seen 
since the game was first 
announced a while back, but 
there was a fully-playable 
version on show enticing 
beat-'em-uppers to a waggle. 

The in-game stuff 
appeared beautifully slick, 
and even though only a 
limited number of arenas 
were selectable at the show, 
all eight characters were 
playable, as compensation. 

There are two exciting 
features in Dual Heroes 
which really helped the 
game to stand out above 
its competition: firstly, as 
previously mentioned in 

Rally 
700d! 

N64, the Virtual Gamer 
option means you should 
never be treated to the same 
old moves when playing 
against the computer. Each 
character possesses their 
own personality; if they 
don't go a lot on you, 
therefore, they'll shovel your 
face into the ground as 
quickly as possible. If they 
take to you, though, they'll 
be less harsh, perhaps even 
giving you a chance to come 
back at them. This should 
mean that you'll never be 
able to predict what the 
computer's about to do. 

The second feature is a 
fully-interactive 3D camera. 
As you fight, the camera 
might swoop down in front 
of your opponent, at which 
time you can move forward 

longside the Hudson booth were Kemco, 
who devoted three playable demos to 
car-hungry audiences. Like Lamborghini, 
Top Gear Rally's sensitive controls took 

some getting used to. But the good news is that it 
played superbly. Once you got into it. 

The finest things were the cars, which rattled 
cs. ata pent old rate, ee passing finely detailed 

scenery that, as in 
this month's Multi 
Racing, weaved from 
left to right to protect 
against pop-up. And, 
as with most other 
car games on show, 
the analogue stick 
was used successfully 
as a kind of virtual 
steering wheel. 
Expect a review 
very soon... 

into the camera to attack 

them. The point of this is to 
make sure the movement of 
the viewpoint never affects 
the actual fights. 

E3 wasn't flooded with 
N64 fighters but, even 

so, this stood out very 
distinctively on its own 
merits. Much to look 
forward to, then. © 

Eliane RARA 

ith some 
bloke 
shouting 
through a 

microphone extremely 
LOUDLY, GT and Midway's 
stands weren't the best place 
to visit if you'd stayed too 
late at a party the night 
before. But, towards the 
back of the GT maze, Duke 
Nukem 64 was playable for 
the very first time. 

The first of many 
straight-from-PC ports 
planned for the N64, 
Nukem's visuals were 
disappointing, but the 
gung-ho magic of the 
original was perfectly 

TB ies 
shots of 

Dual Heroes 
bela 
ea 
FBT 

technical 
mastery 

ele] 
expect from 

Hudson. 
Soon 

more... 

re-captured. Marrying 
steaming great weapons, 
hell-beast-things and 
everyday locations such as 
cinemas and toilet blocks, the 
N64 rendering proved 
popular and was fortunate 
enough to be placed next to 
Hexen, so it looked even 
finer than ever. It'll never 
come close to touching 
Turok or GoldenEye but, 
because the actual concept 
of Nukem is so marvellously 
entertaining, it's 

likely to find a huge Q 
following anyway. 

FEfiecrined AAA 

u 
f- 

> 
Z 
mi 
= 
o 
FS 

uv 
a 
mi 
= 
mi 
= 
wv 

A rE Reel Cet mea) 
two-year-old PC game, 
Tew tee mcs 
Nukem looks poorish. 
But it plays well... 



itus’ first N64 

title - and a take 
on their fine 
SNES game, 

American Challenge - 
didn't draw the crowds in 
their droves at E3, but after 
some persistence it proved 
to be roaringly good fun. 

The controls are 
peculiarly sensitive, meaning 
that a tap in either direction 
sends your Lamborghini 
(other cars will, of course, 
follow) spinning off and out 
of control. But get to grips 
with the ‘jabbing’ method 
of steering, and the game 
runs through its tracks 
supremely smoothly. The 
graphics are lushly drawn 
and the Al perfectly pitched, 
with opponents never 
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Lamborgh 
challenging! 
LAMBORGHINI 64 

unfairly far in front or 
annoyingly able to recover 
immediately once they've 
skidded out of control. 

The only worry might 
be the lack of tracks, as 
the final version is only 
expected to include four. 
But even the single track 
on show at E3 - set in the 
country — was impressively 
ace, with twists and turns, 
bridges and jumps as well 
as high top speeds (with 
acceleration operated via 
the Z-trigger) giving things 
a grin-inducingly well- 
rounded feel. The pit stops 
weren't open for trading, 
but N64was fortunate 
enough to get a feel for the 
game with the Rumble Pak 
attached, and it buzzes 

AUTUMN '97|5 

Funny old clay 
makes our day 
CLAYFIGHTER 63 1/3 

Te 5 | ES nner by “ov 
INTERPLAY m= OCTOBER '97 | QS$p 
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ight in the centre 
of the E3 hall 
was Interplay’s 
cordoned-off booth. 

With a pseudo-Duke Nukem on 
the door, invitations into the 
compound were the only way in. 
Fortunately, N64 dug a tunnel 
under the walls, and was able to 
look at ClayFighter 63 1/3 for 
the very first time. 

Now, we may witter on about 
games being ‘amusing’, but play 
ClayFighter and you'll find yourself 
genuinely tittering. Witness the 

SS2 AUTUMN = AUTUMN 

away nicely as you slide 
out of control or pass 
over rough terrain. 
Promising, indeed. 

A Lush in-game visuals as ce 
PERM eh acevo 6-10 a 
(if initially irksome) - eee 
ee Um | 
game very promising. 

Pit stops allow your [> 
team to scarper out jaa 

and make split- 
second repairs to 

Del mela 

New 

Clayalities, one of which — the 
Funkality — turns your opponent 
into a cheesy disco dancer before 
they drop dead. Then there are 
the replacements for fighter's 
blood. Everytime you hit Bad Mr 
Frosty, for example, ice cream 
cones spill out of his chest. And if 
it rains, you won't only get wet, 
but you'll also spend your bouts 
trying to dodge falling cows. 

Many of the familiar old 
combatants have returned, to 
partner new fighters such as 
Ickybod and Houngan. There'll also 

be secret fighters — two of which 
are semi-intriguingly named Birth 
Squirm Slim and Sugardan — as 
well as breakthrough backgrounds, 
like in Mortal Kombat, where you 
can send an opponent flying 
through a roof or wall. Things 
needed a spot of ironing out, as 
there were glitches at key points 
in the fights, but ClayFighter 
still looked like being a 
tooth-friendly grinful. 

queue, MARR 



Dreams come true? D 
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next screen- 

fter much they're big fans of the series, | America have their own 
anticipation, 
E3 finally gave 
N64 Magazine 

the opportunity to get a 
good look at Gametek's 
long-awaited Robotech. In 
development for close to 
three years, its appearance 
at E3 follows a whole year 
of work being completely 
scrapped. Gametek officials, 
however, mooted that “it's 
normal for this to happen”. 

The end result is likely 
to be an entertaining, if 

graphically uninspiring, take 
on the Japanese animated 
series Macross. Lots of 
combat-orientated spaceship 
action is promised, in a 
simulation-style environment. 

The in-house team were 
quick to point out to us that 

and so the style of the game 
and the characters therein 
have been created to reflect 
that. So too the visuals; 
people expecting the screen- 
filling spaceships and Rumble 
Pak-led explosions of, say, 
Starfox are going to be 
hugely disappointed. But the 
opportunity to fly through 
space, dock and amble 
around spaceships means 
Robotech has an entirely 
different thrust to Nintendo's 
animal-led laser-pummeller. 

Patently, the graphics 
need a bit of cleaning up, 
but the game proper looks 
promising, and does indeed 
stick closely to the series. 
However, the licence could 
turn out be something of a 
minefield, since Japan and 

= 

distinct interpretations of 
the franchise. And be sure: 
if it's anything less than very, 
very good, Macross fan 
Overton, for one, will 
have something to say 
about it... 

12 espite being pencilled in 
_ for a possible November 

Pea a arate 
: troubled Mission: 

Impossible wasn't playable at E3, 
Fue ee Mee MMi tsm toc g 

A 200h, just gawp at 
those tasty visuals. You, 
as the Cruisemeister, 
take on various guises; “=> 
Like the waiter, here. 

Take out the despicable > 
soldiers in an effort to 
find out who framed 
you. Spindly-legged 
woman behind does 

bey 

Mees tC 
~ unviewable 

its promise. When N64 travelled to 
California to see the game running 
BCR MUC eee Mule muvee) 
be done, but more and more in-game 
footage has become available, with 
Cole UM emake eect d 
Oe VAT mu a Um Ug 
say that it’s not a shoot-‘em up. 

Basically, instead of the expected 
gunplay, Mission places you in an 
environment where the object of 
the game is to interact with various 
characters in an effort to ‘become’ 
them, and take on their roles. With 
disguise and a spot of the old 
make-up always at hand, you — as 
The Cruiser (or not, as his in-game 
face tends to suggest) — must kidnap 
numerous unfortunates in an effort 
to evade your pursuers, who are 
trying to stitch you up for the vicious 

murder of your team. 
VR M ole criti cml om feo) (e(ag) (<9 

Lele Mm ol-ico( Mmm ce) am item tao 
polygonal characters possessing life- 
cm eCecce-laomco-(llal ane clase 

ways to different situations. The 
game has also drawn its locations 
from the film's original blueprints 
with the six levels (plus possible 
Syren melts) Mave 616) [ayaa g om ELST 
Embassy, CIA HQ and Liverpool St. 
SIE ila mien MAST eM TCM og) 
pushed forward in time a little to 
allow the programmers freedom with 
the gadgets and weapons included. 
N64 Magazine will be carrying 
an exclusive first playtest in a 
couple of months... 
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7, a | brilliant - but 
je ey we want it 

\ rele ; 4 : ve 
Motion capture makes 
Link's moves appear 
incredibly realistic. 

i aC ve 
i Resident Evil 
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Link feels like chicken 
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MOTHER 3 

!so'a fair 
way along 
the-road-to 
completion, 

Mother 3 will-be the 
big game. at this year’s 
Shoshinkat showin 
November: = 

Fhe “Chimera's Forest™ 
subtitle has been dropped 
because someone else; oddly, 
owns the:copyright-on the 
word “chimera’: The main 
character is:still: undergoing 
design changes, too; butthe 
gate engine:is complete, the 
story. almost-finished, and 
the whole thing:is‘up.and 
ranning.on the DD system. 

Whether-or not 
Mother 3 
«which will 
indeed be-called 
Earthbound 64 2 
when-it-comes P 
to the: West) 
will be the Ea 
N64'S first 
turn-based 
RPG seems:also-to have ‘been 
resolved: Although-monsters 
will- be -visible on the field 
map, the-screen ‘will flip to-a 
‘battle mode" to engage the 
enemy — which suggests-a 
traditonal meénu:approach to 
the-combat system. 

One: os that's-certain is 

Max Henderson of 
Twickenham has this to ask 
the all-knowing FuSoYa: 

The-RPG column is great, 
but please; please get an 

that Mother 3 interview-with SquareSoft, as 
will definitely fam:-worrying enormously 
take advantage about-three games: Final 
of the-DD's Fantasy Vil, Final Fantasy 
eustomisation Tactics and 'SaGa Frontier on 
ability. PlayStation. Will Square e 
Potentially, develop for the N64 - | 
every player's 64DD Square games are 
route through more likely than cart on 
the game will because + i 
be different, YL H 

- Since every. 
action he or 
she takes is 
supposedly 
written Reet 
to the 

spilling his herbal 
causing a loss of 
his oe rf 

: ae re going 
have no N64 
development 
“business, develo 

reach the widest audic ( 

decided that means 
PlayStation. Money ma 
a ditty word, but it's what it 
all comes down to in the 
end. They-have no loyalty to 
Nintendo, and remember 
that in Japan-there is far less 
of this fanatical dedication 
to: one machine-that we 
have to suffer here Any N64 
gatner who enjoys Square 
games that much just buys 

“=a PlayStation as well. 
That said; though, t’m 

suré that there is still:the 
distinct possibility. that wel 
see a 64DD Square title in 
the next couple of years 
(although it-definitely-won't 
be Final Fantasy VII): After 
all,-on-the Saturn and 
PlayStation, 2D. averhead. 

Welcome again, mortals, to my ornamental temple of role-playing Nirvana. It is indeed 
heartening that so: many of you care about the state-of Nintendo 64 RPGs. However, 
FuSoYa does notice a worrying trend in the questions he's being asked. You all seem to 
believe that only by SquareSoft creating RPGs for the N64 can the system be truly great. 
would remind you that there are a great many. other developers you should also-be 

championing, and that Japan does not live by Final Fantasy alone. Yes, Nintendo does 
realise that.it needs the RPG genre for the N64 to really flourish in Japan and yes, the-- 
games will eventually come. Be patient, my disciples. 

RPGs are still commonplace. 
It would be perfectly 
feasible to have an N64 
RPG in the style of the 
PS title Wild Arms, with 
2D exploration and 3D 
battle sequences. 

Discounting the fact 
that they're two comp 
different styles of | 
think we can ex, 
Legend of Zeld é 
be a rewarding gaming 
experience no matter what 
size the cart tums out to:be 
fand | think your 32MBb is a 
little optimistic. That would 
make it a 256MMbit.cart! 
128Mbit — that’s T6¢Mb— 
more realistic). I-think the 
phraset'mm-looking for here 
is ‘quality not-quantity*. 

y 
less enjoyable than FFIil just 
since it was a third the size re 

been warned. - 

rare EL yg Na? 

ind gig in the Sane 
mmoned Monsters 
ht and I’ve: got a hot 

ate with Rydia. If you: have 
an_RPG question that simply. 
must be answered then send 
it to: meat: 

Ask FuSoYa, N64 Magazine, 
30: Monmouth Street, Bath 
BA1-2BW.. 

Ask me hy Square aren't 
making N64 games 
however, and twill cast 
Meteo! You have 

OCU TRAM har 



wcw VS NWO: WORLD TOUR 

HQ's food-packed 
stand was situated 
on the floor above 
the main show 

room, and to accompany the 
announcement of WCW vs 
NWO, N64Magazine was 
invited to the CNN News 
Centre in Atlanta to gander 
away at the real-life WCW 
wrestlers pummelling the 
stuffing out of each other. And 
the next day, on taking to the 
game with our newly-gathered 

y Grin 'n’ Tonic 

skills, we pleasantly discovered 
that WCW, with its chunky, 
smoothly-animated grapplers, 
does indeed bury the memories 
of such travesties as WWF 
In Your House. 

There are 60 wrestlers to 
get your teeth into, as well as 
individual moves for each one 
and four play modes with a 
Tag Team option included (left 
out of the recent PlayStation 
slap-a-thon WCW vs The 
World) as well as the 

NOVEMBER 

opportunity to create your own 
belts. Aaaand, the Rumble Pak 

gets a look in every time you 
lay ‘one’ onto an opponent. 

WCW's multi-player facility 
makes perfect use of the N64's 
extra power, with no slowdown 

at the advent of a wrestler 
pile-up. Yes, it's wrestling, 
but it's already better 
than Mortal Kombat. 

QUEUE exrine ARKA 

ormerly titled ED (after its main character), UbiSoft’s Tonic 
Trouble was shown behind closed doors at E3, with a 
building-sized model of the character - outside the show — 

An ear to 
the E3 ground 
Many of the games at the show were playable, but 
even so games companies were loath to release any 

ers) MO Come MCC Me emcee 

Although, disappointingly, ‘another straight PC port, 
it was looking enjoyably smooth, with - finally - a 

Ss Um atm em CoM emerl cto 
The D-Pad operated your movement, the analogue 
stick allowed you to look up and down and the 
reste e mio Rm et meee 

MK Mythologies was, surprisingly, in a 

playable state, although we weren't enamoured with 
the overly-tricky controls. Still, it was an interesting 
mixture of game styles with one section of 
traditional MK scrapping with huge sprites followed 
by smaller characters and a platform section. 

Also 6n the Midway stand we found arcade 
erode (el Meee eee emus (+l aoe) 4 

fantastic, but played well. In fact, it was one of the 

ramet ee a URL eh 2 
Do Ve OM Um UC el Cel CM sya a ele 
Midway are also having another go at basketball 
with Hardwood Heroes. And finally Mace: The 
Dark Age, their other N64-bound former arcader, did 

slightly less to impress us, with some untidy visuals. 

BUC Mra Weel Mule alee me ce el to 
so some facial surgery might do the job. 

Um em MU Melee oir 

* stand parading its usual mixture of hugely promising 
releases. Sadly for N64 owners, though, a video of 
en PER MU AOU eal aeag te) 
Heaven and next year's Nagano Winter Olympics 

was about as good as it got. Also revealed — though 
DT eR CULO el ed 

Zone ‘98 and beat-'em-up Battle Dancers, although 
both are only in the very earliest stages. But the bad 
news for RPG fans was that Ganbare Goemon 5 

won't be seeing an American or European release. 

Apparently, due to it containing two songs, and 

weighing in at a whopping great 128M, it’s been 
deemed just too large. 

Cor CANE aT murl ey uae ae Om 

the past year is a mystery. Whereas once abysmal 

Limes er mL Revie Ce) ug 
ela eralded a welcome change of 

direction. With Turok already under their belts and 

Extreme G looking hugely promising, they also 
arse Me eMac elm UC Colo 
developed Forsaken, a gorgeous-looking futuristic 

shooter, as well as Iguana’s QuarterBack Club ‘98 

and a totally re-designed U/tra Soccer. Oh, and then 
there's a little game called Turok 2 as well. 

Cer eS WU elm Uae oe 
the only thing from the game revealed to the public. 

Nevertheless, N64 were on the spot to watch the game proper 
slink through the very latest of movement, and the general feeling 
was that it looked very promising. 

Although only a couple of levels were viewable, the final game 
will include as many as 15, with 64 characters popping up along 
the way. The movement of ED, a Martian, is quite lovely as 
he potters about his 3D world with a range of movements 
including jumping, running, crawling, swimming, flying, 
pushing, pulling and swinging (on ropes). 

The differences between this and UbiSoft's PlayStation 
stonker RayMan are numerous, but there are also a few 
similarities in the presentation and playing stakes. Indeed, 
UbiSoft have revealed that Rayman will even be making an 
appearance in the game 
at some point. More very 
soon indeed... 

versions Of Wheel of Fortune and Jeopardy, the 

latter of which is the first cart-based game to boast 
Ture mY emer MCR eee Le] 

virtually no hope of selling any copies over here. 
Still, the Americans go crazy for it, apparently. 

a meee M Umm 
Twisted Edge Snowboarding, the first game to 

thake snow /ook interesting. Coo/ Boarders on the 

PlayStation proved snowboarding could be 
entertaining if done correctly, so there's scope for 
Kemco to impress. Hudson surprised with what 

amounted to a Virtua/ On clone, Legion X — an * 

okay-seeming shooter — while EA finally admitted to 
having the reportedly pretty good (and totally 

revised) new FIFA game in production under 

the title of FIFA: Road to the World Cup. 

Well, it’s got to be better than FIFA 64. 



The latest information on every Nintendo 64 game 
currently in development world-wide, updated monthly. 
Game nage Publisher Type Country Game name Publisher Type Country 

7__| Mah Jong Diary Classic Imagineer TAB JPN Professional Mah Jong Athena TAB JPN 
7 Ganbare Goemon 5 Konami RPG JPN Rebel Moon Rising Midway ~ US/UK 
8 __| Power League 64 Hudson SPT JPN Saikyo Habu Shogi Seta TAB JPN 

11_| Tetrisphere H20 PUZ US San Francisco Rush Midway RAC US 
25 | GoldenEye 007 Nintendo ACT US Space Circus Ocean ACT US/UK 
29 | J League Dynamite Soccer Imagineer SPT JPN Super Real Island Seta = JPN 
late | Blast Corps Nintendo ACT UK ___| Super Robot Spirits Banpresto - JPN 
___| GoldenEye 007 Nintendo ACT JPN Tokon Road Hudson SPT JPN 

Iss64 Konami SPT US Ultimate Racer Acclaim RAC US 
Sep Ultra Combat GT - US 
15 _| Ken Griffey Jr Baseball Nintendo SPT US Wet Corpse Vic Tokai - JPN 
23_| Lamborghini 64 Titus RAC US Wheel of Fortune Gametek PUZ Us 

Aero Gauge ASCII RAC JPN Wild Choppers Seta SHT JPN 
ED UbiSoft = US ~__| World Champ’ship Wrestling THQ SPT US 
Robotron X Williams SHT US XSW-1 Video Sys _ - JPN 

Yoshi's Island 64 Nintendo ACT JPN/US 
Multi-Racing Championship | Ocean RAC US/UK 3-D Shooting* Video Sys = JPN 
Starfox 64 Nintendo SHT UK = 

___[64 Ozumo Bottom Up SPT JPN Centipede X Midwa US 
Chameleon Twist JSS ACT JPN Superman 64 Titus US 
Final Doom 2 GT SHT US Quest 64 THQ 

___| GoldenEye 007 Nintendo ACT UK spr. | Jungle Emperor Leo Nintendo JPN 
Joust X Midwa' SHT US wint| Unreal GT US 
NFL Quarterback Club '98 Acclaim SPT US wint| Conker's Quest Rare US/UK/JPN 

Earthworm Jim 3 Interplay 
Biofreaks Midway = US Jurassic Park 2 Dreamworks 
Hyper Olympics Konami SPT JPN Legend of Zelda 64 Nintendo 

Quake 64 GT 
sum[ 3D Fighting* =| Imagineer FGT JPN Mario Paint 64 Nintendo 
sum} Baku Bomberman Hudson ACT JPN Mother 3 Nintendo 
sum| F1 Pole Position UbiSoft RAC US wint| NHL Breakaway '98 Acclaim 
sum| Flying Dragon Fist Twin Culture B. - FGT Pocket Monster 64 Nintendo 
sum| Holy Magic Century Eltale Imagineer RPG JPN Quest for Camelot Titus 
sum J-League 11 Beat 1997 Hudson SPT JPN SimCity 64 Nintendo 
sum} Mission: Impossible Ocean ACT US/UK/JPN SimCopter Maxis 
sum} Reason Imagineer JPN | Ultra Donkey Kong Nintendo 
sum} ClayFighter 63 1/3 Interpla 

aut.| Banjo-Kazooie Nintendo Battle Dancers Konami JPN/US/UK 
aut.| Extreme G Acclaim Buggy Boogie Nintendo JPN 
aut.| Mischief Makers Nintendo Cavalry Battle 3000 JSs JPN 
aut.| RoboTech: Crystal Dreams Gametek Creator Nintendo JPN/US/UK 
aut.| SimCity 2000 Imagineer JPN Cu-On-Pa T&E Soft JPN 
aut.| VR Pro Wrestling Daikatana lon Storm US 
aut.| Duke Nukem 3D Dracula 3D (Castlevania 64)|_ Konami JPN/US/UK 
aut. JPN/US F-Zero 64 Nintendo JPN/US/UK 

Midway Freak Boy Virgin US 
Blade & Barrel Kemco Jack and the Beanstalk Nintendo JPN/US/UK 
Body Harvest Nintendo Kindaichi’s Accident File Hudson JPN 
Dead Ahead Optical JPN Kirby's Air Ride Nintendo JPN/US/UK 
Dual Heroes Hudson JPN NBA In the Zone '98 Konami US 
F Thomas ‘Big Hurt’ Baseball] Acclaim SPT New Japan Pro Wrestling Hudson JPN 

___| Final Round 64 Konami SPT JPN Silicon Valley BMG US/UK 
Flight Simulator* Video Sys. SHT JPN Super Mario RPG 2 Nintendo RPG JPN/US/UK 
Golf Nintendo SPT JPN Super Mario 64 2 Nintendo JPN/US/UK 
Human Wrestlin Human SPT JPN Tonic Trouble UbiSoft 
Ikazuchi no Goto Ku Seta TAB JPN Turrican 64 
Jeopard Gametek PUZ US Ultra Descent 

___| Lamborghini 64 Titus RAC US/UK VR Baseball Interplay 
Legend of Zelda 64 Nintendo RPG JPN VR Golf Interpla 
Loderunner 64 Bandai ACT JPN * working title 
Mace: The Dark Age Atari FGT US 
MK Mythologies: a Zero _| Midway FGT Us thd us SEM UE 
Namco Baseball Namco SPT PN | Lai] action |< Jrouz-ptavinc camel “7” | simutarion | 
Pachinko World 64 Shoei ETC JPN FGT FIGHTING GAME SPORT RACING 
Pebble Beach-Golf Links T&E SPT JPN STRATEGY | BOARD GAME | | MISCELLANEOUS | 

TOP 5 S!JZZ|\TOP 5 ee TOP 5 = 
IN THE USA| 
Source: Electronics Boutique US 

TOP 5 ,© 
IMPORTS 
Source: Project K 

IN THE UK “Zl | IN JAPAN 
Source: ChartTrack Source: Dengeki Nintendo 64 

INTERNATIONAL STARFOX 64 
SUPERSTAR SOCCER 64 HEXEN 

MARIO KART 64 MARIO KART 64 MARIO KART 64 

STARFOX 64 

GO GO!! 
TROUBLEMAKERS 

SUPER MARIO 64 POWER PRO BASEBALL 4 SUPER MARIO 64 BLAST CORPS 

WAVE RACE 64 TUROK: DINOSAUR 
HUNTER 

TUROK: DINOSAUR 
HUNTER 

MARIO KART 64 

TUROK: DINOSAUR 
HUNTER BLAST CORPS CRUIS'N USA TUROK: DINOSAUR 

HUNTER 

= cs 

Eager Waiting 
Which new Nintendo 64 games 
are we most looking forward to? 

Fz Li 

. 

a 

Boe sco 
of Zelda 64 
Nintendo 
LOTS a7 

Cen 
arf} 
aura 
(August in 
Japan/US) 

— 

F-Zero 

64 
Nintendo 
Lo [Tt ary 

Super 
Mario 
RPG 2 
Nintendo = 
Release TBA s 

Super Mario RPG (SNES) shown 

Cet CE UIEY 
<7} 
Leet 
Release TBA 

Banjo-Ka 
Nintendo 
Winter 

Nintendo 
OTT TN 

CFT ete) Bs 
PT 

Konami 
<2 (0:7 

br ty 
Island 
64 
TT cials(o} 
ECs 

re 
Ps 

CAT 
Magic 
ay 
eto 
evil) 

eT reg Celene” ca eel 
Hybrid Heaven (Konami). 
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PLANETO 
~_ 

Monthly report from inside the home of Nintendo 64. 
By Game Japan/Recca-sha Corp. (www.rcp.co.jp/recca/) 

Sing, 
Shinji, 
sing! 

he latest development helping of typical Japanese 
in the unstoppable quirkiness: on a level called 
Japanese blurring of ‘Enjoyable Big School Sports’, 
videogame fantasy for example, you can run a 

and real life comes courtesy 100-metre race and practise 
of Go Go!! Troublemakers, the long-jump. 
the ace new game from cult But all the characters’ 
developers Treasure. (Which voices are all performed by 
we get all excited about in popular Japanese dubbing 
our review starting on page artists, and big-name 
60 - Ed.) Although videogame dubber Suzuki Shinji sings 
characters have always been the theme tune which will 
celebrities here in Japan, the become the hopefully-hit 
fantasy folk in Go Go!! single. So will an album 
Troublemakers have really follow? Will the song be 
caught the public imagination, released in England? 
to the extent that one of them is Sometimes items 
about to become a pop star. turn up... Q 

Go Go!! Troublemakers is, as 
you probably know, a fun-filled © TREASURE/ENIX 1997 

etting lots of publicity in 
the media at the 
moment is a teenage 
phenomenon called 

‘Costume Play’, or ‘Cosplay’. 
Or ‘Cosupure’ (pronounced 
‘Co-su-pu-ré’) if you want to be 
even more Japanese about it. 
It consists of dressing up as 
your favourite characters from 
videogames. A good place to see 
Cosupure in action is Disco Twin 
Star in Shinjuku, Tokyo, which is 
one of the meccas of Cosupure. At 
the monthly Costume Player's Party 

Astonishingly, 
Japan's latest 
N64 game 
could top the 
pop charts too. 

Costume Play - 
a craving to transform 
into game characters 

— COSPA for short - lots 
of young people costumed like 
characters from Final Fantasy VII 
and the Street Fighter series dance 
and frolic. 

COSPA has been changing 
over the last ten years. People used 
to enjoy it privately and secretly in 
small groups at anime and manga 
club meetings. Now, however, they 
turn up at down-town discos: 
about 800 people attend each 
COSPA at Disco Twin Star. And the 
characters they dress up as have 
changed, too: although alter-ego of 



Big Shadows 
sales predicted 
Nintendo count 
180,000 copies of 
Shadows of Empire 
before they're hatched. 

s we reported last month, the 

film Star Wars: Special 
Edition was finally released 
in Japan on May 31st. 

People queued all night for the first 
showing outside cinemas in Tokyo's 
Metropolitan area. Many people have 
watched it since then, and it seems to 
have successfully recaptured the Star 
Wars fever of 20 years ago. Like a 
top-selling game, it's been welcomed by 
all generations — a rare thing in Japan. 

Star Wars characters are also very 
much in fashion. Yoda dolls are 
commanding a particularly substantial 
premium, selling for ¥100,000 (£510) 
each, with shops constantly sold out. 
Other Star Wars goods are a card game, 
the action figures, telephone cards and 
underground train cards. The underground 
card sets sold out after only a few days, 
due to advance orders. 

So will Star Wars: Shadows of the 
Empire, which went on sale on June 14th, 
be able to take advantage of all this? 
According to one wholesaler, Nintendo 
were hoping to release 300,000 copies of 

the game, and to sell 
180,000 of them 
straight away. 

Py BBE Will they be 
Fe able to repeat 
\ their Mario 

success with 
Luke, Han 
and Darth? Q 

NINTENDO 

The next in the very popular 
series that began on the Super 
Famicom. There'll be about 20 
courses that are more three- 
dimensional and tricky than 
before, with 360° loops and 
ola croc em tar-lacco)0] (el gM mtr 
ola eel ame] amen sie] Lal alan (Ott 
With this radical change to the 
courses, more of the N64's power 
will be exploited than ever before. 

Rumour has it that this will be a 
sequel to the Super Famicom 
game Wildtrax. This time you may 
be able to build your own car 
using various combinations of 
parts. And also, the machine is 
alive and will gradually grow up! 
Will it do better than Wildtrax, 
which ended in failure? 

This is also based on a Super 
Famicom game. It basically uses 
the same horizontally-scrolling 
style as before, but occasionally 
goes off in different directions. 
Nintendo say they're planning to 
create the ultimate 2.5D action, 
rather than 3D or 2D. It's not yet 
been confirmed whether ‘Baby 
Mario’, who's carried piggy-back 
by Yoshi in the current version, will 
be present in the N64 game. 

The 64DD version has been 
postponed until the hardware's 
release next year. Nintendo say 
that development of the cartridge 
Nice (ela om 9] Koya Card 
satisfactorily, however. 

The scenario has reportedly been 
completed by super-popular 
copywriter Mr Shigesato Itoi, and 
is already up and running on the 
64DD. It's hoped that a nearly 
finished version of the game will 
go on display at Nintendo's Private 
Show (the new name for 
Shoshinkai) this October. The 
name of the first Mother 3 
dungeon you'll visit is ‘A 
Cave Impossible To Be Lost’. 
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LEARN 
JAPANESE 
This month, we're going to look 
at how to write the name of the 
greatest game-producing 
company in the world. We'll also 
discover another way of saying 
‘game’, so you can find one on 
your next shopping trip to Tokyo, 
and take the first step in making 
contact with the natives (a far less 
risky enterprise here than in 
London, let me tell you). 

So, pictures first: 

Hone 
which means ‘Nintendo’. 
Impress your mates and wow 
the girls with your deft brushwork. 
Or you could try writing the 
characters instead. 

Next up is the word ‘sof-toh' (a 
Japanisification of the ‘soft’ part of 
‘software’), which is written as 

ZU 
This term applies to all software, 
obviously, but is most often used 
as shorthand for saying ‘computer 
game’. Dead handy. 

But what if you've found the 
games section and are trying to 
decide whether or not to lay 
down the readies for a game? You 
sidle up to the bloke/girl playing 
the demo (or to the shopkeeper, | 
suppose), and ask “Omoshiroi?", 

Heeb 4 ts 
using a rising tone as you would 
with one-word questions in 
English. This basically means 
“Is it any good?”, and tends 
to get one of those 
universally-understood © 
responses, like a nod. 

32 a 

7 An Englishman 
jin Tokyo 

To the untrained eye, the 
streets of Tokyo are a 
strange, alien world. 
Fortunately, Max Everingham's 
eye works out every day. 

eart-warming news this month for those 
who've had enough of reading about how 
new games get released here in Japan about 
27 years before you see them in the UK. Get 

ready to gloat as | reveal the names of the two latest N64 
releases here in Japan: Turok: Dinosaur Hunter and 
Shadows of the Empire! And even then I'm a bit 
previous because, at the time of writing, SOTE still has 3 
days to go until we can get our grubby mits on it. Feel 
better, do you? Of course, | can always nip home and 
take my frustrations out on a few games of Starfox 64, 
but it's just not the same, is it? Er, moving on... 

Three guesses as to what the most eagerly-awaited 
new release for Nintendo is this month? Rev Limit, 

perhaps, or Bomberman 64? Maybe Multi Racing 
Championship, eh? You'd hope so, wouldn't you, but 
they're all due for release next month. (Hudson are 

promising a “summer” debut 
for Bomberman, but are fast 
running out of months you 
could reasonably call ‘summer’ 
ones.) No, what's got game fans 
in a tizzy in Tokyo is the 
imminent appearance of your 
friend and mine, the loveable, 
the inimitable (ahem) Tamagotchi 
for the Game Boy. Hurrah! 

Reservations are 
now being taken all 
over the country 
for the cartridge 
version of those 
mania-inducing 
pocket pets — it 
seems we just 
can't get enough 
of them. So 
much so, in fact, 
that some rocket 
scientist in a 
supermarket 
east of Tokyo 
attempted his 
own little 
marketing 

coup. Capitalising on the 
fact that the words (in 
Japanese) for ‘egg’ and 
‘sandwich’ combined 
resemble the name of 
Bandai’s monster hit, 
he had people from 
all over queuing up 
from the early hours 
of the morning to 
purchase the “Special, 
limited offer of 
Tamagotchi to the first 
100 lucky customers”. 
But when punters finally 
got to the head of the 
queue, they discovered 
they'd been waiting all day for the 
privilege of buying an egg sandwich. One enraged 
customer, who'd taken the day off work especially, was 
last seen teaching our marketing genius a novel method 
of ingesting his eggs. Allegedly. 

Even less impressed with this latest electronic craze 
are the South Korean government, who have banned 
Tamagotchi from all schools in the country. The reason 
given is that the toys supposedly “retard the students’ 
human development". Cheep cheep. 

That said, this is one particular bandwagon that | can't 
wait to leap on. In fear of what my wife might say, I've 
been trying to think up a good excuse for buying a Game 
Boy. The plan is, I'll get one of those lovely shiny gold 
‘Pocket’ versions and the Tamagotchi cart to go with it, 
promising her a few goes if she doesn't give me ear-ache 
for wasting my money. | can't say fairer than that, now, 
can |? If this doesn't wash with her, my fall-back position 
is going to be an incisive, rational argument — something 
along the lines of: “Wah! But it's not fair! All the other 
boys have one." Which is true, so there. 

While I'm at it, | might try for Imagineer's Multi 
Racing Championship too, which looks to be shaping up 
very nicely. It may even put a dent in the popularity of 
Nintendo's Mario Kart 64, some people are whispering 
here in Japan. But, then, you'd know better, 
wouldn't you, as you should be getting a review of 
it in this issue. (Page 48, actually — Ed.) Bah. 
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We play all new Nintendo 64 games thoroughly and, 
4) if they're really great, we'll play them through to the 

end before arriving at a verdict. Our scores are 
considered carefully, taking into account the high 
cost of Nintendo games and the incredible 
capabilities of the N64. Here's how it works: 

‘> 19%-0O% |] 

THOSE CATEGORIES EXPLAINED 

he N64 can produce graphics undreamt 
of before its arrival, and our ‘Visuals’ 9 VISUALS 
category takes this into account. 

Has it got good noises in? And is the 
music good? Or just annoying? These 
things matter, they really do. 

OCA ae Ullmer my mele ee) oe a : 
How well does the game make use of America, we have to ask whether the N64 is better POT CCOe An Manne aerate ; : 

suited simply to talking things through reasonably. ast PMcrneice read the N64's amazing hardware? A Mario- 9 MASTERY 
specialist importers, and won't 

TRC eS It may look great, and sound brilliant, 
ee Meenas but will you finish it in five minutes and 9 | FES a | 
American machine, or a modified never want to play it again? 

The Japanese version, that is. Nintendo promised 9) EO Cer co) elias 

beater? Or just a PlayStation port? 

Ye Mom AGM Yee Lele Mees a a ead And the big mark at the end is 
lm Cee ese Cad AMIENS tcl me Cla a from Fire, whose telephone essentially a measure of how much fun 

number is 01302 325225. you're likely to get out of the game. A gp) I CT 



Unstable nuclear weapons 
lumber unstoppably towards the 
metropolis. The slightest impact 
Tee RT atta lel 

—_ devastation. There's only 
: one thing you can do. 

: Call for help. Call 
Oe oa! for the experts. O 

Call for... rey 
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An elite squad of highly-trained specialists operating 
the most awesomé machines ever designed, Blast 
Corps is the world's last line of defence against the 
unknown - on Earth... and beyond! 
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It surely is. And it carries a car, 
too. One way or another, this 
train/car combination is sure 
to help us save the world. 

Yes! Parking the train at the 
end of the line, we scarper 
from the cab... 

Erk! Looks 
like a truck 
carrying two 

unstable nuclear 
missiles is heading 

for that small 
village! Blimey, 

...Mega-destructive leap-on-buildings 
talent. Oh. Great. In one mighty bound... 

... we've stomped on 
a good proportion 
of the obstructing 
outbuildings. 

And what's this 
on the other 
side of yon 
hill? A train? 

Hurry up! 
Jump out of 

J-Bomb, get in the 
train and drive it 

through the tunnel. 
Or there’ll be hell 

to pay! 

...our cunning 
wagon-parking. 
Now to deal with 
that office complex! 

the rails, 
thanks to... 



Luckily, we just 
manage to move 
the boat into 
position in time. 

—BOOOM!! i 

a 

The missile truck rumbles 
contentedly across the 
makeshift bridge, while we 
drive the car back to J-Bomb, 
and fly back to eliminate... 

Congratulations, 
you! That’s one 
of the earliest 

missions sorted out 
satisfactorily. We'll 
be using you again, 

...the few path-intruding 
buildings which remain. 
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Blast Corps has a pleasingly flexible structure; mission available, but as you complete each one 
although you progress through the game mission by you'll be rewarded with pathways to further 
mission, most of the long-term value comes from crises-in-progress. And by travelling over this world 
revisiting levels and finding every single hidden map, you can see how well you've done in every 
secret, or competing against the clock to improve district, and move rapidly to your chosen challenge. 
your performance. You start off with just a single The system works well, and we like it. 
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leisure, and when you find 
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another pathway will open 
Level Complete: You got up to a new bonus level. 
Later las (mm cal cele ger UC melg| 
this level, in good time. You 
destroyed all the buildings, ry 
found all RDUs and activated Silver Medal: Not a bad 
all satellites. A job well done. Xaceauar-Uale-rm ole mee 

t yet to get totally to grips 
C with this bonus level. 

Black Blob: You either 4 
haven't tried this level at e 
all, or haven't managed to Red Circle: All satellites 
(oll Tieam aero ac-CeLCe a IVa activated, with the level 

What're you waiting for? completed to gold 

standard. Congratulations. 
° 

wt r 
Bronze Medal: Although 
you managed to complete 
this bonus challenge in the 
time allowed, a third-class 
award is all you'll get until 
you're practised enough to 

- turn in a truly spectacular “" 

Moon: Complete all the 
earthbound levels, and 
you'll be whisked off to a 
oW Wer cWZ LOOT U a rxom ela 
the moon! And 4 other 
interplanetary delights ® 
await those skilled enoug 
to get a Gold Medal on performance. 
every single mission. 
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Atta Zee ColthY7- Car * them all before you can 

; conan rerctfo este item : finally destroy the missiles, 
progress to the Space " fy 
Shuttle mission and enter , 
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Despite the profusion of vehicles on offer, each with its own special nae 
abilities, control in Blast Corps remains pretty straightforward, : 
thanks to a fuss-free and intuitive button layout. Basically, the stick LLU 
steers left and right, or moves you around if you're in a robo-suit. Ca 
The A button is Accelerate, the B button Brake, the Z-trigger takes 
you out of a vehicle, and the Right and Left shoulder buttons 
activate any special abilities, even if they're only honking horns. 
There are slight variations, but they're all pretty straightforward. - 

To this! & 



<a 

— = & 

PS oe 4 

In the first mission, all you 
have to do is use Ramdozer 
to bulldoze the buildings 
Wao am mA Uomo tT 

oncoming missile truck. Make 
SUI com tale Memeo) lit (elaMer-Uile mel ely 
rewarded with a single gold medal * 
and three new pathways to adjacent 
missions on the map. And, of course, 
the glow-inducing knowledge that 
you've prevented a horrific accident. 

But don't leave it there: re-enter 
fate) AULA CAM LATS 
crisis now averted, and take 
time to explore the level more 

thoroughly. First job: to destroy 
every single one of the buildings, not 
Ue Caleta CeCe ae Oy-C a 
Ol Me) Mamta atc Maem ele 
who are, oddly, freed when you knock 
down their dwellings — you'll have to 
score a full 100% on both survivors 
and buildings to get this level one step 
nearer total completion. 

Second job: activate all 
the RDUs. Radiation 
Display Units are 
small red lights which 

HU Taaarlc cm WUal a Ole Cad 
close to them. Often they direct 
you along the path you should 
be taking; sometimes, though, 
they're hidden away in obscure 
areas, no good to anybody. 
But they must still be located. 
Congratulations: you've earned a 
second gold medal. 

+ 

Even though you've scored 100% 
on all statistics, though, there are 
still secrets to be found. There's a 

Cor TeOD gC ALCOR Ae TOM CAT- LAU ood 4 ATA a 
to be driven: get out of the dozer, 

drive the train to the boarding platform and 
make off with it! 

WAV aal (a2 
properly 
completed, 
you can move 

on to the 
next in good conscience. 
This time you have two 
vehicles to help you: 
Ramdozer and Cyclone 
AYU em UCU oe) i dala) 
both to clear the path, 
destroy all the buildings, 
Lik com UPA elem Uae] 
illuminate all the RDUs. 
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also have to activate 
Fm MeO eee 
satellites. Discover F 
the two uplinks in this 
mission, and you'll 
Yom acre tece mm CoM] 10) | a 
number of bonus . 
levels, one for each 
you find. Fs 

Now get gold medals on your 
ole ao MOLT US aL 
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until you've perfected your 
techniques. Time-busting scores will quickly 
become a matter of honour. Now repeat 
fulsome ee 
making sure you search hard to... 
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meio ual ee( nt ce 
fallout Ameen oo 
give you a clue to the { 

whereabouts of another. Le iT" Ls yt Ny an 
aN They're quite well hidden, Ba FACES ' Un te 
bY but these pointers dramatically MIND ME, LET'S MOVE ODT. 

% reduce the time you'll take to locate 
all six. And, once you've done that, SZ 
you can then... 

...save the 
Space Shuttle. 
It'd be careless 
not to. 

Shuttle saved, you can go to 
the Moon. And take time to 
adjust to the new gravity - a 
fees aaa a 

Now you've got 
to get gold 
medals on every 
level. Leave no 

Selim ela cen 
no communications uplink 
unactivated, no time limit 
unbroken, and then you'll 
be able to... 

CPUC DESL AYU 
LA ALL 

ee hh) O51) 
COMP yi E T yi | ets ...beat the Outer Planets. 

rs Ace moll CULL Ce) 
discover after the Moon: 
Ice pasted Cae 

Ramdozer and Skyfall); Venus 
(Backlash); Mars (Backlash) and 
Neptune (Backlash). Enjoy them. 

Work for super-gold scores. 
When you return from Neptune, 
all your gold medals will be 
removed, and the difficulty level 

Utero M) maul fe Uala NV (elem AW 

to go back through every mission, and 
re-complete them against a much-less- 
Lele ame oe an AAA Pet moo 
very, very tough. Indeed. Only then will 
you be a true Blast Corps master. Yes. 

GO! 
GO! 
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Out of the host of bonus vehicles! - 
scattered throughout the game) ae 
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But it’s more than 
just explosions... 
Blast Corps may be eye-scorchingly packed with 
magnificent explosions, and ear-wobblingly filled with 
mammoth scenes of destructive majesty, but there's a 
more sober, intellectual side to the game, too. Oh yes. 

Puzzles range from relatively obvious obstacles which 
require no more than a moment's thought, such as this 
uncrossable road — drive Ramdozer on to the crane hoist, 
leave the vehicle, enter the crane, lift it across the gap 
then run across the footbridge and drive away — to... 

...this significantly more taxing, up-against-the-clock, 
block-shifting problem. 

§213148 

Some of the puzzles are hidden away, leading only to 
unneccessary extra bonuses... 

...while others are an integral part of the most obstinate 
levels. How, for example, to destroy the covering of 
this vital bridge? You may be able to work it out, but 
manoeuvering the required objects, with seconds 
ticking away as the missiles draw nearer, is no picnic. 

Tree mek arma) rb! hs 7 
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Controlling the vehicles, in general: Ramdozer and the 
ora CL el ely Am sme aA UU Laat 
Oc arene aCe Armee) Me] a Cg 
vehicles are just as intuitively operated. All in all, Blast Corps 
is eminently pick-up-and-play-able, even for novice gamers. 

Driving Ramdozer on to a train: After a goodly amount 
Oe clam ROL ae mee lim cele MUU Lg 
can be a real pain. The slightest collision sends the bulldozer 

| _ | scuttling backwards or jerking forwards, which obstructs your 
i ROR a ae om mies suisse’ no end. 
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Activating the second satellite in Echo Marches: It may 
not actually be particularly difficult once you've worked it out, 
but this is probably the most involved hidden bit in the game, 
EMU me COMO eae cel ie UCL ml MCU le NET) ol LF 
vehicles repeatedly in order to track down the last transmitter. 
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The first few levels: Blast Corps has an exceptionally 
TCLS mee CU Ue Mie em Ue Ue Rg 
straightforward. They're merely an introduction to the 
capabilities of the different vehicles on offer, and the basic 
principles of how to save the world from nuclear destruction. 
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Locating the six scientists: In order to successfully defuse 
the missiles which have been ploughing through the levels, 
NOM MER me M Ee Mey rma creme m Marcelo (1) 
areas scattered throughout the game. This would be very hard 
if each one didn’t offer a clue to another's location. But they do. |” 

Saving the carrier at Oyster Harbour: The most complex, 
demanding and, to be honest, interesting of Blast Corps’ 
SEM OC MMM amelie mel!) (eM ire lt) 
achieved elsewhere. A run of eight or nine very different tasks 
need to be completed, against a very unforgiving time limit. 



V9 One of the main ideas behind Blast Corps' flexible structure is that it 
offers several levels of challenge for differently-abilitied players... 
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Freeing survivors: An odd little bit of the game, this. Some 
of the buildings on each level will have been full of ‘survivors’. 
Theoretically, you need to ‘free’ them to complete the level 
properly, but since you have to destroy all the buildings 
anyway, this hardly counts as an additional challenge. 

Se aE Ea SRE Ese es 

_—— 

eX i i 
Most of the levels: Blast Corps is not, generally, a hard 

RU Me NA Mem noe TRUM Eel Riese a 
This applies to both the main carrier-saving levels and the 
slightly-harder-to-get-gold-medals-on bonus levels. 

Saving the Space Shuttle: Even after you've finally disposed 
of those pesky nukes, more challenges await; firstly, to clear a 
path for the Space Shuttle. This is a superb surprise twist on 
the Blast Corps formula, and we almost wish we hadn't given 
it away. But we had to, you understand. 

RQ ee ee) ee 

rs Ad 

Mastering Backlash: To cause any kind of impact with the 
dumper truck, you need to put it into a curiously-unpredictable 
powerslide, and spin it in circles so the reinforced rear sweeps 
through any buildings you're trying to destroy. Although this 
is fun at first, it soon becomes a profanity-inducing chore. 
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game. Once you've worked out how to use Backlash effectively, 
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Driving Ramdozer and piloting J-Bomb: Undoubtedly the 
most satisfying vehicles to operate, this pair are both simple 
to control and capable of immense devastation. J-Bomb is our 
favourite vehicle of all here at N64; if you aim his stomps 
accurately, you can take out four huge blocks at once. Brilliant. 
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quite being unpredictable enough to really annoy you, these 
two vehicles are slightly marred by some undeniable handling 
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Getting gold medals on all the levels: Once you've 
completed the Moon mission, there are still three more levels 
awaiting; to access them, however, you'll have to earn gold 
medals on all the levels. This is by no means impossible, and 
merely takes a bit of perseverance. 
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Completing the Diamond Sands mission: Argh! This is 
universally agreed to be the single most annoying level in the 
game. The obstructive buildings straddle an impassable railway 
line, and you must dash from one side to the other via an 
underground passageway to clear the path. Frustratingly hard. 
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that tedious building-'em-up getting 
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Another meticulously-constructed castle is 
dashed into oblivion. Stomp! More sand 
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a whirlwind of destructive ferocity. 

What's best: spending several hours 
carefully creating a baroque edifice, 
slaving brick by brick to fabricate your 
vision, or driving a massive great bulldozer 
down a street, levelling buildings left and 
right as bystanders flee for cover and 
lamp posts topple like skittles? 

What's best: decorating a bathroom, 
or plumetting a two-tonne metal 
exoskeleton onto the roof of an office 
complex, shards of glass spinning 
reaiaKa eFC ALM Ke UAL RLU COtO TC) 
collapses in a haze of smoke and fire? 

What's best: heart-warming romances 
or explosion-rich action movies? 

What's best: slow and steady or 
boom and bust? 

Breakfast 
Blast Corps knows the answer to all these 
questions, and many more. It knows that, 
given the choice between a quiet life and 
a struggle against the odds, packed with 
fast cars and demolition-adept heavy 
machinery, most gamesplayers will weigh 
up the options for about a nanosecond 
before screaming “Take me to the 
explosions!". It turns your most mayhem- 
hungry dreams into shattering reality, 
thanks to an endless hit-parade of 
extraordinarily spectacular detonations. 
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Blast Corps, no home will remain 

standing, no outhouse unrazed, 
alo oar. Lmao cre 

You're going to love it. 
And the concept, as with all the very 

best games, is headachingly simple. 
A truck, laden with two defective 
nuclear missiles, is heading towards a 

: t's like sandcastles, but without all 

p * 

ie 
A The superbly-implemented floating- 

eT em LEd  ky 
smartest features, occasionally 
treating you to lovely vistas like this. 

safe detonation site. But its autopilot is 
taking the most direct route - through a 
succession of residential and industrial 
areas. The slightest collision will unleash 
atomic devastation. Your job, then, is to 
clear a path for the rogue cargo carrier, 
by demolishing everything in its way. The 
folk you de-house will have to fend for 
themselves — but at least that's better 
than waking up to a nuclear breakfast. 

PNA Malt] (om ta re ance la) (OWN 
across the landscape, you'll have a 
number of different vehicles of destruction 
at your disposal, and will often have to 
jump out of one, and hop into another, in 

order to clear every obstacle, and bridge 
every gap. The Skyfall buggy, for example, 
is fast, and good for getting to a crisis 
point at speed, but doesn't really pack a 
significant punch, demolition-wise. Once 
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obstacle, you'll probably have to find a 
more heavy-duty tool to eradicate the 
larger structures further on. 

Adrenaline 
This flexible yet ever-compelling set-up 
offers a multitude of different challenges. 
One level, perhaps, might be a frantic 

UT Mole eye m4) em LE) 
are so fundamental a part of Blast 
Corps’ vocabulary really show off 
the graphical virtuosity of the N64. 

smash-a-thon, requiring you 
simply to rampage the bulldozer through 
a built-up area as quickly as possible. 
The next might be a much more intricate 
affair, where you'd have to locate a 
second vehicle, move a train into position, 
or manoeuvre explosive crates. At the 
same time, however, even the most 
complicated sections are still undertaken 
against the unstoppable adrenaline pump 
of the oncoming missiles. 

Blast Corps is a mission-based game. 
As you complete each level successfully, 
new missions become available, and 
bonus challenge levels open up if you 
fulfil certain secondary objectives. And this 
Ae UR AC ROM el(c 
LTA nn ec aeNACoiKVeXol name oll 
juggernaut to the church on time is, it 
turns out, only part of the story. 

(Cage Mec CeCe Ue 
a successful mission, and explored at 
your leisure; it's then that you'll be able 
to concentrate on more thoroughly 
conquering its challenges, and properly 
discovering its secrets. This impeccably 
clever and alluring structure contributes 
more than anything else to the high 
esteem in which you will undoubtedly 
hold your copy of Blast Corps. 



J-Bomb zooms spectacularly over a 
collection of high-rises, blocks of 
flats about to become significantly 
flatter than they were before. 

Backlash careers reverse-wards 
through another building. After a 
very, very long time, you almost get 
to understand how it works. Almost. 
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Acquaintances 
At first, you'll probably just bash through 
a couple of levels as quickly as possible, 
eager to experience all the different 
vehicles. After half an hour or so, though, 
your gamesplaying honour should re-assert 
itself, and you'll find yourself unable to 
progress without earning two gold medals 
Colao malls Pmeli cm CelMeolutT ol ida F aa ac 
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the other for destroying every single 
building, freeing all the survivors, activating 
all the hidden communications satellites 
which open up bonus levels, and locating 
each one of the ‘RDUs' — Radiation 
Dispersal Units, apparently — which light up 
as you pass over 'em and are used to show 
you a pathway, or tucked away in some 
hard-to-reach area purely to obstruct your 
perfect completion of the level. 

It soon becomes apparent that Blast 
Corps has much more to offer, longevity- 
wise, than a typical mission-oriented 
game, since you will find yourself having 
to re-visit levels several times in order to 
complete the game properly. In addition, 
the against-the-clock nature of every 
challenge sets up a bunch of microsecond- 
shaving time-trials. Best times on every 

WHAT OF. THE aa alates 
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PAL’ VERSION? See 
You might imagine that we've used the PAL version of Blast Corps for our 
review, as we did with Mario Kart 64 last month. Not so, however. Just as 
things were really going well with the review, THE Games, the distributors of 
Nintendo things in the UK, remembered to tell us that Blast Corps’ UK 
release has been delayed. It won't now be out until. late August or early 
September, and we won't be able to play a PAL version until then. We've 
gone ahead regardless, using the American version, so you'll have everything 
you need to get the most out of it the minute it's released. 

And as soon as we get our hands on a PAL version we'll let you know 
what the conversion’s like. Our guess, though, is that it ought to be perfectly 
good. Blast Corps comes from Rare, after all, who're based here in Britain, 
so understand the concerns of UK Nintendo fans — and made an excellent 
full-speed, full-screen job of Killer Instinct Gold. 

mission are saved to the Controller Pak, so 
I'm-The-Best hi-jinx ensue as you compete 
with your friends and acquaintances. 

Thunderbirds 
Many of the bonus levels, in particular, are 

designed to offer maximum replay value in 
LNA MAL Cele Coe Leto aos rel NA 
where a wide selection of vehicles can be 
taken for a multi-lap spin around a twisty 
course. Combined with the immensely 
satisfying immediacy of the game, as its 
spectacular visuals, gripping premise and 
easy-to-pick-up controls make it instantly 
attractive to any casual player, and the 
medium-term thrills afforded by simply 
oloyic sar ma al cele aC aCe a) 
long-term challenge turns Blast Corps into 
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There's much more to enjoy about 
Blast Corps, too, from the infinite variety 
of special effects, packed with colour and 
detail, to the inventive and varied level 
layouts. It’s original, clever and undeniably 
great fun to play. Even the Thunderbirds- 
style International Rescue setting works 
well, setting up a neatly-realised half-future 
world where selective items of science 
fiction machinery are mixed with familar 
elements like cars, garages and boats. 

But... 
But. But, but, but. 

It's not perfect. Not by a long, 
colourful, explosion-packed chalk. 

Inevitably, perhaps, such a brilliant 
set-up, with so many great moments, 
makes you more sensitive to any missed 
opportunities — and there are plenty. There 
aren't enough puzzles, for example, to 
really hold up your too-rapid progress. 
PORN C Um eta er-UnC 10 
somewhat haphazardly, throughout the 
levels, are insufficiently thorough in their 
exploitation of the features on offer. 

Too often, Blast Corps settles for being 
KW AAaLeUalaF ama Te MILI) estg belt —e 
when it should've been properly 

challenging. The unbelievably-excessive 
over-use of the Backlash truck is the most 
heinous of these crimes: consistently 
forcing you to use this least satisfying of 
demolition tools, rather than crafting more 
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Also, when total precision is required to 
beat many of the levels, and especially as 
you try to undercut past times, the 
unreliable ‘quirks’ of some vehicles prove 
super-frustrating. Cyclone Suit is one of the 
prime offenders; it's impossible to line up 
its acrobatic tumbles with any consistent 
accuracy, thanks to a foreshortened 
viewpoint and some pad-smashing 
idiosyncracies. Sideswipe seems to impact 
only when it feels like it; Backlash's 
trajectories are even more whimsical. 

What all this adds up to is an ever-so- 
slightly disappointing sense that the game 
hasn't been properly finished, that while 
it's so manifestly polished in many areas, 
development time was spent on neat tricks 
and dazzling effects at the expense of a 
Liar erg ecta lay -Me) Mm Un ome-e-UunT lO EW SOCon ie 

And that's exacerbated by the fact 
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Corps is still rather light on the longevity 
scales. Any half-competent player will 
reach the Moon in a few hours, and while 
getting all the gold medals, then re- 
oyna) tiara am STOOL Melati olg 

challenge, repetition does breed contempt. 
The lack of any kind of simultaneous multi- 
player option seriously reduces the appeal 
of racing to beat past times, and there's 
certainly nothing like the same degree of 
replay value on offer as in, say, Wave Race. 

But Blast Corps is still a fabulous 
game. Its originality and vigour is much 
to be praised, and the ever-accomplished 
Rare exhibit a virtuoso mastery of the 
N64's graphical potential. It is the 
glamorous and temperamental mistress 
to Mario Kart's classically-beautiful and 
ever-welcoming home-maker: buy it, 
and you'll have a passionate affair, rather 
than a long-term relationship. But you'll 
have a great time while it lasts. 

Rats 

Gitta 
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Well, we appear to have broken the lap 
record fairly comprehensively there. 
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Championship’, they‘re 
calling it, partly because 
of the variety of driving 
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titles have been a distinctly analogue stick sharply 
mixed bag. We've had the RELL 
superb Turok and /SS64 from 

Acclaim and Konami, the pretty-g 
Doom 64 from Midway, and then 
EMU Mel aol malo Teme Lola lm Colle 
Trilogy, NO. FIFA 64, NO. Three mah 
jong games, NO, NO, NO, NO, NO! 

NT aC a ae OT eee 
prospect, though. On the plus side, it's 
the N64's first arcade driving game 
(Human Grand Prix was more of a f 

simulation), and it's been programmed 
in Japan. Two good starts there, then. 
However, its designers, Genki, haven't 

exactly blazed a trail for themselves 
before now, and Human's programmers 
showed that the N64 isn’t immune to 
scenic pop-up just because, well, just 
because it's the N64. 

With Top Gear Rally and Rev Limit 
eeyan area eletom Om Ola) deere 
mirror, it was always going to be 
interesting to see if they could make 
the N64's first driving game the best. 
We'll only know for sure in a few 
months’ time, but for now... 

UE TEMA ee erat ie 7 SE bia i ek had 

(fo) >) 
(re) 

IONSHIP 
Multi Racing Championship 

IMAGINEER 
“ae 

Ore ees N64 © 



MULTI RACING CHAMPIONSHIP 

PERFORMANCE 
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SPECIFICATIONS 
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Number of players 
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Split-screen options 
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two-player mode 

On-road car options 

Off-road car options 
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Hidden tracks 

Vicars 

CONTROL 

Steering 

Acceleration 

Brake 

Handbrake 

SOUND 

Co-pilot speech 

Stereo set-up 
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(approx. £40) 

Extra pad (for two-player, 
and to save games 
with Rumble Pak) 

Memory pack 
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‘Multi’ Racing Championship, hmm? What's all that about? Well, you 
wouldn't choose a name so downright odd without having some special 
significance attached to it, would you? Or would you? 

Well, no. The ‘Multi’ in Multi Racing represents the multiple routes on 
all three of its courses. The basic idea is that there are some core sections of 
track which everyone has to go around, but branching from these are multiple 
alternative routes. So on an average racing lap the player has to make several 
decisions as to which way to go. There are two route alternatives on track one, 
four on track two and five on track three. 

All fair enough so far. However, there's one final twist. 
Whenever there's a choice of routes to take, one route will be a 
faster on-road section and the other will be a shorter off-road 
section which will make things tougher by varying the conditions 
and the track surface. The idea is that the route you take should 
be dictated by both your courage and the kind of car you're 
driving. Which brings us nicely onto... 
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Does garage rhyme with 
carriage or mirage? 
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available in Multi Racing, a 
good deal more than in most racing 
games. And there's a reason for that. 

Four of your eight are normal 
common-or-garden Touring Car-style 
racers with a range of front-, rear- or 
four-wheel-drive options to choose 
from. The idea is that these cars are 
designed mainly for on-road racing, 
getting a bit confused, slow and muddy 
if you take them off-road. 

The other four vehicles are a motley 
bunch of off-road racers. They're of 
mixed parentage — a big-wheeled jeep 
and a bouncy sandbuggy are two 
examples — and it's these fellas you're 
supposed to turn to if you fancy a bit 
of “Let's off-road!” action. 

But in real life, of course, racing 
success always starts in the pits, and 
WTO te] grm aee hice ae 

Michelin man 

The options to fiddle with and generally 
adjust your car are about as full in 
Multi Racing as in any racer outside 
the Formula 1 simulations. In your 
team garage you can opt to make 
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selecting different tyres for varying esa 
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weather conditions, altering suspension } 5 
set-ups to suit your intended racing ire anit, alt: 
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route, and re-arranging your gear ratios wi ae = 
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the (shorter) off-road routes. And once 
you've honed your ideal set-up you 
can save it onto a memory card and 
set off to annoy friends with your 
all-conquering invi-car. Hurrah. 

to affect top speed and traction. There's 
even the chance to change the angle 
of your rear wing spoiler, altering the 
amount of downforce your car 
gee a CO meee Fg 

The best thing about all this, 
though, is that customising actually 
works, especially with the straight racing 
cars — a little deft adjustment to these 
can make them much more friendly to 
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Difficulty: EASY 
The first track in Multi Racing is little more than 
a gentle vroom around a sunny seaside town. 
There are two off-road branches which cut a little . “+ 
distance off the on-road sections, but the trickiest pte 
corner is reserved for the end of a race, with a — peed ht 
nasty double apex leading out of the tunnel. 
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great, especially this long one. 
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Pilko Ei ee) age Pitt ty af DS ge Lone Difficulty: MEDIUM 
: a renee - The second of Multi Racing’s tracks is a ; 

considerable step up from the first, boasting four 
off-road sections, some devillishly difficult road 
conditions and a few testing corners. The hardest 
driving is reserved for the off-road areas, butthey =» | 
do offer considerable race distance savings. 
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A -xcellent! Up into ninth, and Mr Eighth is 
square in our sights. Coming through! 

Follow that car! Er, which one? Which ! 
one? Curse this multiple routing... a B25 12S 
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is at its narrowest on this track, and there's a 
hidden shortcut to look out for as well. 
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computer-controlled cars 
front over three laps and 
tasty finishing sequence. IMPORT 

Once you've won gold medals on all the championships, an 
extra mode opens up in the main menu. Match Mode is your 
chance to race against one of the game's hidden cars. These races 
take place at night (making things a lot trickier), with just you 
and the phantom car for company. Once you've beaten him on 
all three tracks, you get to repeat the process with the second 
of the game's hidden cars. 

When both Match cars are beaten, they become available in 
the pit garage for use in the Time Trial and Championship modes. 
Your other reward for completing the Match mode is the 
opportunity to race on mirror versions of all three tracks. 

54 LN 

When you first switch on Multi Racing, there are four modes of 
play available. Vs Race is the two-player split screen affair, Time 
Trial is a ghost-moded chase for the best lap times, and Free Run 
is the unrestricted practice mode. But it's Championship mode 
that'll concern you first of all. 

Championship races take place during the day on any of the 
three tracks. As ever, you start from the back of the grid with nine 

ahead of you. Battle you way to the 
you'll win yourself a gold cup and a 
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Hooray! We‘re up 
Mie eked 

See? Told you 
' we're great. 

mm EPLAY 

We’re just the greatest. And take a 
look at the spotlights on that. 

The 3D representations of the courses 
V are enchanting. Cherish them. 
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shade of yellowy green. People will laugh. 

Look. This is how brilliant we are. Aren't we 
great? The very best, we reckon. Superb. 

rd Especially after being in tenth place nearly 
all the way round. Quite a comeback. 

ulti Racing Championship 
is an excellent game. It fills 
a worrying gap in the N64's 
library — the driving game - 

and scorchingly underlines how badly 
wrong Cruis’n USA really went. In terms 
of driving feel, it'll be difficult for future 
games to steal Multi Racing’s as-yet- 
unchallenged racing crown. 

The best aspect of the game is 
undoubtedly its use of the analogue stick. 
Of course, console games up until now 
have had to rely on digital taps left and 
right to simulate the real-life precision 
movements of a racing car's steering wheel. 
However, just because the N64 allows 
analogue control, it doesn't automatically 
mean that game designers will be able to 
use it effectively. Cruis’n’s Eugene Jarvis 
couldn't, after all. 

When you're racing, gentle movements on 
the control stick produce satisfyingly subtle 
body swerves on the car. Paths through 
gentle left-right combinations can be cut 
with only the slightest of nudges and the 
minimum of speed loss. On the other hand, 
approach a sharp corner at speed, dab the 
brake and heave hard on the analogue 
stick, and you'll find your car capable of the 
most impressive spot-turning, the screech 
of angry rubber heightening the excitement 
and sense of achievement. Without a 
shadow of a doubt, there's a genuine 
satisfaction to be had from driving a clean 
lap of Multi Racing. 

Although car handling is one of the 
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game's most outstanding features, it's not 
the only reason you'll enjoy Multi Racing. 
The three tracks available may not boast 
the same total design brilliance as Sega 
Rally — perhaps still the finest driving game 
available on any system — but each of the 
three offer more than enough honest racing 
challenge to keep you interested. Increased 
difficulty comes from using difficult 
combinations of corners and a sudden 
narrowing of the track, rather than simply 
making things tighter, chucking in obstacles 
or reducing the race's top speed. On Multi 
Racing's hardest track it's still possible to 
lap at more-or-less constantly break-neck 
speed, but only when you've become an 
experienced driver. 

With its three game views — two from 
behind the car and one inside — Multi 
Racing also gives the feeling of speed that 
Cruis’n USA so singularly failed to offer. 
What Genki have realised is that's it’s not 
just a case of moving scenery past the 
player's point of view as quickly as possible; 
the way the car behaves at different speeds 
also has a lot to do with it, too. Between 0 
and 180 kmh your racer is as well-behaved 
as a road car. Faster, however, your grip on 
the track starts to feel more tenuous and 
the car starts to twitch and wobble as if it's 
driving on the very edge of control. Which 
of course it should be. Get over-enthusiastic 
with your steering at this stage and, just as 
in real life, it's disaster time. Plugging in a 
Rumble Pak further heightens the sense of 
seat-gripping, high-speed tension. 

FESOSISE 

A Player 1's 
slipped into 
Ry-Tee Too) 16 

...and cunning [> 
use of a 

shortcut fails 
to help him. 

Bearing all this in mind, you might be 
wondering why Multi Racing isn't nudging 
more firmly into Star Game territory. 
Unfortunately, there are two important 
problems with the game. 

Firstly, although the tracks have lots of 

beautiful background detail and the cars are 
as convincing as any ever seen, the whole 
game just doesn't run at the kind of 
resolution we've come to expect from top- 

5 aa 41 
lap Time 

ee 

ier 

00°45°601 

yak Br at) 

notch N64 titles. There's none of the sparkle 
of Blast Corps or the crispness of Mario 
Kart, and while there's none of the irritating 
fogging which can ruin 3D games, Multi 
Racing still gives the impression that you're 
viewing it through dirty glasses. 

Even more important than this, though, 
are some fairly basic flaws in the game's 
structure itself. It's criminally easy, for a kick 
off. The game arrived in the N64 office at 
11am and by 4.30 (with an hour off for 
lunch) it was finished. Not good. No one 
really expects racing games to have superb 

BATTLE! 
The two-player split-screen mode works well. Although Genki (the 
game's Japanese developers) have had to introduce some fairly severe 
side borders (under the guise of speedometers), there's still a pretty 
good view of the track ahead, and the game licks along with no feeling 
of slowdown. There's the option to handicap faster players, and, while 
the two-player mode isn't as much fun as Mario Kart 64’s (without 
computer players), it’s still an enjoyable addition to the game. It'll be 
interesting to see if the N64’s other two up-coming racers, Rev Limit 
and Top Gear Rally, manage one, eh readers? 

<{ Oh dear. it’s really not Player 1's 
day. He's almost certainly Tim. 

longevity when you're up against computer 
players, but when it's a matter of hours, you 
know something's gone seriously wrong. 
Another problem is that, despite setting up 
excellent multiple routes, the designers 
don't seem to have taken full advantage of 
them. Why not have the same track set up 
in different ways and run Championships on 
them all, for instance? As it is, the Road 
Block feature is left unexploited as a Time 
Trial option. The ‘multi racing’ idea is a 
good one, heck yes. It just somehow 
doesn't seem to have been fully realised. 

Of course, difficulty problems could well be 
addressed by Ocean for the game's UK 
release — after all, the Japanese are famed 
for preferring their games rather on the easy 
side. And with people across the nation 
complaining that Mario Kart is ‘finishable' 
far too quickly as well, it's definitely 
something they should look into. It seems 
that, even though the fun with most car 
games always lies with time trialling and 
ghost moding, UK gamers still like a tough 
race against the computer. 

Multi Racing is, by and large, a fine 
game. It's easily the best straight racing 
game on the N64 and could continue to be 
even when Rev Limit and Top Gear Rally 
arrive in a few months’ time. What changes 
are made for its UK release remain to be 
seen, as does the quality of its PAL 
conversion. Fingers crossed, then... 
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Fast and smooth, with 
an excellent feeling of 
speed. But resolution 
disappointing in the 
light of Mario Kart. 

Lots of co-pilot speech 
and some fine tyre howls. 
Engines sound like bees, 

unfortunately. 

Shows what can be 
achieved with the 

N64 controller. Looks 
disturbingly similar in 

places to some PlayStation 
racers, though. 

Criminal in computer 
competition but greatly 
extended by the ghost 
and two-player modes. 

VERDICT 
Multi Racing verges on 

the brilliant, but is 
ultimately let down by 
its walk-over computer 
opposition and slightly 

blurred graphics. 
Lots and lots of fun 

nevertheless, though. 

We'll review the UK Multi Racing 
TO BE CONTI LST > mem OOM Molt Com ens 
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« <{ Oh. Is that the 
time already? 

ele 
group of Ettin a 

would be better 
attacked from 

US 11s ele 
» top of the stairs. = 

Should've _ 
thought of that = aaa in Be 

earlier, really. wees 

“a Ta 
4 1 possible 

| Teka 

IMPORTARRYA 

, wants 
7 to be 

. / eats 
Unlikely, 
though. 

Se eat) It's just you against 
eueicts me |Oads of monsters ZY 

, e again. But this time aS 
you're wearing shoulder 
pads. Or a cloak. 
Or, indeed, a dress. 
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Could it be that he just wants to 
ask directions to the post office? 
Dare you hold off and find out? 

mete 
Pee 

And this chap obviously wants 
to sell you a copy of The Big 
Issue. Or does he? 

Umea leeei) e-1a emeL Ps 
reel SMe eB eh 

on N64 laugh, for some reason. 

a sa 
ny senvants‘can snell your blood, hunan 
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A Le Pa ai ele Medi ashe] kX 1) 
the column in the centre of 
the room to drop down and 
reveal a green key... 

12. And as Parias steps into 
the room, walls slide away 
and more Ettin appear. Argh! 

A\ 11. Behind the door there's 
Te ated 

Pa 

4 ne 

10. The switch opens a 
RY Jeol lame ere ULE) 
Ellul melee ela eile 

rod 

44 
i oF 

A 9. There’s a locked door 
beyond it - but a switch too! 

: 

Issue 5 

pe Beer ete ie) 
the way 
fold Gl} 
courtyard 
Deed 
started 
bee ke] 
green door. 

All cheats are entered by pressing 
yellow C buttons. You'll need to enter 
them very quickly, not pausing or 
anything, or they won't work, 

To activate the cheat menu, pause the 
game by pressing Start and then press 
Top C, Bottom C, Left C, Right C 
A fifth option - CHEAT — will appear 
at the bottom of the menu. 

To activate each cheat, select the 
CHEAT option and then press the 
C buttons as follows: 

Left C, Right C, Bottom C 

Left C, Left C, Right C, Right C, 
Bottom C, Top C 

Bottom C, Top C, Left C, Left C 

Left C, Top C, Bottom C, Bottom C 

This is a sub-menu within the main 
Cheat menu. You can enter the codes 
for it anywhere, though. 

Bottom C, Top C, Left C, Right C 

Top C, Right C, Bottom C, Top C 

Right C, Top C, Bottom C, Bottom C 

— \ e 
ey i ss ae 

A PP lille mee ele A 
there’s a switch which, 
when pulled, opens another 
door leading to some steps. 

Filer ae Uae 

ed a 

16. Up the steps, across the A 17. This opens another door 
Peete ue le ee back the way we came, 

fete MUZE ee Mei 10 8 Ltd 
the biggest horde of 
baddies yet. 

HEXEN AND DOOM 64: HOW THEY ARE RELATED 

Most 3D first-person shoot-’em-ups get pigeon-holed as Doom clones, but Hexen 
does actually have genetic material in common with the old ‘D'. Here's how it works: 

DOOM (PC) 

-—_—____ 
HERETIC (PC) 

| 
edd a) 

| 
HEXEN (N64) the 

h yes. Hexen. The first time | 
played this was a couple of 
years ago, on the PC. And it 
was essentially great - a 

medieval, magical alternative to Doom 
with a scary monster around every bend, 
some magnificent weapons (including one 
that sent a load of screaming banshees 
swarming around 
the room tearing baddies into bloody 
shreds) and intricate architecture. And 
you could look up and down. 

Hexen made as many enemies as 
friends, however, thanks to its ‘ingenious’ 
‘hub-based' level design. The idea here is 
that, rather than using the linear approach 
taken by Doom's levels, with you 
progressing from one area to the next in a 
straightforward sequence, Hexen constructs 
its levels as groups of sub-levels radiating 
out from central ‘hubs’. As you complete a 
puzzle in one sub-level, a previously-locked 
door will open in another already-visited 
sub-level, so back you go across the hub to 
see what lies past it. It sounded like a good 
idea, but in practice led to much-too-much 
aimless wandering around the same areas. 

Hexen on the N64, then, is basically 
Hexen on the PC. You've got three 
differently-abled characters to choose from 
— still a great idea — and each have four 
different weapons — another great idea — 

DOOM 2 (PC) 

DOOM 64 (N64) 

along with a range of imaginative spells to 
deal with particularly stubborn packs of 
monsters... yet another great idea. The 
setting's distinctive and fantasy-based, 
which makes a nice change, and the 
emphasis is very much on medieval 
architecture: churches, swamps, blasted 
forests and stained-glass windows (which 
can be smashed to reveal power-ups and 
secret passages). That's nice too. 

There's enormous variety from level to 
level, not just in the scenery but in the way 
rooms are constructed. One minute you'll 
be creeping along narrow corridors, the next 
you'll be perched atop a cliff overlooking a 
giant swamp, with monsters hurling fireballs 
at you from the rocks opposite. There are 
chapels in which baddies pelt you with fire 
from balconies high in the walls, a wooden 
shack on an island in the middle of a misty 
lake, and a great bit where you're in a 
dungeon that's absolutely heaving with 
monsters — far more than you can take on 
at once — and you've got to scurry around 
the edge with your back to the wall, trying 
to keep them all in a single group while 
picking off the ones at the edges with your 
limited supply of ammo and hoping they 
don't overwhelm you. Phew. 

The way the weapons and spells work is 
excellent, too. Rather than each one having 
its own unique supply of ammo, they're all 
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Fe eRe 6 ee Mat) ote Le TT Wee ay eee : - 1 
way, Parias steps out into the door at the bottom is A cave! ; } -* 
the second courtyard to Ifeye.¢-10 fi + 
a Melee lca 4 

A 21. This‘ll doubtless be the 
key we're after. 

24. Back at the Ps 
Rye le ae) en 

broken loose. 

23. Right at the top there’s 
EB area tet eee 

V wallops with his club. NiXdH 
Well, a couple of 

Poe ied 
ET Wee 

25. But, look: the 
cage surrounding 
the red flame has 
VETER Lele} 
Parias is able to 

V step into it... 

fuelled by blue and green Mana, with 
the most powerful requiring enormous 
quantities of both colours — but mincing 
whole roomfuls of monsters as 
compensation. And Mana is, naturally, 
scarce, tending to run out just as you're 
approaching the largest of monsters, which 
then has to be battered with a useless club 
or something. Then you've got flasks, 
which act as Middle-Ages equivalents of 
grenades and mines, and a variety of 
special spells hidden away too, all adding 
up to quite an arsenal. 

And it must be said that any game 
with a weapon called the Mace of 
Contrition has got to be pretty good. 

But what seemed incredibly 
atmospheric and frightening on the PC two 
years ago — leaves blowing about in the 
wind; rivers of lava; distant screams, 
slavering two-headed beasts leaping out 
from behind trees — looks like a badly-tiled 
bathroom on the N64 today. We've played 
Shadows of the Empire and Turok, and are 
unconvinced by blocky sprites which look 
worse and worse the closer they get. No 
discernable effort has been made to bring 
Hexen up to date: it really is just the PC 
version — but in a cart. We're big fans of 
Britain-based Software Creations, who did 
the N64 conversion work, but they've been 
treading water with this one. It doesn't even 

look like it's running on a particularly 
powerful PC, for heaven's sake. 

Oh! Except there's the new multi- 
player-on-one-screen mode to replace the 
previous network link-up. Or ‘modes’, in 
fact - Hexen provides an admirable wealth 
of ways in which a chum can be involved, 
including various permuations of split-screen 
deathmatches, and a co-operative game 
too. The latter's a nice thought, but seems 
rather redundant as the monsters are easy 
enough to dispatch on your own if you're 
careful, and it only takes one person to flip 
a switch. So the deathmatch is your best 
bet, and provides plenty of opportunity to 
try out Hexen’'s spells and weapons, letting 
you teleport opponents around, turn them 
into pigs and envelop them in a sea of 
flame. But even then, Hexen's levels were 
never really designed with deathmatches in 
mind — there are no specially-designed 
deathmatch areas — and the dark, blocky 
graphics make it terribly hard to see 

22. Back to the tower, 
avoiding a booby trap 
ele eaem aCe) ii mul 
key, and up the stairs. 

yi Meer Tle Melt) elee em ORB ea cle 
leading to Stage 2. Phew. 

what's going on when events are 
reduced to quarter-screen size. 

Hexen’'s a solid enough game. If you 
can forgive it its ill-conceived level design, 
which could have you trudging around a 
vast, empty level for anything up to three 
weeks trying to work out what the last 
switch you pulled actually did, it'll provide 
plenty of monster-clobbering and 
dungeon-exploring value for your money. 
And it's a welcome change from the big 
blokes and bigger guns which usually 
inhabit 3D shoot-'em-ups. Even with its 
pools of red-hot lava and burning-hand 
weapons, though, there's no way it's 
going to set the world of N64 on fire. 

Oh, and if you've got a PC lying 
around somewhere, buy the PC version 
of Hexen instead for half the price. 

Prehistoric by N64 
standards, but 

interestingly varied 

Decibels of spooky 
background effects. 

The music's best turned 
off, though 

Aside from the split-screen 
mode, this is a two-year- 

old PC game 

As long as you don't 
give up in frustration, 

this'll take ages to 
battle through 

VERDICT 
Ropey-looking and 
sometimes overly 

time-consuming, but 
plenty of medieval action 
and some nice touches. 

We'll review the PAL Hexen 
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A Properly, you are 
Feat le ol) e-14 dhs) 
your skills among these 
simple people of the 
land. Lobbing time- 
bombs, for instance. Red 
Lele <P TI ee LT} 
only blow-uppable ones. 

Ee Lt ; ' ‘s j A 
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The first mini-boss, a [> 
worm, worries at a 
humble farmer. Pitch 
him to safety then 
‘terrible bounce’ the 
wily string-beast. 

A Try flying. The Eventually, [> 
balloon clues lead 
indicates that toa fort. A 
fellow can be volcano 
spoken to as erupts to 

Ly ETM 
humorously your 
ricochetted. ale [ge 

<{ Gripping then spinning off the 
floating face switches (D-pad 
CE Ee a see ce 

A A spot of hurling a passer-by to clear a path. Better 
than a ‘proper’ weapon certainly - he’s indestructible. 

3 

(eye ae ae <eky 
a giant robot made 
of blocks. Ride on his 
lumpy head. 

[eee 
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Sy V blocked by a giant wasp. Or perhaps a bee. a 
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> A The first boss proper, who wolfs down the 
Prof and boxes you for him. Catch his fist and 

Horribly, the attractively- eo re-aim the blow with the D-pad. The lizard 
tiled platforms sink beneath bloke heals his charge, but is an easy source of 
ela eee) ) 5) red diamonds so may be toyed with. A final 

haymaker and victory is yours. The end. frequently, repelling attacks 
with flung captives. 

Surf on an unstoppable rocket. The tricky bit is 
V leaping off temporarily to seize power-ups. 

; = a sya; 

“EE BS: . ‘ = 
oi “ on 

A Another new skill — catch items o 
in the pot and mix them to get Lp: Be 
mM cel ae ele, e) , ee - 
make a bomb, for example. : x . 
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a TN ed ele ee 
: pounces in his full, incredible multi-part 
ee form. A manga-y 600mph mid-air fight 
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A relaxingly unthreatening 
mini-boss. The pacing is spot-on. 

s ; ; es - —_ ensues as he spills from his car and it 
reeled Me rl Le Ieee te Tne. i, PG A AS. Pa Tie) aretha ele ii 

ca NZ eathel fade nap Gi Se § |S with the help of the repentant Sports 
and the pot scramble are fun. The finger- . ae 7 Day Cat, you tri ime rama lek) 
wrecking races are not. The boss is a cat. A A A aigancet otha eae limes 



| At this point you have to free six possessed 
good guys by beating them up. Here, spikes 
replace grabbed bombs, promoting accurate 
coordination. Let the fellow come to you. 

<{ in an interlude, 
you become 
leiEy Searles) 
oe Meet 
Apply your 
RET eel | 
uppercut to The 
Sinister Pipe’s 
eee 
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Hardbloke can be speedily dismayed 
by directing his half-screen-blast 
cannon to fire straight up. But - oh 
Teen AM et eM il ome EE lae 

A A thrillingly exacting rock chase down to 
the earth’s bottom. Watch out for the 
Ree Me eee Ome een) rd 
like billy-o before the exit is filled. 

RSME Bur ee leurs 
bee - or possibly 
wasp - turns upon 

co its villainous 
S wranglers. A 

¢ favourable omen. 

The best puzzle in 
the game. You'll 

AV kick yourself. 

A A long, rechargerless road battle to 
please gun fans. Rockets are best. 
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4 A We Rome we ee 
that is Lancebloke’s multi-part scene. 
The out-of-the-screen bit is ripping. 
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boss would 
be caddish. 
IN al) 
(she? It?) is 
pia) 

A cameo from the original incompetent Dolan em ld 
kidnapper, who clearly reckoned shadows. 
without the selflessness of an ostrich. 
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Chappy's a bit of an enigma, helping out at some points 
eM Uae elmo m ere cM) 
running away at others and looking glum a lot. Perhaps 
MR m el em meme Mua CUR Liem 
must punch up before she bombs the 
floor away, is an ex-girlfriend. 
Whatever, you get to ‘be’ 
Chappy when Marina is blasted 
with a ray-gun, and must find a 
special module to revive 
her. Troubledly. 

Moves you left and 
to dash. Down makes you duck, 

pot. The pad also aims an object 

right, with a doub 

or look inside a 

to be thrown. 

e and right 

ard if you press Dow le-tap 
, alth Ipy’s angsty portliness 
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, Straight upwards for a juggle 

valuable time, and looks funny. A) F 
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or a su 
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t. If yo 3 

fall do’ d 

aps you co show 
ir momen umph. 

rips any object within range, 

g monsters and allies. A second 

lrops the object, but you can also 

it (D-pad plus B again) or shake 

down twice - this is how you 

kets, pull switches and, by 

g rapidly, combine ingredients in 

In pot). The violent wiggle (up 

pears to be of no use. 

p. If you press down first, then you slid 

twice makes you sliding jump - your 

Steers your 

need to be in the air 

ound, you'll super- 
down-D first.) 

et, so you'll 

jetpack, thoug 

to use it. (If ont 
dash, or roll if you 
It’s a burst rather th 

need to keep tapping. sing up-D and 

holding up-C makes you lp-D and 
A then up-C at the apex gi per- 

high jump, but the timi 
Naturally, you can fly 

backwards. 

Open 

a conversation with people who carry speech bubbles 
and also speed up text. Speak with everyone you can, 

as clues are handily illustrated and anyway, certain 
objects won‘t appear otherwise, as with the first 

level's village elder’s time-bomb. 

jp. You can jump up to three 

times in one go. Also, press Down plus A for a sliding 
attack, or A then Up to hang from the ceiling, followed 

by Down to drop on an unwary foe. 



stoundingly, Go Go!! 
Troublemakers has come in 
for some robust criticism 
from folk | shall collectively 

ill for being a (cough) 
‘retro’ pla’ 
the finest game 
company who gave us 
that was Gunstar Heroes, a 
brims over with excitement, spe 
imagination, and has had people who 
played thousands of video games come 
into the office on the weekend and take it 
in turns to try to beat a level so they'll be 
first to play the next new one, and is 
simply enormous fun and is called Go 
Go!! Troublemakers is seemingly 
irrelevant. At 

is Bill | can 

crammed wi 
surprises. Ther 
the bit, for 
instance, where 
you unwittingly 
teleport in at amom 
high drama and spark 
enormously amusing fi 
fight between the two 
of tiny no-face people. ( 
villains wear hats, of cou 
Or there's that level whe 
you have to park a tricycl 
because it's snowing. Or 
school sports day. Or the 
ghostbusting level where 
desecrate a cemetery. Or, 
indeed, the fact you're 
unarmed and defend 
yourself by grabbing 
monsters and hurling 
like pies — an extrem 
clever and subtle id 
you can knock bo 
at attackers, snat 

Treasure are known, of course, for 
their wizardly imaginative design, and Go 
Go!! Troublemakers’ joyous oddness is 
constantly delightful. Giant boxing dragons 
are reached via pitch-and-yaw towers, 
farmers are persecuted by huge 
earthworms, on-the-ropes frog princes 
confound by invoking weather gods, 
you're called upon to perform with trapeze 
acts and chase unruly tiny no-face children, 
and incredible multi-stage bosses test you 
terrifyingly as your best and most 
exhausting efforts just make them angry. 
But it's never unfair. You never have to 
make a leap of faith. The monsters always 
have a blind spot. It's tough, yes, but 

enticingly so, and the diamonds-for-credits 
and time trials are a fine incentive to replay 
earlier levels. (Though I'm doing it 
regardless. Especially the boxing dragon 
and race-collapsing-floors ones.) 

If | had to compare Go Go!! 
Troublemakers with another N64 game, 
it'd be - really — Starfox 64. There's the 
same wealth of ideas: everything seems to 
be used once, then thrown away to inspire 
reater effort for the next level. There's the 

immaculate pacing: a screen with 
ingly precise jumps or a taxing 

instance, will be followed by 
u escape from a thunderously 
ing-bomb-throwing robot 

osphere: the graphics 
nd full of character, 

helps weave tremely) different 
group of levels coherent whole 

The special are exciting 
and unusual (the 
perspective and in- 
action for the boss s 

splendid, and the 
lights a 
explos are 
wonc ). 

The similar 
ple ein 

replaying the game. And t eevena 
couple of unnoticeably-int ed link 
sequences (with Marina 
exhorting you to “Go C 
naturally). 

Go Go!! Troubl 
a cracking game. 
work to learn i 

ers is 

es you 

handsomely p ack your 
investment e. It's laugh- 
out-loud and play-all- 
day fun pect you to try it. 
And is retro. Like 
S 64 is retro Starfox. 

ee, Bill? You understand? 
u pettifogging jobbernowl. 

JONATHAN NASH 

" A Asort of Wild West bit where the 
villain goes for his six-gun and you 
Pe) anal lke) ee Ml) ae 

NERY LUOdWwi 
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AV 4 on the monorail with a curling lip. 

Take the fellow’s rocket 
launcher for your own. 
Or gather him up and 
expel him bodily. 

ba R=) TY ce ZL) 
ludicrous sports. And 
Rye lela li 
throwing. Versus a cat." 

A magnificently 
entertaining, epically 

silly game. 
Bless Treasure. 
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“Payback time, you motherless apple-dealing earth- Se UE ene AN) Tl 
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Pe Um mr atta ce ee 
after the supreme Greek god 
and father of Zeus (or, more 
likely, some comic strip 
vigilante they all admire). Here's 
Fett a iad Me ald 
previous efforts by Kronos... 

American-style comic-book heroes duke 
it out with some pretty vicious special 
moves. Attracted vaguely excited press 
coverage — then a luke-warm reception — 
Liu e CU am eae Celle el g 
its appeal was short-lived and fighting 
fans cited serious flaws. 
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Not, as it might sound, a iL. 
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Sheffield supporting Bolt protease Shag p p $ Magazine: 6/10) and a general 
acceptance that nobody would want to 

Th rower and Napalm Death. ee Md 4 

Rather, a beat-'em-up. 
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<J Eschewing tournament etiquette, 
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some armour. And that’s why he’s 
oT] Ce ee 
bulbous in the Waynehead fashion. 

Isn't that odd? Having worked on 16-bit, 
32-bit and 64-bit platforms, Kronos have 
produced nothing but average beat-'em-ups. 
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a ST | consistently mediocre output — though | very 
og Sanna much suspect that anyone paying full price 
07 for their latest effort would have no trouble 
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which Jonathan described as “the most 

V morose” he’d ever read. Ulp. 

hey're not joking. This game is 
so ‘dark’ that we thought our 
telly had broken, and only after 
cutting the contrast and 

whacking up the brightness did we spot 
something moving about in the gloom. 
Just about. 

With a hitherto-unknown 
professionalism, we even fiddled around 
with the gamma settings on our video 
grabber and augmented these screenshots 
so that you wouldn't hurt your eyes 
squinting at what could just as easily be 
Rorschach tests, or seedy ‘film noir’, or 
what's-her-name getting jostled by aliens in 
that programme. Whatever it's called. Not 
an auspicious start. 

Disappointment continues. Dark Rift is 
an average fighting game in absolutely every 
respect, competent enough to stop anybody 
writing it off on first go, but sorely lacking in 
those touches and virtues that would have 
you coming back after a couple of weeks of 
messing about with moves. | apologise if this 
review reads like an uninspired, um, thing, 
but | really haven't been. At all. And | hope 
you can see why. 

Admittedly, much as | like fighting 
games, it's only that special 10% of the 
upper quality strata that | really find worth 
indulging in. What's the point of spending 
hours learning special moves and tricks if 
they're not particularly exciting to watch? 
Why bother mastering the game's 
techniques if nobody's ever going to 
challenge you at it? And how long could it 
possibly entertain you when the system is 
too limited to let you pull off more than a 
few pre-set combos? (This, incidentally, is 
why | rated K/ on SNES — and still have the 
distinctive black US cart, game collectors — 
but couldn't summon any enthusiasm to go 
through the whole enterprise again on a 
machine that should really be host to the 
ultimate post-Tekken/VF analogue 3D 
fighter). All of these thoughts entered my 
mind as | played, practised, cursed the 
cheapo pad-reading CPU boss, whupped 
the boy Overton in Versus mode and made 
notes in a worryingly detached fashion. 

Within a few minutes of pad-handling 
you'll discover that Dark Rift is the latest of 
many attempts to clone Namco's Soul Edge 
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coin-op, none of which have succeeded 
even when tackled by the likes of Atari and 
Capcom. Most characters have weapons of 
some description, with a few pokey-pokey 
sword thrusts and swinging axe-blows 
suggesting differences in speed and style. 

There's a fair smattering of Tekken in 
there too, with long chain combos that play 
and interrupt like ten-string hits. When your 
opponent is floored, you can tack on the 
now-traditional ground hits and pounces for 
extra damage and humiliation. But all the 
good bits that make those titles fun - 
multiple defensive options, reversals, 
megaton special hyper-attacks, the sheer 
visceral oomph of the contacts and bone- 
breaks — are just nowhere to be found. 
Rising attacks are plain useless, tacking on to 
the end of a roll so that your intentions are 
telegraphed ahead. Ditto projectiles. And the 
sidestepping carries the stench of obligation 
towards 3D mechanics, clumsily scuppering 
your intentions as often as it allows you to 
dodge. Dark Rift is a forgery, a hollow 
replica, with nothing of its own invention to 
replace what's been lost in the cloning. 

It isn't just the limited combat engine or 
lack of pyrotechnic specials that let it down. 
In the long term you'll discover that the 
pitifully under-staffed roster of characters are 
practically interchangeable, with identical 
move sets and pad entries. They're not that 
interesting, either, following the Western 
trend for bland cyborg/demon/fantasy novel 
stereotypes. Their clichéd personal profiles, 
though not as illiterate as anything produced 
by Boon and Tobias, could still be improved 
and embellished with a rewrite by any 
second form English class (see James's 
topper War Gods rant last ish). 

In all fairness, it doesn't look as bad as 
some reports have suggested (remember, 
Brightness up, Contrast down). The fighters 
move at a respectable frame rate, they 
produce the token shadow and flare FX 
when swishing blades or focussing fireballs, 
and some of them carry more detail than 
you'll notice at first glance. Despite his 
weaknesses, it was the gun-toting SWAT- 
alike Aaron whose design most impressed 
us. His shiny bald pate and triumphant 
expression poking out from the kevlar collar 
surpass anything we've seen on the 
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A “want to be a tree.” 
B is your instant throw 
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up-C, left-C, left-C, up-C, up-C, back 

+left-C, back + left-C 

Demonica 
left-C, left-C, up-C, left-C, up-C, 
down + left-C, down + left-C, up-C 

SAYS... 
CNA el eae 
little fed up with join-the- Eve 
dots chain tagging moves? left-C, left-C, up-, left-C, left-c, 
See emo down + up-C, toward + up-C 
complete, and we're sure Gore 
cee Um CL moll ce (eC ie Rie eh bike 
Uo Ola en ip ee 
least, we hope so), but it 
demonstrates some of the 
most exciting and gawp- 
worthy elements Dark Rift 
has to offer. The timing 
doesn't need to be perfect, 
but you will need 
lee CIE ma cere ora ce) 
cue one part while the 
previous one is playing out. 

left-C, left-C, left-C, up-C, down + 

left-C, down + left-C, up-C, B 

left-C, left-C, down-C, back + down- 

C, down + up-C, down + up-C 

left-C, left-C, down + left-C, up-C, B 

left-C, left-C, up-C, down-C, down-C, 

down-C, back + down-C, down-C 

PlayStation, making you appreciate what 
they could have achieved with just a little 
more work. 

But there's the problem. 2D stages, flat 
backdrops, D-pad movement, plain 
texture-maps, pitifully few light-sourcing or 
trail FX and terrible sound — absolutely no 
attempt has been made to truly exploit the 
possibilities of 64-bit processing. There was 
even a rumour going round that Sony 
Computer Entertainment of America had 
turned down Dark Rift for the PlayStation 
before Nintendo accepted, but we find 
that unlikely. Rather, Dark Rift is the kind 
of average outing that lends itself to post- 
preview excuses and childish system 
advocacy arguments — even though it 
demonstrates that the same developer can 
do better with 64-bit than its 32-bit 
efforts. 

Before you get too demoralised, bear 
in mind that Dark Rift bodes exceedingly 
well for the future. If a small, hopeless 
development house like Kronos can take to 
a powerful but unfamiliar console and still 

6 VISUALS 
Apparently created for 

moles. Wearing IR 
goggles. But fiddle with 

the controls... Aha! 

No crunchy contacts 
or jaw smacks? 
No kerching! or 
lightsabre vzzzh? 

Lame tunes? Phooey! 

impressively 3D, but the 
N64's still just ticking over 

It's so run-of-the-mill, 
there’s not much 

incentive to master it. 

churn out a game to surpass their previous Competent, if uninspired, 
titles, the big Japanese softcos are probably this merely fills the gap 
about to surprise us all. In the meantime, between Midway's 
well, | haven't finished with Dark Rift quite atrocities and the game: 

we're all waiting for. yet, and if K/ Gold's not your thing then 
this is probably the best fighting game 
currently available for the N64. Mmm, 
hear that enthusiasm in my tone. 

ZY 

We'll do loads more on Dark Rift 
TO BE CONTI Le a #= if it ever appears in in the UK. 



(Japanese) 

he fact that Shadows of the 
Empire has gone down well in 
Japan comes as something of a 
surprise. In a country where 

Doom and its spin-offs have never 
prospered, the initial outlook for 
Shadows didn't look good. However, 
with over 180,000 sales and a placing 
as high as number three in the Japanese 
charts, the Star Wars licence looks to have 
been enough to draw people in. 

Shadows had been taken in by 
Nintendo of Japan for ‘tweaking’, and 
minor ‘tweaks’ are all that have seem to 
have been made. The most obvious 
change is the loss of one difficulty level 
Vedi, we'd guess — it's hard to tell), taking 
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the available options from four to three, 
and the overall softening of the game's 
toughness. Other than that, and the 
re-writing of the appalling English text 
into Japanese, there are very little 
differences between the US/UK and 
the Japanese versions. 

So if you've been holding off buying 
Shadows in the hope the Japanese version 
would be the best, then, well, sorry. The 

flying bits (basically the first and last levels) 
are as fine as ever, but making the game 
easier has done it no favours at all in terms 
of interest or longevity. Still, I'm sure Star 
Wars completists everywhere have already 
ordered their copies... 
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The Japanese text won't 
help, exactly, but mostly 
Shads is just a case of 
pointing and shooting. 
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Packing/his bags 
and digging out his 
passport (photo 
embarrassingly 
old), our-reporter 
heads for America 
in search of the 
biggest games 
show on Earth... 

a“ [] t's showtime!” Um, no. Categorically, no. “The Man From 
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Atlanta!" Forget it. There is no way I’m being the Man from 
Atlanta. Nope. No. “Georgia on my mind!" Uh-uh, no, “Stars 

Pa ka and Sprites!" Absolutely not. Sooooo, how do you begin talking 
a about the greatest show on Earth? Well, you start by saying it was big. 

And-busy. And very, VERY loud. Then you talk about the games... 

ugh Zalive! 
‘16 



e arrive in Atlanta 
to a torrential 
rainstorm. And 
when it rains in 

America, it rains. So hard, in 

fact, that they close the airport 
two minutes after we land. 
Marcus (from GamesMaster 

magazine) and | leave the plane A Notice the 
bright, feeling distinctly sickish. In-air 
trusting eyes, shenanigans (including ‘drops’ 
the fresh Alton Towers would be proud 
clothes and of) mean our stomachs are still 
the neatly- working their way down from 

30,000 feet. 
And then there's the airport. 

After-seeping through customs 
and having a-man/woman (| 
wasn't quite sure which) search 
through my suitcase, we try to 
fathom out how to get to the 
taxi rank. Now, call’me old 
fashioned, but | always prefer my 
arrivals buildings to be right next 
to the exit (i.e., the taxi rank). In 
Atlanta, what you quickly come 
to realise is thatto/get to the 

combed hair. 

he Georgia World 
Congress Centre is 
just about the 
biggest building in 

the world. In fact, so huge is it 
that the whole E3 expo takes 
up only one of the floors. 
Across from it is the Georgia 

Dome, and further on 
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from where the 
world-famous 

news station 

broadcasts, and 
from where we 
got breakfast 
every day. 

Breakfast on 
the first day 

consists of a 

This is even more 
valuable than 
something you 
might find in a 
Wonka Bar. 

Issue 5 

main terminal requires some 
walking of the Ranulph Fiennes 
variety. Or a subway train. We 
opt for the latter. 

Outside, it's still raining. The 
taxi rank is manned by a strange 
old coot. “Stay there fellas!" he 
shouts as he scarpers off to find 
the next available taxi. Then, he 
turns to us and bawls: “Come 
on! | said, follow me!” Oh. We 

follow him, jump in a taxi and 
head downtown. The Ramada 
Downtown Hotel, to be exact. A 
bit like a Travelodge, we're told. 

So nothing special, you'd think, 
but tidy and clean with all the 
creature comforts. 

Sadly, the only creature 
comforts the Ramada 
Downtown offers is 
cockroaches. It only needs 
flashing neon signs, distant 
gunshots and a man.in a string 
vest to take us up to our rooms 
and it could-be something out 
of Taxi Driver. Still, forgetting 

banana bran muffin, a croissant 
and an orange juice. But for 
most other mornings it's an egg, 
cheese and ham bagel or an egg 
and ham ‘wrap’ (sort of like an 
omlette but rolled over). In fact, 
the foods we ate were so fatty 
(in the evenings we had a 
mixture of fried chicken, 
cheeseburgers, chips and pizza) 
that, on returning to Blighty, | 
had enough grease on my skin 
to provide Castrol with raw 
materials for a decade. 

Inside the Congress Centre 
there's a Southern US Water 
Conference..Suddenly finding 
oneself swamped by 
moustache-wearing Georgian 
water specialists is a nightmare 
only comparable with an 
evening at the hotel restaurant 
(which was.closed due to 
having no licence). But, after a 
cunning escape, | move to the 
Press Registration room. Here | 
book my place at. the show and 
garner.a neck tag for posterity. 

The crime capital of America, 
apparently. America being the 
crime capital of the world. Still, eh? 

the smell of vomit emanating 
from our toilet and the air 
conditioning (on so cold that it 
had ice forming at its grill), we 
recover from our long trek. 

Police sirens go off outside. 
Silence. Then more police sirens. 
Then Marcus says: “Apparently, 
Atlanta is the crime capital of 
America." A chair is promptly 
wedged under the door handle 
and-the door locked. 

After some minor trouble 
with the attendant (No, that 
really is me in the mag”), I'm 
overloaded with maps of where 
each company's stall is and, 
more importantly, what N64 
games they're doing. But, 
frustratingly, none of us are 
allowed into the show until 
10am the next morning. 

Ambling down the hall, 
however, | notice a window out 
onto the show. Spotting this as 
my chance to see exactly what 
all the fuss is about, | leg it 
to the window in 
the hope of 
seeing something 
and, sure enough, 
am able to gawp 
at E3 for the very 
first time. Or, at 
least, a still-being- 
built E3. At the 
back is Nintendo's 
stand, with a 
Banjo-Kazooie 
banner hanging 

We weren’t nervous, you 
understand. But, you know, 
better safe than sorry. 

down. Beyond that, stands and 
booths fade into the distance. (I 
later tested the Congress Centre 
out for size and it took me 
seven minutes to walk from one 
end to the other.) 
Unfortunately, even through this 
sizeable window, | can only see 
about a fifth of the show floor. 

The Shaman from Banjo- 
Kazooie, peering down from 

V the Nintendo stand. 



fter having my 
appetite well and 
truly moistened by a 
report from E3 on 

ABC News (in association with 
Billy Bob Scotch Motors of 
Lenox), | wander the seven car- 
packed blocks from the hotel to 
the Congress Centre. 

immediately staring at a huge 
video wall featuring a rolling 
demo.of Conker’s Quest, the new 
Rare game. Forking off to the 
right are six screens with playable 
demos of the game. Off to the 
left is GoldenEye 007. | turn left. 

Half an hour later, | put down 
the new green Nintendo joypad 

“Fine, thanks," | mumble, 
and she disappears. | play the 
game for a little while and am 
then interrupted by a couple of 
blokes, one with a huge video 
camera and the other with an 
equally large microphone. 

“What do you think of Banjo 
and Kazoo?" Microphone asks. 

Bomberman first. Then Dual 
Heroes (and receive a resounding 
kicking from a Japanese 
journalist), then Lamborghini 64 
(which, until | came back to it on 
the Saturday, | didn't really take 
to) and the lush Top Gear Rally. 

But the lure of the main 
Nintendo stand proves too much, 

Inside, it's ludicrously busy. A ~— and turn to find a queue, five He's American. and after some cookies and Coke Tei now a 
: ae 5 os ‘ 3 little ruffled, 

queue for entry into the show deep, waiting to have a blast at Um, it's good. Well, |: don't at lunchtime | spend the whole and fingers 
runs for at least half a mile, and as —_ Bond. Apologising, | move off, know, I've only been playing it for of the day jumping between blistered 
| step onto the first of three past Conker's Quest (that can a couple of minutes. But it seems GoldenEye, Banjo-Kazooie, from too 
downward escalators | can hear wait till later) and on to Banjo- quite good, yes”. Conker’s Quest and (| admit it) much 
the distant but distinctive sound of | Kazooie. Another video wall “Hey! You're English aren't Ken Griffey Baseball (although GoldenEye 
video game music. throws out deafening levels of you?" only once, you understand, when playing. 

People brush past me, and, at 
the bottom of the third escalator, 
huge E3 signs point the way 
down the hall. | quicken my. pace 
and then realise I'm running. | 
stop, faintly embarrassed, and 
take the last of the escalators 
down to the entrance. 

There are three double doors 
open, and | skirt through the 
centre one. Suddenly, in front of 
me stands a 25-foot wall with 
‘Electronic Arts’ written across it in 
mountain-sized letters. | smile. 
Then | remember FIFA 64. | move 
on towards the centre of the 
show, not bothering to consult my 
map, even though I'm patently 
already lost. And there it is: the 
Nintendo stand. 

“Shut up, Mario!" screams an Deciding that it's probably more history. Only after 18 minutes did you, eh? 
Italian voice from above me and, likely to be the former, | glance at he even ask a question. Yes! | have 
looking up, | see plastic, fully the logo on her shirt. Ah, Towards the back of actually played > 
moving models of both Mario and —_ Nintendo. Further on down, a Nintendo's stand is a small third- Bomberman 64. 
Wario. Throughout the show they __ similarly-clobbered lovely is party segment with Titus, Kemco And the one- 
babble on to each other. Entering 
the stand beneath them, I'm 

music, and | slip into position at 
the game stand. And with joypad 
at the ready | begin playing 
Banjo-Kazooie. 

I'm stuck. Unfortunately, | 
can't reset the machine as it’s 
hidden behind a small cupboard. 
Suddenly, a not-unattractive lady 
appears beside me, smiling. “Are 
you all right there?” | explain my 
predicament and she unlocks the 
cupboard and resets the machine. 
| thank her and she disappears. 
Mmm, nice. 

Two minutes later, another 
not-unattractive lady appears 
beside me. “Are you okay?” Erm, 
yes. Is there a Miss World 
competition going on here or am | 
unbelievably good looking? 

helping another incompetent 
Banjo-Kazooie player. 

“Yes. English. Yes.” 
“Thought so. Do you know 

London?" 
No, it's only the bleedin’ 

capital. "Yes." 
“I've got a friend there. He's a 

DJ. At the Underground Club? 
You know it?” 

“No, not really.” 
“Right, well, he's really into 

jungle. Do you know what jungle 
is? It's music..." 

It's twenty minutes before | 
can muscle myself away from 
Microphone and Camera. About 
five minutes in and he was telling 
me about his childhood in West 
Virginia. Ten minutes, the name of 
his dog, and, after 15, | was 
familiar with his schooling and job 

and Hudson all vying for my 
attention. | shoot off and play 

the others were full). 

A Banjos and 
Kazooies as 
far as the eye 
can see. That's 
America for 

player mode 
looks superb. 

Shigsy. The old Shigster. P’raps even 
‘Moto. Whatever name Nintendo's 
premier gaming asset goes under, he 
was at E3, and so was N64... 
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Slugs Speaks | 
MIYAMOTO ON 
STARFOX 64 
“In creating Starfox 64, we looked 
at many games we'd already made, 
like Super Mario Brothers, and 
decided to make a game with 

atmosphere, that's not so calm. 
We have increased the number of 

people and the amount of action and you can see this 

in the game. After Space Invaders, |'m afraid that 
shooting-style games have become games only for 
professionals, not beginners. | believe this game is 
satisfying for you, the professionals, and for your 
family and children. 

“You can also see that we are mixing pre-rendered 

movies and real-time movies into games, like Starfox. 

There are 40 real-time movie cuts in the game, and 

there are also more than 300 speech clips. I'm not here 
to make movies, I'm here to make video games, but 
games are becoming more realistic. In the future, we'll 

enable people to participate in real-time movies." 

MIYAMOTO ON F-ZERO 64 
“At Shoshinkai this November we'll have a playable 
version of F-Zero. The game won't arrive in the US 

until 1998, we believe. But we're looking into the 
schedules of other games before we set a date." 

MIYAMOTO ON POCKET MONSTERS 64 
“We haven't decided yet whether to introduce Pocket 

Monsters in the States. It looks like the game will arrive 
on Game Boy, but we can't say whether it'll arrive on 

the Nintendo 64. But we will debut a working version 

of the game at Shoshinkai this coming November, with 
a working version of the hardware. 

“Compared to other N64 games, Pocket Monsters 
will be different because it'll be rewritable, first of all. 
But the game won't be the RPG that you are currently 
playing on your Game Boys. We can't reveal 
everything just yet, though.” 

MIYAMOTO ON YOSHI'S ISLAND 64 
“The game will debut in Japan in November at the 

Shoshinkai show." 

MIYAMOTO ON SUPER MARIO RPG 2 
“It depends on how many Miyamotos there are!" 

MIYAMOTO ON BANJO-KAZOOIE 
“I'm very impressed with the game. Rare are a very 
professional company. | have no involvement at all 
with the game, though.” £3: & 
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A Wisps of 
smoke now 
coming from 
trainers, and 
bags weighed 
down with 
useless promo 
material. 

Take a long, 
lingering look 
at Hybrid 
Heaven, here. 
It’s going to be 
one of the 
finest N64 

V games of alf. 
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riday was to be third-party day. 
Sadly, I'm back playing 
GoldenEye within. two minutes 
of arriving--After yesterday's 

getting-to-know sessions I’m now 
familiar with the-ins and outs of Rare’s 
Bond game. Picking up-the sniper rifle | 
zoom in on my prey, line up the sights 
and then lug him in the head. Satisfying. 

But that really must be it. | must visit 
some other stands. | must. 

| zip'tova later level of GoldenEye, 
step onto an enemy frigate and amble 
around the boat, taking out soldiers and 
placing a tracking device on the helicopter, 

as advised by M. Then, dashing 
out along the side of the boat, | 
jump off into my dingy. Great. 
“What do you think of this?” 

onami's stand looks like a 
castle. In the centre - as with 
all company stands — are 
‘business blocks’ where suits 

congregate to talk about strategies and 
deal-forming. Konami's are more plush 
than most, with.a two-storey, fully 
furnished set-up. | wander up to the desk, 
lifting my-press pass up forthe 
receptionist to see. “Yes?” she mutters, 
with a face that looks ike it's been set in 
concrete. Indeed, | begin to worry that 
that if | look at her, / might turn into 
concrete, so | zip off and watch Konami's 

1998 video strut 
its stuff. 

Nagano 
Winter Olympics 
whizzes by in all 
its snowbound 
loveliness, and 
then for minutes 
I'm spellbound by 
Hybrid Heaven. 
Some people said it 
was going to be an 
RPG, while some 
reckoned it would 

| turn to find Microphone, once again 
standing beside me. He doesn't séem.to 
recognise me and he's got a different 
cameraman. “Oh, it's terrific”. 

“Hey! You're English, right?” 
The subsequent half an hour is simply 

too horrible to explain. 
Wandering about at E3 is like going 

shopping on Oxford Street. You're forever 
bumping into someone or apologising for 
knocking someone with-your bag. And 
there are always those people-who walk 
along snail-like in front.of you and then 
suddenly move in your direction when 
you're about to pass them. Consequently, 
progressing from stand to stand is a rather 
slow old business. 

But with a little patience | end up at 
the Acclaim stand._It's*enclosed in a fence 
with huge-pictures of Extreme G and 
Turok on its side, and as | enter | hear the 
floor-thumping bass of Extreme G's music. 

There are three circular pillars with 
fourimachines on each dedicated to 
Probe's highly promising future bike-racer, 
but, unsurprisingly, it's hard to find a spare 
joypad. After waiting, though, | pounce, 
picking-up the pad and-enjoying a few 
minutes of face-contorting speed. 

After a slice of that. leave Extreme.G 

be more like Resident Evil. Whatever it is, 
the game looks glorious. 

Then the song starts up again, so | 
have to leave. 

Moving on down the show, | glance 
for horrific moments at Hexen and the 
slightly-better Duke Nukem 64, then stop 
off at the San Francisco Rush arcade 
machine. Great stuff. I'm quite happily 
playing on my own - going at my own 
speed — when some joker pops his head 
round.the side of the cabinet and shouts 
into my ear;“Fancy a game?!" 

| cringe, trying-to_protect my ear 
drums-from shattering. “Yeah, all right," | 
reply, resetting the game and watching 
him slide into the next cabinet. Then, 
behind me | can hear someone speaking 
through a microphone. 

“...and so here we are at Midway, 
watching our very own Chris — who 
developed San Francisco Rush for the 
arcade and N64 - taking on..." — he 
suddenly appears beside me, squinting at 
my press badge — “...Tim Weeeeeevor 
from Futor Publications in the UK. Hey 
there, Tim!" 

I smile. “Hey there." Then | think 

A Extreme G is well worth looking 
forward to - miles better than 
Wipeout, and incredibly fast. 

and, brandishing my press-pass about to 
all and sundry, nip behind the scenes. 
Inside there's Probe's Ultra Soccer — which, 
you may remember, we reported as 
having’no publisher a couple of months 
back.-Now, however, Acclaim have taken 
it in, although.an entire year's work /has 
been scrapped afterthe developers 
witnessed the beauty of /SS64. The 
early workings ofan ice hockey game 
were also on show. 

| move back outside, and from _my 
left come the beginnings of a truly awful 
song: “With-a K and an O and anN 
and an A and an’M and an |!" Konami's 
stand is right next door, although after 
their in-stand songstress has blurted out 
the same song again, | consider leaving 
them alone for a while. 

And so | do, deciding, in actual fact, 
to come back to them the very next day. 

about what I've just said. ‘Hey there?’ 
‘Hey there?’ 

“Ha! Don't worry, I'm not that good," 
says Chris, laughing, Suddenly |'m positive 
| can see horns growing from his head. 
And wasn't that a pitchfork he just laid 
down on the floor? 

In fact, he's lying. He's very good. 
Indeed. He zooms off into the lead’ while 
I'm still working out which pedal’s, the 
accelerator, and on the third lap ofifive, 
when I'm just getting to grips with the 
steering wheel, he finishes. “And well 
done Chris! A real turn up for the books, 
there!" Hardly. 

After being thoroughly humiliated, | 
cover my face and leg it out of Midway's 
stand (getting a quick gander at the N64 
version on the way.out) and return to 
Lamborghini 64-at Titus. Which | play all 
on-my own, with no chance of 
any embarrassment. Probably: 

No matter how 
nervous you 

might be, sleep 
comes easily 

after'a day at 
E3. “Snore.” 
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Contact, Spawn, Sandra Bullock gets wet in Speed 2, we meet M*A*S*H*/The 
Player film god Robert Altman, and Rowan Atkinson pulls a funny face 

in the “eagerly awaited” Bean (the movie). 
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We were delighted with Starfox 64 
when we awarded the Japanese 
version 94% in issue 3, reveling in its 
film-like atmosphere, its thunderous 
sound effects and the feeling that we 
could play it for ever. We also giggled 
like schoolgirls at the free Rumble 
Pak, which wedges into the bottom 
of the Controller and wobbles when 
you're hit. This got us to thinking: 
what else could plug into the 
Controller? And, being crap at ideas, 
we threw the notion over to you, our 
readers. The competition was set. 
And entries flooded in. First they sat 
in a small pile next to Editor 
Jonathan's desk. Then the pile grew 
into a hill, and then a mountain, and 
then, one day, Jonathan disappeared 
altogether. “We didn't know 

2 

Jonathan was taking a holiday," we 
said. “For goodness sake,” the 
mountain whimpered, “get me out of 
here, and judge the competition.” We 
opened every entry we received, and 
they were trickier to judge than a 
Blue Peter painting competition. 
Unfortunately there could only be 
one winner, so through a strict 
process of elimination we whittled it 
down to one. No peeking, now. 

Not yet. Firstly, there seemed little 
point in having something that 
turned the Controller into a joystick, 
because you might as well get rid of 
the Controller and plug in a joystick 
instead. Or a steering wheel, mouse, 

gun, VR suit, scanner, modem, 

printer, light saber or infra-red 

joypad. Or gloves and floor pads, 
or handlebars, or, 

David Thorn of the 
West Midlands, 
a space hopper. 
Or, Richie 
Lambert from 
Lanarkshire, an 
entire Wave 
Race 64 jetbike. 
Hmmm. 

2 3's design-a-controller-plug-in 
u had the chance to win an Aurora 

1g system and a dozen top games! 
Oe ore 

MAGAZINE 

competition 
Some ideas sounded great, but a bit 
too painful. Such as the Pin, Spike 
and Hammer Paks from Chris 
Unwin of Stoke-on-Trent, Scott 
Hutton of Nottingham and Neil 
Kearns of Hurst Pierpoint. We liked 
Stuart Wilson of Scotland's Rubber 
Band Pak, which flicks your ears. 
Then there were Simon Lee of 
Ealing's and Ben Stubbs of Bath's 
Massacre and Attack Paks, which, 

when you lost, would maim (and 
possibly kill) you with boxing 
gloves, trainers, a baseball bat, a 
sword and, even, an axe. Ouch. 

And some ideas seemed simply a 
little pointless, including the: 

Snap Pak — takes a photo of you 
while you're playing — Bob Foster, 
Blackpool 

Fridge Pak — a small, lightweight 
alloy fridge - Mark Dewdney, Kent 

Time Pak — tells you the time — 
Zohair Beig, Middlesex 

Pager Pak — telephone pager — Philip 
Calcutt, Lemington Spa 

Bog Roll Pak — nuff said —- Matthe 
Gaider, Durrington 

Which left us with our runners-up. 
Witness the: 

10. Crisps and Coke Pak — holds 
refreshments — Oliver Ashford 
from Kent 

9. Spectrum-feel Pak — rubber keys — 
Greg Wolan of Surrey 

8. Tension Pak — a squeezy ball — 
Randal Lavery of Co Antrim, 

P Woodin of Bristol, William Stagg 
of Wiltshire 

7. Colour Pak — alters the colour of 
your joypad — Tom Radcliff, Dorset. 

6. Tamagotchi Pak — lets your 
Tamagotchi play on your N64 — lots 
and lots of people. 

5. Coffee Pak — makes you a cup of 
coffee — Gavin Smith, Reading, 
lain Mackay, Corby 

4. Tea Pak — keeps your tea warm — 
lots of people. 

3. Whoopee Pak — drive by the seat 
of your pants — Tim Evans of Jersey 

2. Smartie Pak — dispenses sweets — 
James Maddison of Sidmouth, 

Ben Hall of Cheshire School, 
Colette Dutton of Liverpool 



ou to come up with elaborate plans to 
h would have sufficed — we were mightily 
ict, we're sending them each an N64 badge. 
alents of N64 Magazine's readers — in colour. 
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And number one? The winner? 
Well, everyone was a winner. 
Actually, no. David Nixdorf 
of Cheshire was the winner. 
Thanks to everyboy who took 
the time and trouble to enter. 
And for the final word it's 
over to David: 

Tackle Pak - (We've lost 
your name. Write in!) 

“The Hamster Pak: A hamster 
is inserted into the Controller, 
Then, when you get cross and 
throw your joypad at the wall, 
the hamster will scurry back, 
saving you the hassle of 
leaving your chair. The 
hamster would, obviously, be 
wearing a crash helmet, and 
also a parachute in case you 
happened to throw the pad 
out of the window." 

Boy Pak - Ruaraidh Gillies, Isle of Skye 

A superb idea, David. Except 
we trust you don't mean a real 
hamster — you mean a plastic 
hamster, like a computer 
mouse. Otherwise, that’s cruel 
to animals, and we'd have to 
reclaim your prize. [Whisper.] 
You didn't? Oh, good. 
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Wheelchair/bucket Pak - Peter Wrampling, Chigwell 
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HOW TO... 
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Turbo start 
Simplicity itself once you become familiar with a racer. Watch the traffic light that 

WAV] aN p ; FAY Ey ran re Lebtantiont ov with and, between the second and third light (though, 

third - it varies | . i ! g 

lose when you can [eae 
cheat and win? Hecpace, youll seeech 

- straight into the lead, 
causing your opponents 
to shake their fists. 

Mario Kart 64. Perhaps it's that warm glow that comes & 
Neem ee eee ln Ee Dropping back 
Nee Ce mete meee 

Or maybe it's the buzz of realising you were sneaky and distinctly If you're battling away in third or fourth place 
lm Ap ee with nary a sniff of the drivers in front, it's worth 

dropping back another place or two, especially 
when approaching a gathering of power-ups. 
The rules of Mario Kart 64 state that the further 
back you are, the better your power-up. So — 
most of the time — collecting a power-up in fifth 
or sixth place will result in a much finer goody- 
pouch-filler than if you're further up in the pack. 

ai here's something special about beating your mates at 

Slip-streaming 
A strange old technique, this'n. If you jockey in 
close enough to the karter in front of you, small 
wisps of smoky air will appear from either side of 
their vehicle. This then allows you to drift past 
them, should you have sufficient analogue 

sticking-prowess, with 
an extra burst of 
speed. Admittedly it's 
only sporadically 
useful, but for that 
extra burst of pace 
close to the finish line 
it's well worth having a 
go at. 



Thunder Bolts 
Koopa Troopa Beach, Wario Stadium, Royal Raceway, Bowser’s Castle and 
Donkey Kong's Jungle Parkway all lend themselves beautifully to the tasty 
morsel that is the Thunder Bolt. They've got jumps, you see, and when there's 
jumps, there's always the chance of making sure your opponents don't make 
them by shrinking them at the crucial moment. 

By keeping an eye on your fellow racers’ sections of the screen, you can 
time the Thunder Bolt to savage effect. The best policy is to wait until your 
rival is a couple of seconds away from the jump. Then, when the power-up 
kicks in, they'll find themselves skidding 
forward (without being able to stop) and falling 
down the canyon they were trying to soar 
across. Even if they stop in time, you've still got 
the better of your rival, as they won't be able 
to make the jump while visiting tiny territory, 
and'll have to wait while you motor on. 

The best Thunder Bolt activation spot in the 
game, you'll find, is 
just before the big 
jump in Wario 
Stadium. Time it 
right and your 
opponent will spin 
and fall down to a 
point about thirty 
seconds earlier on 
the track. 

Fake Items 
While the other goodies on offer might seem initially more gratifying than this 
no-frills addition to your arsenal, the Fake Item can still be utterly devastating 
if used correctly. 

Don't waste it on sparse pieces of track. (Who in their right mind is going 
to go for a power-up sat there on its lonesome?) Stick it in among a clutter of 
genuine power-ups and watch the consequences. With Grade A dunces 

following One- 
Man-and-His- 
Dog-like behind 
you, it'll only be a 
matter of time 
before someone 
blunders straight 
into the little 
fellow. Heh heh. 

Shortcuts 
Some would moot that shortcuts are better used in Time Trial mode. That's 
rubbish. If you know how to do them, try to use them as often as you can. 
The reason? The shortcut on Koopa Troopa Beach knocks ten seconds off 
your lap time, and the Rainbow Road one about thirty seconds. Good in 
Time Trial mode, even better in multi-player, especially as, much of the 
time, that ten 
seconds will 
almost certainly 
guarantee you 
the honours. 

But it's not 
worth using 
high-risk short- 
cuts like the 
over-the-wall 
ones in Mario 
Raceway and 
Wario Stadium 
in multi-player 
mode — chances 
are you'll come 
a cropper and 
look like a fool. 

Yorn) 
Bananas 
Rubbish on straights and about as welcome in your power-up 
box as a flat-sharing arrangement with a werewolf, bananas are 
nonetheless devilishly useful if chucked about with thought. 
Example: if your mate finds himself with a speed-up and is about 
to take to a jump, weave across the path up to the jump, 

spreading the liddle yella fellas 
about liberally and watch said pal 
slide all over the shop and tumble 
off the jump while you carry on 
regardless. 

Or, if they're astute enough to 
zigzag through your banana- 
minefield, plop them in places 
where your mate has absolutely no 
chance of avoiding them. Bridges 
and tunnels are ideal (especially 
when, on Koopa Troopa Beach, 
your opponents have made the 
jump into the short cut, laughed off 
your challenge, and then come a 
cropper as a result of your previous 
lap of ‘nana-dumping) but corners 
often invoke the finest end results. 

V9 LUVA OLUVW UIAVTd-ILINW LV LVIHD mee! Expert banana and 
shell deployment 
And remember, you can actually 
fire green shells and bananas 
behind you (sometimes to even 
greater effect). When tapping the 
Z-trigger, pull back on the joystick 
to send your green/yellow friend 
scuttling backwards, hopefully 
dispatching an opponent. If you're 
more careful with your power-ups, 
however, by holding the Z-trigger, 
your shell banana will be 
suspended behind you, acting as a 
shield against missiles coming at 
you from behind (except Spiny 
Shells, sadly), and giving anyone 
tailgating you a nasty surprise. 

Banana avoidance 
Ah, but if someone does try their luck with a banana and you're 
unlucky enough to hit it, there's sometimes a way of preventing 
the inevitably disastrous consequences. Providing you've gone 
straight over the banana — as opposed to sideways or some sort 
of out-of-control movement — if you tap B (that's la brake) 
immediately, your character can carry on as if he'd never even 
touched the aforementioned fruit. If you're successful, your 
racer will emit a little musical-note-filled speech bubble. 
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Over the next 
three months, 
N64 Magazine 
will trac 
down the best 
Mario Kart 64 
player in 
Europe. Could 
it be you? 
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MARIO KART CHAMPIONSHIP 

If you'd like to enter the Championship straight away, at Stage 1, please 
do the following: 

@ Stretch your reflexes to the limit in order to get the best possible time in 
Mario Kart 64's Time Trial mode on the Mario Raceway circuit. 
@ Either photograph or videotape your time (see the ‘Prove it!’ bit if you're 
not sure how to do this). Write your name, address and time on your picture 
or tape, otherwise we won't know who you are. 
@ Fill in the coupon printed on the opposite page and chop it out. 
@ Send the coupon and your photo or video to: Mario Kart 64 Championship 
Stage 1, N64 Magazine, 30 Monmouth Street, Bath BA1 2BW. 
@ Make sure your entry reaches us by July 31st. Yes, we know that doesn’t 
give you much time, or may even mean it's too late already, but we wanted 
to get things moving quickly. And anyway, if your entry reaches us after the 
deadline for Stage 1 (if, just suppose, this issue goes on sale later than 
planned and messes everything up) then don't worry — your time will be 
entered into Stage 2 instead. Please don’t phone up and shout at us. 

We'll collate all the times we've received by July 31st and compile a new 
table which will appear in N64 issue 6. In that selfsame issue, we'll also 
print a coupon for Stage 2, and invite everyone to send in new times (as well 
as asking everyone who hasn't entered yet to hurry up and join in). We'll do 
the same thing in issue 7 and print a Stage 3 coupon, and then in issue 8 
Me oll 

But that's not the end of the story! Before awarding the cup to anyone, 
we'll invite the three highest-placed drivers in the final table down to the 
N64 Magazine office to prove their Mario Raceway prowess. The exact way 
in which they'll do this has yet to be decided, but we'll probably give them 
five attempts each and pick the best time, or something. The winner will 
then be awarded our golden trophy in an elaborate presentation ceremony, 
and will have their photograph plastered all over N64 Magazine issue 9. 

el UE Ce Le 

Other things to note: 
@ Even if you aren't able to beat the best times we've printed this month, it's 
probably worth entering anyway: you might still make it into the top 10. 
@ You can enter the contest at any of the three Stages, and are welcome to 
re-enter as many times as you want before the closing date for Stage 3. Each 
entry must be accompanied by a photo or a video, though. 
@ At Stage 3, we'll be asking EVERYONE to send in a video recording of not 
just their best time, but their three Time Trial laps too. This is to ensure there's 
no last-minute naughtiness. You won't appear in the final table, or stand to 
win the cup, unless we've got a tape of you doing your laps. 

A! Issue 5 

MARIO RACEWAY TIPS 
We printed a detailed guide to 
getting tip-top times on Mario 
Raceway in our Mario Kart 64 
review last month, which, if you 
missed it, you can get your hands 
on by grabbing a back issue on 
page 103. Here’re the important 
points, though: 

@ Get a fast start by pressing and 
holding A just as the third light 
comes on. 
@ Use ‘drift cornering’ to skid 
around as many bends as possible. 
Do this by pressing and holding the 
R button as you turn into a corner, 
and then gently waggling the 
joystick from side to side to turn 
the smoke from your tyres yellow 
and then red. When the smoke's 
red, releasing R will give you a 
turbo-boost out of the corner. 
@ Hop, by tapping R, around 
corners which are too short to 
get a mini-turbo from. 
@ Use your three mushrooms 
wisely, one on each lap. 
@ To get times nea 00 
mark you' lag [ bjump 
over the w ) € hairpin 
bend. Do t! arply left 
in advance d ; fore 
the hairpin, d ark 
little way, U-terring to the right 
acti mushroom, speed 

towards the 
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to be able to pull off the same 
sneaky wall-hopping trick, but 
clear the bricks a little further to 
the right, landing to the right of 
the other wall on the other side 
and chopping out much more of 
the track. And that's much harder. 

Can't do the 
shortcut? 
The best Mario Raceway times in 
our table have been achieved by 
hopping over the wall just before 
the hairpin bend. This is incredibly 
difficult to do three times in a row, 
and, to be honest, is probably 
cheating too. So if you're finding it 
too hard to pull off the shortcut, or 
would rather play Mario Kart like. 
gentleman and not ‘bend th 
we'll be running a 
times achie 
over the wal 
for this, merély the A 
seeing your name 
Europe's most 
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this way, entersas*Normal but tick 
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Stage 1 
All the times we've been sent so far, 
along with any you somehow manage 
to rush to us by the closing date. 
Closing date: Thursday, 31st July 
Results to be printed in 
N64 Magazine issue 6. 

Stage 2 
The best times from Stage 1, along 
with any better ones we've received 
in the intervening four weeks. 
Closing date: Tuesday, August 26th 
Results to be printed in 
N64 Magazine issue 7. 

Stage 3 
The best times we've received by 
the closing date, with all three laps 
on video. The three best drivers then 
move into the final. 
Closing date: Tuesday, September 23rd 
Results to be printed in 
N64 Magazine issue 8. 

Final 
The three highest- 
from Stage 3.willlbe 
N64 Magazine office 
and the traphy will go 
Results to be printed in 
N64 Magazine issue 9. 

RULES 

CMR ee re mm Colm UC 
laps of Mario Raceway in Mario 
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ta mel arto F-m ty 
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one available in most UK shops. 
(Import players are encouraged to 
send their times into the ‘I'm The 
Best!’ section of Club 64, though.) 
Ram a leet 
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@ Entries for Stage 3, hoping to 
win the cup, must be accompanied 
by videotaped evidence of all 
Ue CMe hal) 
@ All entries must be received 
by the closing date for Stage 3: 
Tuesday, September 23rd, 1997. 
@ We can't accept responsibility 
for entries that get lost en route. 
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o am using the UK PAL version of 

» 01 by hopping over the wall 

O without hopping over the wall 

(Y, Mario Kart 64 Ji 
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PRELIMINARY HEATS 

Here are the best photograph-backed Mario Raceway times we've been sent so far, which arrived in 
response to the ‘New High Score!’ bit in last issue's Tips Extra. And, yes, Andrew gets a controller. 

(1 [OTOF29 | Andrew mis, tondondery 
2 [OT ORS [iason tosh pasion 
3 [O10 | stephen Spragzen, Glastonbury 
[5 [OT12G3 | cate mecoy, Oldham 

overall time for 
ay in Time Trial mode. 

Mario Kart 64. 
0 | have enclosed a photograph or video 

recording of my time as proof, with my 
name, address and time written on it. 
My time was achieved 

Us@'a photocopy if you don’t want to hack up your prized copy of N64 Magazine, and 
enclose a suitably-sized stamped addressed envelope if you want photos or tapes back. 



et a ‘perfect’ 
igh-score on 

ell, this looks like ‘it’ — the very final 
instalment of our seemingly endless 
Super Mario 64 tippage. It's been a 
long haul — but, we think, entirely 

worth it. No other game would merit such lavish 
attention, but there's no other game quite as 
fantastic as Mario 64, is there? 

Once again, we offer you our own coin count 
high scores, set against the maximum available 
counts for any course. How close can you come? 

For the last time, then, we put you in the 
capable and finger-blistered 

~ hands of Zy Nicholson... 

» This is the second part of our guide to a ‘perfect’ 
Mario score; refer to issue 4 for the earlier bit 

COURSE 11 
VC a Tam elute 

That target breaks down to 107 
coins in the upper world and 45 in 
‘Atlantis’. Since you can't return 
from the sunken city, be absolutely 
thorough before taking the plunge. 
You may have missed !-boxes near 
the pushable metal cubes, or on top 
of the tall cage, and there shouldn't 
be a single cork block left unbroken. 

Needless to say, the water must be 
drained completely for this to operate. That means you'll need to use the 
cannon to reach the’sunken city, rather than entering the course picture with a 
somersault as revealed in last month's shortcuts. 

These clockwork dust-busters 
seem to offer a helpful lift, 
but can you really trust an 
appliance with a Bowser 
logo? It's more likely you'll 
discover a nasty death loop 
wherein one Heave-Ho 
propels you straight into the 
shovel of the next before you 
have a chance to recover. 
They cannot be destroyed. 

1 Bob-Omb's Battlefield 146 141 
2 Whomp's Fortress 141 141 
3 Jolly Roger Bay 104 104 
4 Cool Cool Mountain 154 153 
5 Big Boo's Haunt 151 151 
6 Hazy Maze Cave 132 132 
7 Lethal Lava Land 131 130 
8 Shifting Sand Land 136 132 
9 Dire Dire Docks 106 106 
10 Snowman's Land 126 126 
11. Wet Dry World 152 152 
12 Tall Tall Mountain 137 133 
13 Tiny Huge Land 192 162 
14 Tick Tock Clock 128 127 

Rainbow Ride 



These innocuous black spheres that puff homing fireballs 
when you approach are indestructible, but you can disable 
them in Wet Dry World by raising the water level. And 
flamethrowers can have one positive effect. When Mario's 
pants are on fire, he can run up steeper slopes than usual. If 
you can bear the damage, deliberately intercepting a fireball 
offers a potential shortcut in places like the Tiny Land beach. 

Sinking coins are a lost cause, so evacuate all the water 
from your current section of Wet Dry World before 

COURSE 12 
Tall Tall Mountain 

When you start this course, forget everything else and get to 
the slide race. You're going to keep dying and retrying until 
you get this section right, or as near perfect as you care. 
There's a coin and a 1-Up in the chamber at the top of the 
slide, and if Mario should come a cropper here then 
immediately re-entering the course picture will return him 
directly to this section. Indeed, you can happily launch him 
into the void many times as this treasure-scattered ride is one 
of the best 1-Up loops in the game. 

When you're happy with your collection, exit via the shaft 
at the end of the track but jump over the fence to the side and 
proceed as if the course had just begun. 

You can lose coins in peculiar ways. On certain parts of 
the mountain, particularly while gathering red coins from 
the giant mushroom patch, don't be surprised to see a 
Bob-Omb from the ledge above tumble past with a puff 
of smoke. It got its X and Y right while hunting you 
down, but didn't figure on the Z... 

Horrors! Our otherwise perfect speed guide neglected 
one important shortcut on Tall Tall Mountain. Upon 
entering the course, turn 180° to head down the slope 
and around the corner. You'll see a 1-Up Mushroom 
on the precipice below the slide race exit. As you run 
over it, maintain direction and make a leap of faith 
from the mountainside. A rising air current will pick 
you up and raise you to the next plateau. 

That's if you're lucky enough to find the thermal, 
as it remains invisible until you hit the right spot. And 
there's a purple Chuckya to pass, too. The 1-Up 
Mushroom is provided with good reason, it seems. 

squashing the local pond skaters underfoot. On dry land the 
Skeeters make such a dreadful racket that if you keep your 
ears peeled you can actually use it to hunt them all down. 
The reward? A street value of three coins. 

By which we mean the charging purple bombs with a desire 
to use little plumbers as paper planes. When the bomb comes 
to rest (assuming you dodged or flipped), pick it up by the 
hexagonal bolt on its back and lug it to a clear flat space. 
Given a taste of its own medicine, the chuckyer will explode 
in a five coin shower. 

ye Rie 

ee ao 

WHERE’S WALLY? 
Have you obtained a second 
joypad yet? You really should, 
although this is possibly its 
most trivial function. Having 
beaten Bowser In The Sky and 
completed the game, you can 
use controller two's joystick to 
direct the camera perspective 
of the scenes shown in the end 
sequence. The odd thing about 
this facility is that it continues 
working into the credits: by 
turning to look in the right 
places, you can spot Mario 
somewhere in the scenery of 
every course highlight. A secret 
is revealed if you point the 
camera up and to the left while 
the giant Power Star descends, 
when you'll see Yoshi standing 
on the edge.of the castle roof. 

A MATTER OF LIF 
AND DEATH... 

... Is Our casual cinematic 
reference to a lovely little 
Nintendo touch courtesy of Koji 
Kondo, the music composer. 
Once you have 50 Stars, you 
can enter the Star Door at the 
top of the castle, although 
you'll find yourself running up 
an infinitely looping staircase 
and never quite reaching the 
final conflict until you possess 
the necessary 70 Stars. As 
you do, listen out for a clever 
harmonic trick creating an 
aural illusion that the music 
is constantly rising in pitch. 

THE SUPER JUMP 
Apart from 100 lives, the ‘gift’ 
that Yoshi mentions is to turn 
your triple flip into a (not-so-) 
super jump. If you've spent 
ages pondering its purpose, as 
we did, then try a triple flip 
from the castle roof to the 
moat below. While sparkling in 
the fourth bounce, Mario is 
invulnerable and will take no 
damage from the fall. 

But it doesn’t open up 
any new areas and we've 
never found a proper use for it. 

VON LA 
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THE CAP TRICK 

Mario can actually lose his cap 
in three places — on courses 8, 
10 and 12. In Snowman's Land, 
for instance, he can part 
company with his headgear 
when the Giant Snowman puffs 
him from the penguin’s bridge. 
Before you collect it, then, use 
the teleport a few times: extra 
caps will appear on top of the 
original as a result. Slowly tiptoe 
towards the pile so that you pick 
up just one, leaving the rest in 
the snow, and repeat the trick 
from the bridge. The game 
will crash if you produce 
around 50 ‘spares’, though, so 
don't get carried away. 

An extra glitch may occur if 
you pick up several at once, so 
try this in Shifting Sand Land. 
Whenithe vulture has your cap, 
jump and kick him,so that he 
drops it out of immediate reach. 
Use the oasis palm teleport 
several times, back and forth, 
then pick up the pile of multiple 
hats. By collecting the lot in one, 
Mario should keep a single cap 
held in his fist. Better still, grab a 
Wing Cap before returning to 
collect them: you can now fly 
without wearing the wings. 

If you should quit the game 
when Mario is still without his 
cap, here's where to look for it 
on your return. He takes double 
damage in this ‘ginner’ state, so 
you'll want to recover it as soon 
as possible. 

Klapto the vulture has your cap. 
Stand atop the red pillar near 
the oasis palm and he will soon 
start circling you, whereupon a 
timely jump will knock it from 
his talons. If you still can't find it 
after this, see if it's ‘stuck’ to the 
sides of the pillar. 

One of the snowmen nearest 
the cannon will appear with 
your cap when you approach. 
He even wears it with a Marlon 
Brando tilt, the cheeky flakester! 
Defeat him with the technique 
we've described earlier and 
nothing but your personalised 
beret will be left in the snow. 

Predictably, your classic 
headwear has been filched by 
the first monkey near the rolling 
log. Catch him and pick him up 
as usual to reclaim it. The wind 
blast from the Fwoosh cloud will 
often snag your cap half-way 
down a mountain side, though, 
so it's easier to restart the game 
if you can't find it. 

COURSE 13 
Tiny Huge L 

A second wooden post crowns 
Lakitu's Island just off Huge 
Land beach, but to reach it 
you need to launch yourself 
from the Shyguy and thus 
miss collecting its two coins 
to gamble on a potential five. 
If anybody has discovered a 
surefire way of jumping to 
the island, write to us now. 

Collecting both coins at 
the top of the beach produces 
a 1-Up Mushroom. 

This is,inside the mountain, on 
the highest ledge of the red coin stash. For a decent High 
Score you actually need to enter the mountain side and 
collect all the red and blue coins, then carefully make your 
Way back outsidevand continue $0 you can finish by tackling 
the WiggleresOss andimicking the ten coins in its lair. 

The jazz-shaded offspring of Boss Bass is slow but 
threatening. Regardless of health, you'll be killed instantly 
if you're careless enough to be swallowed whole. 

The inhabitants of Tiny Land are a perfectionist’s nightmare. If 
they hit you before you hit them, they vanish forever in a 
puff of smoke and won't release a coin. The solution calls for 
a special move in Mario's repertoire that most players never 
use — the low roundhouse kick. Hold Z to crouch on the spot 
and wait for the Micro-Goomba to charge, hitting B just 
before it impacts (practice really pays off, as ever). You'll 
chip the coin into the air, which can be problematic, but this 
sweeping attack has a much better success rate than jumps 
or butt slams. 

Worth a yellow coin if you jump on them normally: use a 
butt slam and they flatten with a pop for a blue coin. This is 
the secret to major scores in Tiny Huge Land, and also lets 
you squash them from quite a generous distance. Giant 
Goombas are immune to the Koopa Shell. 

Related to your own camera guy, but not in a friendly way, 
the cloud rider is easily dispatched with a double jump by 
watching his shadow. Given a chance this Lakitu will drop 
Spinies, living mines that trundle around on tiny legs. Spiney 
spines can hurt, and even stop a Koopa Shell, but with 
careful punches you can slowly nudge them off a ledge 
or into deep water. 



COURSE 14 
Tick Tock Clock 

Stop the clock with last month's method and use our wall- 
kick shortcut to climb the tower. The only real enemies to 
fight are those two Bob-Ombs at the start: everything else is 
a case of making the jumps and punching the boxes, praying 
that you don't (as we did) lose a coin to the misty depths 
below. If you're feeling about ten coins short, you may not 
have discovered the !-box that sits on a floating central island 
beneath the upper clock hand. 

Follow last month's directions for Star 2. When it's triggered, 
you'll need to run back along a narrow path for a tremendous 
but short-lived stash of blues. 

Now, this is good. With credit to Stuart Campbell, it turns out 
that you can get ALL the stars on this course with the clock 
stopped. Star 3 is just a short drop down from the hexagonal 
cog nearest Star 1, and the angle is much easier than it looks. 

COURSE 15 
Rainbow Ride 

This isn’t pleasant, as it pretty much demands you follow 
the routes for collecting all six stars, in succession, without 
stopping or screwing up or saving your game at any point. 
There are surprisingly few coins for such an enormous 
course, and you'll be cursing when you see that bob-omb 
or flyguy bounty rolling off into the blue. 

See last month's guide for the wall-kick trick to this coin 
shaft. Even when you know what to do, the time limit is so 
tight that it should probably be the first task of any coin- 

collecting challenge. 
No second chances. 

As soon as you step on 
this, you've initiated the 
countdown to its descent, 
so you can't make it last 
longer with the old 
hoppity-hop Donut Block 
trick from earlier Mario 

As long as you jump 
from the edge rather 
than drop off, you have 
the power of analogue 
stick aftertouch to guide 
yourself into the wall 
niche. Lovely. 

Star 4 is a little 
trickier, but still beats all 
that messing about with 
rotating cubes. Once 
you're on the approach 
to the upper clock hand's 
boarding platform, you 
can long-jump across to 
the space underneath the 
Thwomp (you'll surely 
have done this to get the 
coin box). With a triple 
jump in this space from 
the edge to the back wall you can just get high enough to hit 
the wall ABOVE the slippy slopes, whereupon a wall-kick from 
here will give you all the height you need to grab the 
Thwomp's pedestal. Zip underneath him to the stationary 
conveyor belt and proceed as usual, jumping onto his head 
(he's still moving, after all) and getting a lift up to the star. 

As we hinted before, some mushrooms don't give up. Climb 
the pole near the heart restorer but, instead of doing a 
handstand, just jump backwards at the top and leg it. With 
reverse somersaults you can keep dodging the little 1-Up until 
one of you is exhausted. Not quite a match for gull-skipping in 
Yoshi's Island, admittedly, but unusual nonetheless. 

games. But you will find the reverse somersault most useful 
for running across, grabbing the treasures on the end plank, 
then getting up to the next platform before they even move. 

Want some more? Then ferret out Zy's “How to 
get 70 stars as fast as possible" guide in issue 3. 

BECOME THE UNDEAD 
This only works with the original 
Japanese cart, so you can guess 
how important it is. For total 
and utter completism, though, 
here's what you do. Enter any of 
the Star Door courses and get to 
a Bowser battle - Dark World is 
easiest. Let the Great Spiny One 
breathe fire and you'll see that 
red flames randomly turn into 
yellow coins. Keep dodging to 
collect those coins and — yawn — 
some 30 to 45 minutes later, 
your cash count will approach a 
four figure sum. At exactly 1000 
coins, your life counter will 
change to show “M25" (US 
and European carts stop dead 
at 999). 

Mou are now in the anfie 
life; eVeryatime you die you'l] 
Gam an extra M-life, whereas = 
Up mushrooms wili@@duce that 
figure until the effect is nullified. 
To maintain their immortality, 
good players may need to 
indulge in some Lost Boys 
recklessness now and again. 

FRE DEATH LOoUr 

To do this you'll need to have 
activated the cannon on Course 
11. Jump inside and point your 
sights at the sun, then pull back 
as far as you can so that you're 
aligned as high as possible on 
the middle sunbeam. When 
fired, Mario hits an invisible 
barrier and drops back down to 
the cannon emplacement. After 
taking damage from the fall he 
rolls back into the cannon ready 
for another blast — even if his 
health meter is empty. Until he’s 
in a position where one of the 
pre-determined animations can 
take place, you can do this 
indefinitely — but Mario's living 
on borrowed time. 

ON me 
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his month on the 
Hotline has been a 
remarkably quiet 
one, due to the fact 

that most of the staff have had 
to be tranquilised after the truly 
awesome experience that is 
multi-player Mario Kart 64. Not 
since the pictures of the last 
staff party were leaked to the 
press has there been this much 
excitement over acts involving 
more than two people. 

Also being played in 
the office is the remarkably 

develop your gaming skills. 

90 

well-converted Killer Instinct 
Gold. Big-hearted lummoxes 
that we are, we've always had 
a bit of a soft spot for the Killer 
Instinct games, and this version 
runs at almost the same speed 
as its American counterpart. No 
bad thing in our books — and 
in the next few months things 
are set to get even better with 
the imminent release of even 
bigger and better games for 
the N64! Blimey! 

Until the next time, then, 
keep ‘phoning... 

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 counsellor, they are one of the finest 
gamesplayers in the country, and the perfect coach to help 

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 (01703) 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. 

MARIO KART 64 
Common Questions 

Q Who is the best racer? 

There is no best racer; it depends 
on your skill level. Practise with 
all of them to find the racer who 
best suits your skills and style. 
For beginners, use Mario or Luigi. 
For more advanced racers, either 
Toad, Yoshi or Wario. If speed is 
your game, take the Princess. 

a cap 1/8 

a 

Can | use the first-person 
Q perspective view like in 

the demo/replay? 

No. 

The characters on the title screen 
are going the opposite direction to 
the way they normally do, and the 
colours are different! What's wrong? 

The game has got the ‘extra’ 
tracks on it. 

Is there any reason | should 
beat 50 or 100cc? Why don't 
| just go straight to 150cc 

OQ and beat that to get the 
‘Extra’ option? 

You should beat the 50 and 
100cc challenge levels to get 
really good at the courses, so 
you have a chance at winning 
the 150cc level. You don't need 
to, but it's a good idea. 

Can two players play as the 
same racer? 

No. 

Reverse Tracks 
As most people know, there are 
mirrored versions of all the cups 
available if you complete the 150cc 
cups and get a first place on each one. 
The title screen will change, and the 
characters will face the opposite way, 
once the extra tracks can be selected. 

Course Ghosts 
On three courses of the game, there 
are special ‘ghosts’ who will challenge 
you to race them if you manage to 
beat set times on that course. The 
courses and times are listed below, but 
be aware that these are only rough 
approximations of the times needed. In 
all cases, it should be mentioned that 
the ‘powerslide’ technique is almost 
certainly vital to attaining these times. 

COURSE 
Mario Raceway 
Luigi Raceway 
Royal Circuit 

Powersliding 
In order to gain truly exceptional times 
on the courses in Mario Kart 64, 
you must become a master of this 
technique. When preparing to turn into 
a corner, hold the top R button to 
begin sliding. When the cloud of smoke 
begins to emanate from your kart, 
quickly hold the control stick in the 
opposite direction from that in which 
you are turning, then pull back in the 
direction of the bend. This should turn 
the smoke yellow. By repeating this 
technique, the smoke will turn red, 
after which releasing the R button will 
give your vehicle an extra kick of speed 
as you come out of the bend. 



Hints and Tips 
PLAY AS GARGOS 

Description: This code allows you 
to play as the boss of the game, 
Gargos. Ugly fella, ain't he? 
Instructions: Turn on the game, 
wait until any of the character bio 
screens appear, then press Z button, 
A button, R button, Z button, 
A button, B button. After you 
hear Gargos laugh, press Start. 

SKY STAGE 

SPECIAL COLOURS 

Description: This admirable little 
code allows you to choose any 
one of three additional colours for 
your character — gold, white and 
shadow — without having to beat 
training on the hardest level. These 
colours save to the Controller Pak. 
Instructions: Turn on the game, 
wait until any of the character bio 
screens appear, then press Z button, 
B button, A button, Z button, 
A button, L button. After you hear a 
voice say “Welcome", press Start. 

ENABLE ALL OPTIONS 
Description: This code allows you 
to access all five special options, 
without having to beat each training 
level. Who could ask for more? 
Instructions: Turn on the game, wait 
until any of the character bio screens 

appear, then press Z button, 
B button, A button, L button, 
A button, Z button. After you hear 
a voice say “Perfect”, press Start. 

SEE END CREDITS 
Description: This code allows 
you to view the end credits. 
Instructions: Turn on the game, 
wait until any of the character bio 
screens appear, then press Z button, 
L button, A button, Z button, 
A button, R button, then Start. The 
credits will automatically appear if 
the code is input correctly. 

ARENA/MUSIC SELECT 
Description: Allows you to choose 
the background stage or music 
during a two-player game. 
Instructions: The first player to 
choose their character selects the 

stage. The second player picks the 
music. All codes are performed 
while selecting your character. 

. Castle: Up and QP 

. Jungle: Up and MP 
. Spaceship: Up and FP 
. Stonehenge: Up and QK 
. Museum: Up and MK 
. Helipad: Up and FK 
. Bridge: Down and QP 
. Dungeon: Down and MP 
. Street: Down and FP 

10. Dojo: Down and QK 
11. Spinal Ship: Down and FK 

WOAONHDUHRWN 

RANDOM SELECT 
Description: Allows each player to 
have the computer randomly select 
a player for them. 
Instructions: On the Player Select 
screen, press Up and Start. 

Moves for Gargos 

Description: This code allows you to 
fight on a special Sky Stage. Players 
can be knocked off the edge at any 
time during the match. This code is 
given to you after you beat the 
game on the hardest level. 
Instructions: On the two-player 
character select screen, while each 
player is holding Down on the 
control pad, press the Medium kick 
button when selecting your preferred 
character. Both players must do this 
for the code to work. 

Roll Forward, Down- 
Forward, Down, Down-Back, 
Back in one continuous 
motion, then press Medium 
or Fierce kick. 

Forward, Down, 
Down-Forward in one 
continuous motion, then 
press Fierce punch. 

Roll Down, Down-Forward, 
Forward in one continuous 
motion, then press Quick 
punch — easy and useful! 

Roll Back, Down-Back, 
Down, Down-Forward, 
Foward in one continuous 
motion, then press Fierce kick. 

(In the air:) Roll Down, 
Down-Forward, Forward in 
one continuous motion, then 
press any punch button. 

Hold Up-Back or Up-Forward 
and press Fierce punch. 

Forward and Fierce kick at 
the same time. 

Claw Uppercut (Forward, 
Down, Down-Forward in 
ne continuous motion, 
then press Fierce punch). 

An Opener is a move that 
starts a combo. Openers can 
be any kind of attack, or 
Special Move, that doesn't 
knock your opponent down. 
Basic Openers include 
Jump-in attacks, Pressures 
and ‘Opener’ Special 
Moves. Gargos's Openers 
are either Dash or Pounce. 

A Pressure is a Special 
Move that can give you 
two quick hits. Pressures 
can be used effectively as 
Openers, Auto-doubles and 
even Juggles — which is 
nice. Gargos's Pressure is 
Forward and Fierce kick 
at the same time. 

Gargos only has a few 
combos, and they are very 
short. The two combos 
below are just examples. 
Basic Combo Philosophy: 
Opener + Auto-double + 
Linker (or Super Linker) + 
Auto-double + Combo 
Finisher = Combo. 
Combo 1: Dash with Medium 
kick + Quick punch or Quick 
kick + Claw Uppercut = 4 hit 
Super Combo. 
Combo 2: Pounce with Fierce 
kick + Medium kick or Medium 
punch + Claw Uppercut = 5 hit 
Hyper Combo. 



Along with the massive Mario Kart 
competition we're running in this 
issue, we're also going to have a little 
one here. The prize, as ever, is a fine 
Sharkpad Pro 64 joypad from our 
friends at Interact (01202 862 0265), 

but rather than getting 
> . you to send in your 

best Mario Raceway 
times, this month we 
want your Luigi 
Raceway laps. 

Luigi Raceway 
might at first glance 

seem a little easy. However, to get a 
really good time, you'll need to be 
extremely adept at power sliding for 
mini-turbos — three or four on each 
of the long sweeping corners. 

Anyway, if you can beat 
Jonathan's time below, send a photo 
of your achievement to arrive here no 
later than the 22nd of August. Oh, 
and by the way, your time MUST be 
achieved on the PAL version of the 
game — we can spot NTSC entries a 
mile off, so it's not worth trying to 
cheat. Mark your entry “Here's my 
Luigi Raceway Time” and send it to: 

New High Score 
N64 Magazine 
30 Monmouth Street 
Bath BA1 2BW. 

THIS MONTH'S 
TIME TO BEAT: 

Mario Kart 64 
Luigi Raceway 02'06"46 (PAL) 

2 INEM... 

(Nintendo) 

For all these cheats to work, the 
following instructions have to be 
followed precisely. Select a new 
game slot and enter your name as 
_Wampa__Stompa. (This bit is 

case-sensitive, with _ as a space.) 

Now select Medium as the difficulty 
level and start your game. With your 
game in progress, pause it and put 
the controller setting to Traditional. 

AT-ST 
Once the AT-STs appear in the 
second round of the Battle of Hoth, 
press Left on the D-Pad and Right C 
simultaneously. Now quickly press Up 

on the D-Pad and use Right C to 
scroll through the camera views until 
you see the AT-ST. Once selected, 
use the D-Pad to control your walker 
and press Up on the D-Pad to shoot 
down Rebel Snowspeeders. 

WAMPA 
During Level 2, Escape from Echo 
Base, press Left on the D-Pad and 

Right C simultaneously. Press Up 
on the D-Pad as before and scroll 

through the available views until you 
see the Wampa. Control is the same 
as for the AT-ST except this time it's 
Down on the D-Pad to attack. 

STORM TROOPER 
Again during level 2, press D-Pad 
Right and Right C simultaneously. 
Now press D-Pad Up and scroll 
through the available views to find 
the Storm Trooper. D-Pad controls 
your clone and, as with the Wampa, 
D-Pad Down is the attack command. 
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If the character you're playing dies, 
simply repeat the trick to get another 
one. Unfortunately, the Wampas and 
Storm Troopers are incapable of 
operating switches or, it seems, 

climbing stairs. Ludicrous creatures. 

SUPER MARIO 64 
(Nintendo) 

It's almost unbelievable, isn't it, 
that after so much in-depth Super 
Mario coverage, we still continue to 
discover new secrets and tricks? But 
in a spirit of awestruck respect, we 
will continue to present you with such 
treats as further proof, long since 
superfluous, that Super Mario 64 is 
the finest videogame ever created in 
the whole history of ever. Ever. 

Issue 1 mentioned how the baby 
penguin imitates you if you do a 
running dive near it, but have you 

8x 

tried stealing the baby back after 
returning it to its mother? 

Another small Nintendo-ism can 
be found on Course 4's ice chute by 
re-entering the penguin race at Star 3. 
If you have all 120 Power Stars, your 
‘out of shape’ penguin opponent 
puts on a little weight and makes a 
more formidable track-hogger on the 
slide. Be warned: this new challenge 
is not for the short-tempered... 



READERS’ TOP TEN TIPS 
ello, and welcome to another Readers’ Top Ten Tips! It's been a fantastic month 
for reader tips, what with an all-new short-cut on Mario Kart and, not content 
with that brilliance, a way to get a 0"00'00 time for your race with Koopa the 
Quick in Super Mario 64. There's more, too! The radar trick for four-player 

Starfox is especially cunning — if the person who sent it in rings us with their name, we'll 
get a badge to them as soon as possible. Daniel Glenfield's [S564 tip is useful for all you 
customisation fans out there, and for the poor souls labouring away with Mortal Kombat 
Trilogy and FIFA 64 there's even some cheat relief for you. Truly, a cheat bonanza. 

BT et es} 
I've found a short-cut on DK’s 

SIT arama WMO MON MA <d 
seems to have found. You can 
jump round the trees by the side 
of the hairpin and take a narrow 
gangway to cut across to the 

rope bridge. Even if you get 
knocked off by the barrage of 
coconuts, you'll still be picked 
up and put on the bridge. 
OE Tel ee Uae tig 

Bit] 
TOP TIP 

Re Ce aa 
cea imme oom aon 

in one of your games? Then 
send it to us immediately! Each 
ue mes Me mod 
eee Cea 
VCR Or acu mi CCy) 
N64 pin badge. And if you get 
the coveted Number 1 slot, we'll 
send you something just a little 
yaya MaRS 
we've already printed, though. 
Dae Ue eo 

2 Super Mario 64 
If you jump out of the 
surrounding area of Koopa, 
where you land is the position 
you'll start the race from. If you 
then go and get the winged cap 
and pull off a triple jump with 
the third jump in Koopa’s 
surrounding area, you'll take to 
the skies. If you fly straight into 
isl mela tela Cease MOU MRC] 0) 
to the cannon on the flying 
island, and then fly to the 
flagged pole and slide down it, 
you should find yourself with 
Taso (to) OMe LOC LOH 

You may find that Koopa 
keeps stopping you as you try 
ion [lun] mW N MAUL UN 
you should get the hang of it. | 
enclose a (rather blurred) photo 
lm a- onc 

PRT) a} 
In four-player Starfox, fly low to 
the ground to avoid being 
picked up 
Olam 
ir-Cel- la 
RL 
you'll be umm 
able to ee 7 
AL) i 
CERO ae et 
lala 

en 

ee ete Se er ea eer an et» ONG Ce cate RSE gh a ec 

It's for [game name]: 

ada 
o 

Oe 
If you want to beat the pants 
om UO MI Mela Nos 
game, go in to the game as the 

team you want to be, but then 
go to Controller Select and 
change to the other team by 
pressing Right or Left. Now 
start playing, score as many 

own-goals as possible, and 
change back to your own team 
EVM im CMa viComm COLUM MOLY 
almost certainly win the game. 

PCG Smita 
When your opponent 
performs a Babality on 
you, hold down both 
punches and both kick 
buttons to become full-size 
again. You'll then explode. 
Ugo Unosu, Liverpool 

6 Super Mario 64 
To get times under 31 seconds 
in the first race with Koopa the 
Quick, follow this clever tip. 
From the start, head left and 
reverse somersault up onto the 
see-saw (from A to B). Jump 
straight up on the higher level 
and run towards point C. Now 
long-jump onto the grey slope 
You won't be able to run all the 
way up here, but, just before 
you slide back, jump and press 
C to dive up onto the brown 
path. Continue on, and when 
you get to the slide back down 
(with the red coin), go right 

up to its edge and do the 
oye Coa ae Lce Mola LescU0] | meee a) 
against the green wall to your 
right. You should now be just 
about able to grab the ledge 

above. You're almost at 
the top and a quick reverse 
somersault will finish the job. 
Provided you don't mess up and 
do lots of long jumps on the 
straights, you should break all 
your records with ease. 
yd Uc ad 

Pal 
f you save a game with Turok 

in good health and with plenty 
of ammo, you can use it as a 

refill device in the Bonus 
levels. If you enter a bonus 
evel (though one of the 
disappearing blue portals), just 
before you fall into the blue 
water (the stuff that takes you 
back to the beginning of the 
oe) A TM (AVoi KOM Coat aYn LO PN OL Cons 
Start to pause the game and 
oad your saved game. Instead 
of loading your game, the 
computer will put you back at 
he beginning of the bonus 
evel, but with all the ammo 
and health attributes of your 
Le Uo 
Matthew Howell, 
Port Talbot 

8 Iss6é4 
NB OOM metal wc omee) 
the computer gives him terrible 
stats, select OK and Yes. Now, 
when it asks you if you wish to 
register your player, select No 
and choose Yes to re-enter the 
name etc. The stats will now 
have changed, and if you're 

this until you've built an 
entire team of great players 
Daniel Glenfield, 

Abingdon 

PRET Cet a 
In the Battle Mode on the 
Skyscraper level, drive into 
one of the five gaping pits 
and hit the wall just as your 

(oye) el aOR aCe 
balloon. If you time this right, 
Tio sT LeeLee cL 
show you a close-up of your 

racer tumbling down and being 
fished back by Lakitu, who takes 
you back to the arena and steals 
one of your balloons. If you do 
this with only one balloon left, 
clouds of smoke will envelope 
your racer after he's been placed 
back onto the arena. Useless, | 
know, but quite fun. 
NC em er La) 

eR CTE 
MPU (Ole COLI ATSd 
on holiday, make sure you've 
booked your destination close 
to an erupting volcano. The 
stream of refugees clogging your 
ic Arolam- eam tnK 1a mae) 6] 
of volcanic ash on the horizon are 
sure to make your holiday that 
much more exciting. 

HERE'S MY TOP TIP... 

And I've found that if you: 

Name 

Address ........ 

Post: codes aiken crcis ots 

patient, you can keep doing 

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. 

VULXI SdLL INITLOH OGNILNIN vax CXL 



“Put to rest” 
Having recently purchased an import 
Hong Kong N64 after owning all 
other consoles and a hi-spec PC with 
a 3DFX graphics accelerator card, | 
thought I'd drop you a line to say 
some things. Firstly, my initial 
concerns about the N64 and its 
choice of game format have been put 
to rest. Tiny games, weedy sound 
and no Full Motion Video, people 
said — but all were wrong! Super 
Mario, Turok and the rest of them all 
boast massive, varied levels, excellent 
sound and real-time polygonal cut 
scenes to rival any FMV! | admit to 
liking the PlayStation, but its graphics 

“Please do 
something!” 
All is not good... | was going 
through some French Nintendo 
magazines and saw some things 
that startled me. As we all know, 
Zelda 64 will be double the size 
of Mario 64, and producing such 
a game must be hard. But the 
French wrote that Zelda 64 won't 
be coming out in Europe because 
it will be hard enough to produce 
sufficient copies for Japan and 
America. | felt my heart stopping 
as | read those bitter words. 
Please say it isn't true! PLEASE 
DO SOMETHING! If | don't have 
Zelda in my hands I'll kill those 
cold-hearted Japanese dogs! 
(ust don't ask me how...) I'm 
counting on you to find out the 

@4 INCM..... 

eR emu Ulm We 
dollop of your own opinions and questions. Is 
the Nintendo 64 “good” or “crap”? Does Turok 

make you sick? ada does Mario have lumpy gloves? 
The answers to all t ese important posers, and more, 
are debated at length in the sentences which follow. 

are looking a bit 
dated now. 

When | first fired up 
Pilotwings 64 and Super 
Mario 64, | realised that this 
was the real deal! No warped, 

late blocking-in or horizon 
pop-up. Just superb, smooth, 

highly realistic graphics which 
stretch out as far as the eye can see! 
Awesome! And since these were the 
launch games, just imagine what the 
games will be like in a year's time! 
Robbie Donald, Edinburgh. 

Awesome indeed. N64 owners, it 
would seem, are among the most 
excited people in the world. Ed 

“Class and 
charisma" 
As | scanned over the magazines in 
the local newsagents, there was one 
that caught my eye straight away. 

truth! This isn't any old game - 
it's Zelda we're talking about! 

| even have plans to draw 
a comic strip based on the 
characters. But as |’m still 
developing my style it won't 
be published for some time. 
(And | need Nintendo's 
authorisation, right?) 
Gise La, Portugal 

Don't panic, Portugese pal — the 
French have got it all wrong. 
Zelda will inevitably take a 
month or two to reach us after 
it's appeared in Japan and 
America, but it'll get here 
eventually. | like your comic 
strip very much, although the 
only bit | can understand is 
when Link says “Mais atencao! 
Hmm..." | think. Ed 

blocky, pixellated graphics with 

You guessed it, it was yours, and as | 
peeled back the shiny, glossy cover | 
never thought for one moment that 
it would give me so much pleasure. 

Every word, every sentence, 
paragraph and picture oozes with 
colour, class and charisma. Why 
waste precious money on the 
Internet looking up badly-scanned 
pictures of Mario when | can spend 
it on this tremendous piece of 
artwork? But, oh no, it isn't just 
pretty pictures — every sentence 
is crammed with tips, jokes, facts 
and suprises. Hurrah. 

As | stood in the newsagents, 
enthralled and completely 
overwhelmed by this, | could tell that 
the spotty, young, dodgy-looking 
shopkeeper was about to ask me: 
“Are you going to buy that or just 
stand there and look at it?” And, 
suprisingly enough, he did. That was 
a bit of a stupid question — of course 
| was going to buy it. So | quite 
happily gave over my meagre two 
pounds and ninety five pence, and 
every penny — every half-penny — 

 £e 
—\ 

( “a 

mas? r 2] 
& 

was worth it. I'm delighted to report 
that it has changed my life for ever. 

So well done to you all, every 
single one of you, from the editor to 
the coffee-maker. It's worth all the 
trouble you go to. Good on ya. Oh 
yeah, and is there any way of getting 
the first issue? | seemed to miss it. 
J Merry, Stroud 

Sheesh. Modesty forbids us from 
printing too many letters like this, 
but every once in a while we 
can't help ourselves. They're like 
irresistible custard doughnuts. But 
issue 1's sold out. Sorry. The only 
copy we've managed to hold on to is 
now kept in a hermetically-sealed 
vault deep below the N64 office, and 
is only removed once a month, using 
white silk gloves, to be gazed upon 
in fear and wonder. Ed 

“A bit unclear” 
In the latest mag it's a bit unclear 
what version of Mario Kart 64 is 
getting the high rating. The comment 
‘crap PAL conversion’ and the box on 
the conversion don't seem to mesh 
with the bulk of Jonathan's review, 
where he obviously adores the game. 
Would he still like it if he'd never 

seen the Jap/US version? 
Sanjay Wadhwani, via e-mail 

Our Mario Kart review was 
based entirely on the UK 
version, which remains a 

superb game despite 
Nintendo's lazy PAL 
‘conversion’. The times we 
printed were all ones | got on 
the UK version, too, although | 
didn't have long to hone them, 
so a couple of them might be a 
bit crap. Most of the pictures, 
though, were taken from the 
Japanese version, because the 
UK one went funny when we 
put it through the awful PC 
we're forced to use for taking 
screen-shots. Clear now? Ed 



“Five hours” 
Oh dear, oh dear. Mario Kart 
64 — what happened? | dashed 
out on Saturday evening and 
got my copy of the long- 
awaited PAL version... dashed 
home and switched it on... 
dashed through every cup... 
and finished it. 

Dashed through mirror 
mode... finished. Credits still in 
English, though — thought they 
were supposed to change at 
this point. (They change into 
Japanese on the Japanese 
version, but stay in English on 
the US and PAL versions. 
Makes sense, | spose. Ed) 

I'm sorry, but £60 should 
last longer than five hours. I've 
been waiting with baited 
breath for a good racer to 
come out, only to find out that 
it's far too easy. Come on, 
Nintendo, you're taking the 
Michael here. The old SNES 
one was harder! | was also a 
little disappointed by the 
graphics. (Not the characters, 
though — they're superb.) 
Yoshi's track is excellent, but 

the rest are a little lacklustre. 
Niniah Carter, London 

Ah. You've obviously reached 
that oh-so-tricky ‘Disillusion’ 
stage, highlighted in our 
review last month and 
experienced by Mario Kart 64 
players who've completed the 
much-too-easy Grand Prix 
mode but haven't yet gone on 

to sample the wonders of 
either Time Trial mode or 
the multi-player modes. 
Persevere and ye shall be 
rewarded. Honestly. Ed 

“Generally 
unwell” 
| have owned a PlayStation 
for almost two years now, 
but have recently treated 
myself to a lovely new 
Nintendo 64, with which | got 
Turok and Super Mario 64. 
However, while I've enjoyed 
playing Mario immensely, I've 
had quite the opposite feeling 

playing Turok. Each time 
I've played it, you see, I've 
felt nauseous, depressed 
and generally unwell. 

I've heard that people 
feel similar while playing 
games like Doom on the 
PlayStation. However, prior 
to playing Turok I've never 
had any such problems with 
games, including Doom. |'d 
like to ask if anyone else has 
had the same trouble as me 
while playing Turok 
N J Blackburn, Blackpool 

Curiously enough, they have. 
Doom and Quake veteran 
Jon Smith reported serious 
queasiness while he was 
compiling our ‘How to find 
all the keys in Turok’ feature 
in issue 2, and Les Ellis on 
neighbouring GamesMaster 
magazine has had similar 
problems. We've no idea why. 
Jon found that following the 
ridiculous-sounding advice in 
the manual to “discontinue 
use and play again later” 
was the only option. Ed 

“Look 
forward" 
I'm sorry, but | have to write 
in and complain about your 
excellent mag. Why oh why 
do you always say it will be 
out on a certain day when it 
always comes out two weeks 
later? Now, this isn't sucking 
up, but | do always look 
forward to reading the best 
N64 magazine there is. 
Daniel Bowers, Hexham 

| know, | know, and we're 
sorry. But the truth is — and 
this is the honest truth this 
time — that we finished the 
whole magazine a day early 
last month, and Wil was 
taking it to the printers, 
grinning broadly, when he 
left it on the bus. Would you 
believe it? Anyway, to cut a 
long story short, after several 
days of frantic telephoning, 
we eventually tracked down 
issue 4 in the left luggage 
office at Margate bus station. 
We rushed it to the printers 
immediately, of course, 
commandeering all available 
vehicles, but weren't in time 
to save you from further 
late-appearance misery. 
Rest assured, however — N64 
Magazine will never again 
go on sale 
later than we Pa 
say it will. Ed 

So tell me this... 
ea Ce eye ae ole Mele eee Ue el 

PM meer me em ee Gelade 
So write to us with your questions. 

1. My Nintendo 64 came with a 
SCART lead which has an RGB 
convertor built into the iead 
ice ao lols ke) <. NVA Oe aL) 
a bit too dark. Do you know if 
any importer has a better lead, 
or a revised set-up for an RGB 
OPA MM oleic Pam Mitt el exter ed 
AUT Ma) dare) 16 (ola (elt ara 
have heard bad stories about it. 
2. When are Rev Limit, Multi 
Racing, Top Gear Rally and 
Lamborghini 64 out? It's about 
time we had a good racer. 
CRMC CMU 6) 
somewhere that a developer 
had devised a way of producing 
FMV for the N64. Know 
anything about that? 
CMM Ci NVeel eM eV (NK! 
Japanese game every month 
Vitam ac- Ua ele elm aC ALOT 
and options as a guide. | have 
DET UA mateo VE LELe) 
and it would be really good to 
see what the text is in English. | 
think I'll buy mostly US games 
ela Om on 
Robbie Donald, Edinburgh 

After having watched many 
hours of Wimbledon, and 
noticing that tennis is such a 
good game, | wonder if you 
(foT0] (oo) rte LeU 
EU Ce Ue elm el mel 
being made for the N64? If 
not, do you know whether any 
tennis games are being planned, 
or if we're likely to see one? 
BET Miya Cell(e| 

one. Speculate at will. Ed 

1. What are those funny white 
lumpy things on the back of 
Mario's gloves? 
2. If you play a UK game on 
an American N64, will it run 
at 50 or 60Hz? 
3. If you disconnect a Controller 
or a Controller Pak, will it 
Cr Uret om eg 
4. Why aren't you letting Wil 
do an anime cov- (Snip! - Ed) 
Pra R ar mene emai 4 
brilliant PC games like Unreal, 
Riel [e-ticmnLRPOUTUECs4 

Conquer and Grand Theft Auto 
on the N64? 
A eek 
EVRA Om Cetra 
fete 05) 
emu a ce) 

1. Are there any plans for a 
Virtua Cop-style game? 
PMR Ce-U O I Ue MULL dart 
courses for racing games (such 
ELM tleM e-lemrUle MeL cM ata) 
and extra levels for Doom-style 
FUN mei Lome) -Ca re melal con! 
64DD disk? 

3. Will Mortal Kombat 3D have 
blood and death moves in it? 

4. Now that the price of the 
N64 has dropped to £150, 
will there be any similar price 
(ol el ge CR | 
rather expensive? 
SNC UNAM Or C4} 
and Mother 3 planned? 
Nik Askins 

All the games that have come 
out have been either 64M, 96M 
or 128M. Why can't games be 
70M, or 102M, for example? 
it ee eer ULC 

OTe eee bee mee Ul ee 
The write with all haste to: 

So tell me this... 
N64 Magazine 
Oem 
Bath BA1 2BW 

NAG 



¥ “Sort of 
© cheat" 

- | have a query about Mario Kart 64. 
When me and my sister were playing 
150cc on Royal Raceway, just before 
we began playing, we must have 
entered some sort of cheat and 
everything sped up to what seemed 
like 500cc. We've been trying for 
hours to get this code back, so if you 
know how to do it, please tell me. 
Chris Southam and Porker, 
Worsthorne 

This is actually a feature of Mario Kart 
64's multi-player races — although not 
one that seems to be mentioned in 
the instructions or anything. There's 
no secret to it, really: the simple fact 
is that about one multi-player race in 
five is randomly speeded up — with 
hilarious consequences. It's a fine 
idea, and really sifts out the men from 
the mice in Bowser's Castle. Ed 

“On and off” 
I've been having some problems 
with my copies of both Wave Race 
and Pilotwings. 

| first noticed the fault when the 
second memory slot on my copy of 
Pilotwings kept getting wiped. | 
thought this might be due to me 
switching the power on and off too 
much, which occasionally used to 
wipe the BB memory on my SNES 
carts, but the first memory slot has 
remained untouched, so | don't see 
how it can be that. 

| wasn't too bothered, though, as 

| don't often use the second memory 
slot, but just recently my copy of 
Wave Race has started replacing my 
initials on my Time Trial times and 
Stunt scores with initials of characters 
from the game. (For example, | 
recently beat my best time on Sunny 
Beach. | entered ‘Dez' —- ahem — as my 
name, and the screen came up 
showing my name and time, all 

correct. However, when | came back 
later, having switched off my N64, 
my name was replaced by ‘D.M’, 
even though the time was correct.) 

| know these are both minor 
problems, but they're a bit irritating, 
and hardly the sort of thing you'd 
expect from the most powerful 
console on Earth. 
Derek Littlewood, 
Coventry 

We've had a few 
problems with memory 
packs losing information — 
mainly cheapo third-party 
ones — but we've never 
had data disappearing from 
the carts themselves. It 
sounds like your carts’ 
EEPROM (hem hem) back- 
up chips may be dodgy. If the 
irritation grows too much for you, 
call Nintendo's Service Centre on 
01703 623200 and get them to 
replace your carts under warranty. Ed 

“Did they think?” 
| just thought I'd bring it to your 
attention that your brill mag is being 
copied... sort of. Paragon Publishing's 
mag is a crappy copy of your title, and 
it costs a quid more! The very name 
sugests it: ‘64 Magazine’. There's a 

‘new gadgets’ 
section just like 
yours, and 
your Directory 
has been 
blatantly 
copied by 
their 
‘Nindex'. 
Did they 
think they 
could copy 

the best N64 mag and 
get away with it? Theirs is rubbish 
anyway, especially with the price tag. 
John, via e-mail 

Hmm. Nice paper, though. Ed 

SUPER MARIO 64 
(American/Japanese) 

MARIO KART 
(American/Japanese) 

WAVE RACE 
(American/Japanese) MM THE 

BEST 
Think you're a bit special 
at a game? If you can 
compete with this lot, send 
in the evidence and claim 
your place in the chart. 

How it all works... 
You send in your time or score for one of the chart categories 
below. If it's in the top five, we'll print it and, if it's good 
enough to earn the number one spot, we'll reward the lucky 
gamer with an exclusive N64 pin badge. Each month we'll 
also nominate one gamer for a ‘Star Performance’ award, but 
they'll have to have performed an exceptional feat of N64 
gaming to earn it. This month it's Andrew Rutherford from 
Macclesfield — the first N64 reader to send us in a good total 
hits score on Starfox 64. 

There's one slight complication to all this, however. 
Although you can send in you times and scores without 
photographic evidence if you want, we're suspicious types 
here at N64 and we won't be sending out any prizes until 
we've seen some hard proof. Times we have seen photos 
for have ‘confirmed’ next to them and you can rest assured 
these are 100% genuine. 

Feel free to send in your best times or scores for games 
not included on this page — if we get enough responses, we'll 
start a new chart. Don't send in times for different events in 
games already included, though. It confuses James and he'll 
get in one of his moods. Oh, and one last thing. Please don't 
send videos of your acheivement: only photos. We can't 
promise to return tapes and they take a long time to sort 
through and grab screenshots from. 

FOOT RACE WITH 
KOOPA THE QUICK 
0'19"0 — Unconfirmed 
Ryan Cowell, Cramlington 
0'21"0 — Unconfirmed 
Andrew Watson, Blackpool 

PEACH SLIDE 

0'16"0 Confirmed 
Ciaran Haren, Belfast 

0'18"0 — Unconfirmed 
Ryan Cowell, Cramlington 

0'21"2 — Unconfirmed 
David Decena, Texas 

0'20"8 Confirmed 
Andrew Mills, Londonderry 
0'21"9 — Confirmed 
Stephen Adams, Limavady 
0'22"9 Confirmed 
Neil Faulkner, Limavady 
0'32"6 — Unconfimed 
John Young, Eastbourne 

PEACH SLIDE 

0'13"3 Confirmed 
Andrew Mills, Londonderry 

0'13"9 Confirmed 
Neil Faulkner, Limavady 

0'15"7_ Confirmed 
Jez French, Crowborough 
0'16"1_— Unconfirmed 
John Young, Eastbourne 

016"1 Unconfirmed 
Oliver Edwards 

LUIGI CIRCUIT 
No times submitted 

MARIO CIRCUIT 

SUNNY BEACH 

1'05"266 Confirmed 
Paul Knight, Exmouth 

1'05"820 Confirmed 
Carl Waters, Telford 

1'05"884 Unconfirmed 
Jon Hatch, 11th Signal Regt 

1'06"193 Confirmed 
Chris Murphy, Middleton 

1'06"254 Confirmed 
Lee Hammond, Saddington 

00'58"98 Confirmed 
Kevin Shek, Slough 

00'59"16 Confirmed 

Neil Daunt, Guernsey 

00'59"64 Confirmed 
Graham Dibley, Basingstoke 

WAVE RACE 

02'35"34 Unconfirmed 
Simon Franklin, Leeds SUNNY BEACH 

1'18"018 Confirmed 
Frankey Mayers, Blackheath 

1'20"244 Unconfirmed 
Andrew Mills, Londonderry 

STARFOX 
CNN AN ATet (el) 

STUNT MODE, 
DOLPHIN PARK 

(Any version) 

21737 Confirmed 
Michael Green, Oldham 

21672 Confirmed 
lan Gollins, Crewe 

20281 Confirmed 
Andrew Hurst, Havant 

19747 Unconfirmed 
Edward Gouldby, Lowestoft 

18080 — Unconfirmed 
Andrew Mills, Londonderry 

202. ~—_— Confirmed 
Roger Vance, Newtownards 

187 Confirmed 
P A Downs, Southampton 

183 Confirmed 
Andrew, Macclesfield 

TOTAL HITS 
1149 Confirmed 
Andrew Rutherford, 
Macclesfield ; 
995 Unconfirmed 
Roger Vance, Newtownards 

Tema 
Keep sending in those times for these games — but where are your 
scores for the PAL version of Mario Kart? Compete on the same 
circuits as the Japanese/American version above and send your 
photos to the usual address, marking your envelope ‘I'm the Best’ 



“That 
bloke” 
I've just bought issue 4 of 
your great magazine, and 
on reading Club 64 | got so 
wound up | had to write in. 

When | saw the little 
section entitled ‘N64 
“Crap"?' | thought they'd 
have a good point to make, 
but, no, it's another prat 
who doesn't appreciate 
the N64's anti-aliasing 

technique, which | think 
is great after owning a 
PlayStation and witnessing 
the glitchyness and 
blockiness of Formula 7 and 
the Ridge Racer series. I'm 
not saying the PlayStation is 
crap — it's a damn good 
machine — but the N64 
beats it hands down on 
technical quality. Why the 
hell did those people buy 
an N64, then, if it's so 
‘absymal'? | read up on it 
first, had a couple of goes 

on one and then decided to 
trade in my PlayStation. 

Then there was that 
bloke on about you slagging 
off KI Gold. What was he 
talking about? The original 
KI arcade machine didn't use 
the N64's architecture. You 
were perfectly right — K/ is 
old and basically an average 
2D SF2/MkK clone spruced 
up with some fancy sprites 
and backgrounds. He said 
Tekken was boring: well, it's 
a great deal better than KI, 

Got an incredible idea for an N64 game? 
Here’s where to get it off your chest. 

ER... 
| thought up this idea while | 
was revising for my GCSE 
physics exam. It's a brilliant idea 
as I'm sure you'll agree. It would 
be really fun, with four players 
sitting around a massive arcade 
machine playing something like 
1SS64 or Actua Soccer (but not 
FIFA). Okay, so it's not exactly 
an N64 home console game, but 
it could be powered by an N64, 
and would be a brilliant advert 
for the machine. 
Jeremy French, Crowborough 

Not too sure what's going on 
here, but the diagram’'s great. Ed 

BIKE TREK 64 
You'd have to race down hills, 
up mountains and across deserts 
using Mountain or Racer bikes. 
There wouldn't be a specific 
track, but you'd be given a map 
of the area and then told to 
get to a certain point as quickly 
as possible. The easier routes 
would be the slowest and most 
obvious, but if you were willing 
to take a risk you could go for a 
faster, more dangerous route. 
You wouldn't have to pedal 
(pressing two buttons), but 
the analogue stick would be 
used — partially forward to go 
slowly, and then the further 
forward, the faster. 

There'd be a number of 
different riders, all having ratings 

for stamina, speed and skill. The 
stamina rating would be used 
for when the riders got tired. 
This would occur if you pushed 
them too hard. To remedy this 
you could use an easier gear, 
slow down, or give them a drink 
like Lucozade. You'd only have a 
certain amount of drink, and to 
replenish this supply you'd have 
to stop at a drinks table and 
get some more. If you won your 
objective you'd be awarded 
money with which you could 

buy new tyres, bigger 
drink flask etc. 
Rob Graham, via e-mail 

Some fine ideas here, 
especially the not- 
having-any-kind-of-set- 
course one and the 
getting-tired one. The 
N64 would be ideally 
suited to creating MTB 
terrain, too. Ed 

POSTMAN PAT 64 

I'd just watched Postman Pat, 
when - ding — it hit me: a game 
based on Postman Pat, with 
driving sections enhanced by 
Mario-type levels and bonus 
sections with Jess the cat. 
Imagine it - driving around 
Greendale, in a bright red van, 
crunching the gears. 
David Ross, Grimsby 

With Banjo Kazooie and 
Conker's Quest currently on 
the way, perhaps the N64's 
already got enough of this sort 
of thing in the pipeline. Ed 

SUPER COOL MARIO 
I'd like to see another Mario 
game. It would be called Super 
Cool Mario and there'd be 
changes in Mario's appearance: 
his hat would be turned around 
and instead of overalls he'd 
wear jeans and a T-shjrt. You'd 
start off in a village, where you 

had to show all the teenagers 
how cool you were by 
skateboarding, spraying graffiti 
on walls, fighting etc., and 
you'd progress to other places 
until you ended up in a big 
city where it’s hard to impress 
people. If Nintendo don't make 
this, they could at least make a 
game featuring Luigi. (Does he 
mind being called Super Luigi?) 
David Sullivan, Abergavenny 

Gngh. Ed 

MARIO KUNG-FU 
Wouldn't it be great if there was 
a Mario kung-fu beat-'em-up? 
As you beat the 
others your belt 
would get 
higher, until you 
beat Karate 
Koopa and got 
a black belt. 
Hyham, Luton 

A much- 
requested 
idea, but one 
Nintendo are 
unlikely to 
endorse. Ed 

TV EXECUTIVE GOD 
I'd like to see a god sim where 
you're a TV Executive God. 
(Bear with me, all right?) It turns 
out that the gods enjoy a bit of 
soap drama as much as the rest 
of us, and you're in control of a 
town/community/street/square/ 
space-station/monkey cage/ 
whatever. It's up to you to 
make the soap popular. 

Unfortunately, the twenty 
or so characters (or however 
many you want) in your soap 
aren't under your direct control, 
so you trigger certain events 
to make an interesting story 
(making two people get stuck in 

where you just smack a few 
buttons and watch some 
rubbish sequence of moves. 

I'm lucky enough to 
have a US N64 with Mario, 
Wave Race and Blast Corps, 
and | couldn't be happier. 
Blast Corps has kept me 
playing for about 2-3 weeks. 
If offered my PlayStation 
back, I'd have to decline. 

Alan Pennell-Smith, Epsom 

That's pretty much what we 
thought, too. Hurrah! Ed 

a lift so they get to know each 
other better, for example). At 
the end of every month you get 
a viewers’ report, showing 
which characters are popular 
and which aren't. If they're 
popular you make the plot 
revalve around them more, and 
if they are unpopular you can 
get rid of them (by making them 
depressed and kill themselves; 
giving them a fake job far away, 
that sort of thing). You could 
have a limited amount of 
personnel available to be minor 
characters — a bank manager 
who refuses to give a badly- 
needed loan, for example — but 
they couldn't be major 

characters. 
Just 

imagine: you 
could set it up 
so it would be 
just like 
EastEnders! You 
could make Joe 
see ghosts to 
make him crazy, 
or have Grant kill 
everyone with a 
machine gun! 
Alex Duin, London 

There was an 
EastEnders game on 
the Spectrum, but it 

was awtul. This, however, could 
be really good. Let's hope Peter 
Molyneux's reading — it sounds 
like just his cup of tea. Ed 

Some top-notch ideas this 
month. But if you reckon 
you've got an even better one, 
send it to us and, if we print it, 
we'll send you an N64 badge! 
The address is: 

Dream On, 
N64 Magazine 
30 Monmouth Street 
Bath BA1 2BW 

August 1997 INGYT 97 
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Catch a sneak peek of Ms Bullock’s August blockbuster a month early on the second 
Connect CD, along with... The Simpsons, The X Files, Men In Black, Blur, The Verve, 

Goldie, Depeche Mode, Embrace, Pamela Anderson in Married With Children and six 
of the best from Massive Attack. Including their latest single. Nice! 

s 
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The Essential Gui le To Entertainment 

ed ced, 

LAYSTATION 
ol ya. laa yt i 14 

AVAILABLE NOW 
MULTI RACING CHAMPIONSHIP 

YUKE! YUKE! 
MARIO KART 

to FAR FOX e TUROK 

esi. 19; 

rN NEW! RDER 

SSSREV LIMIT—— 
~ BLAST 

¢ ee eo 

17-5% faster for £17-50 < oE £49.9 
Weel ar ele import Gea A he 

Pam Cua aw Ales 

<i nas a 
PO BOX 5913, EAE! LONDON W133 

UltraPlay wee2rcs.. 
Electronically Tested Visit our Web site: http://members.aol.com/ultplayuk/ 

Ltd Ed Star Wars - 
Monopoly £60.00 Dark Rift (US) Hexen (US) 

x StageyeeeJolt ned Rbitiors 
SIE 617.99 GUS) sey 

Nekotcha Pet ISS Soccer 
£12.99 (cat) s39.99(Us) «£61.99 (UK) 
Shop Worcs (01684) 891619 (10.00 till 5.00) 
(01684) 566133 (Worcs/Hereford/North) 9.00 till 9.00 
Address: 4a Graham Road, Malvern, Worcs, WR14 2HN 

WEES 'TUSONIC 

= BRE eclela 

Over 5000 Titles 
* All peripherals for all formats 

* Import Specialist in: 

N64 / PSX / SATURN - 
(All English, American & Japanese) 

All latest releases for above 

* Retrogames in stock * 

Buy, sell and exchange new and pre-owned 
Open hours: 

Mon-Fri: 10-6pm Sat: 10-5pm 
Sun & Bank Hols: 9-12 noon 

Tel/Fax: 01473 213132 
Email: microsonic.games@virgin.net 

is RAC es ya 



Part Exchange Specialists 

at eal NEW AND USED GAMES AT DISCOUNT PRICES 

Altea relee & Saris avalible ae NINTENDO™ CONSOLES AND GAMES 
yStation * Saturn * PC CD Rom * N64 * SNES alii iie 

Tamagotchi in stock N UK & IMPORT Always Available 
¥ UK N64 console & games now available - call for prices Starfox in stock PlayStation. 

) available: Japanese & USA N64 consoles & games Visions, 728 King Lane sey 
21b © The Hart Centre « Fleet e Hants e GU13 8AZ NN Leeds, LS17 7BA iy, I > 4 } way 

Tel: 01252 810649 Fax: 01252 810650 VAPN Rei ULL 201 I4L4 

-mail: games.console@btinternet.com Vso ma. a | Next Day Delivery 

d+ consoles ee 
a Specialists 

WP SY MUAY TE HL RANE INI orel a0] 
F : EW LOW PRICES = CALL 

DS OY mT CRT Rireeranec emia NO BORDERS 
nie Backup Unit EAU PET Tas Cela eee 

\VAIL/ 

N64 RGB Conversion ....£30 peu accessories Hexen, pee gs 
DMCA Rm Ut £20 a 
CYT: 

MSC Ce Cacrcneneee 
Qam-7pm 7 days : 

LYNN ROAD, HEACHAM, NOE 
TEL 01485 570256 

F 

BUY! SELL! TRADE! 
From Commodore 64s to Nintendo 64s 

and everything in between!! 

URS Se SS 
Bring (with official ID) or send by post with SAE for cash to: 

70171 221 1123 
NOTHING LEGAL REFUSED! 

OPEN 7 DAYS 10AM-8PM 

1 pad, True-color internal RGB all + 
eh Shah beh plays on SCART TV, 
display, 20% faster than PAL at € ne 15) AO) 
UK-PSU, Jap/US carts universal, tyr ae 

»SX, N64 Saturn Games rah I} 
1 <cessories fre om USAC 

RGB conversion 

eee Multi-Race Champ, 
ch Rift, StarFox, GoGoTrouble, 
\ug: TopGearRally, ClayFighter63. 
rer Golden Eye, Drift ki 

= 
TAMA Fever: The Next Generz aa 
Peta i Penguin, | eh wth 

ew 

eee ee) 
oo SY co WW 4 . 
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RECTOR 
The complete guide to every game we've ever reviewed in N64 Magazine. 

Be) Tr eed te ele 

} Extortion Element : powees 
The game's name The reviewer's initials (see below) 

Would yguebttieve it? 

Its publisher —— pone'and stolen thelRainbow Germ Score And, once more / ~ 
tar . Pr tournament has bi ‘ : es 

If it's an import, whether it's a US So, naturally its time for Special Edition | E The issue we reviewed it in 
or Japanese one of the decreasingly popular Globule Aren. a ? . 

series. This time, established characters such How much it costs 
A summary of our review - as Embolism, Haiku and Saveloy are joined by 

a one-eyed carpenter called Rinkydink and a NG vie. 

The best tip or cheat, and any Sporige by the name \chiNiges: But wno cares? JA = James Ashton JD = Jonathan Davies 
issues we've done guides in * To defeat the final boss, simply dance, » At the name selection screen, press B, L, A, Z, Z, A, to MH = Marcus Hawkins TW = Tim Weaver 

spell the word BLAZZA, © Tapping A thrice, at any time, will make your character exhale briskly. 
W0 = Wil Overton ZN = Zy Nicholson 

DIRECTORY 
al ao PILOTWINGS 64 

Electronic Arts £60 |b 4 | Nintendo 

The first Pilotwings split gamers’ opinions with its floaty, 
airbound subject matter. However, this 64-bit refurbishment is 
likely to have a much wider appeal than the SNES original 
Intermingling the sublime talents of flight sim specialists 
Paradigm and Nintendo's usual playable sheen, Pilotwings 64 
emerges as a supreme example of how to harness the N64's 
immense potential. Up, up and away. 

@ The four Birdman Stars are situated in the park in New York, inside the pete Island's 
eventually produce something. Don't press it a second time or your shot will fly over. waterfall, in a cave on Crescent Island and on the bridge-shaped rock on Holiday Island. 

Lt YI 
INT. SUPERSTAR SOCCER 64 MeN eMC amy! 

Konami £60 | 3@: Nintendo 4 NY 91% @ 
os z ze Ss Ry a 2 b ieee 

TIME 02! 16°34 

This makes you wonder two things. Firstly, how, with all that 
advanced technical gubbins at their fingertips, EA managed to 
produce a worse FIFA game than the PlayStation's. And 
secondly, how, in the wide, wide, world of sport, this passed 
Nintendo's quality control department. The Albanians execute 
people for lesser offences. 

The finest football game in existence, /SS64 is, quite simply, a o A While it doesn't quite achieve the total perfection many 
work of art. It certainly looks gorgeous, but the real delight \ had expected, Mario Kart 64 is still a vital purchase for your 
comes from its genuine football-ness. You can build the most N64. Its outstanding feature is undoubtedly the multi-player 
intricate of passing build-ups, deliver the killer through-ball modes, and in particular the four-player grand prixs. But 
and score the sweetest of goals — all just like the real thing. An you'll still find yourself racing the one-player games too, long 
almost flawless game which could only have been bettered ’ after you've beaten the game. The disturbingly addictive Time 
with the addition of real teams. Kills all known FIFAs dead. r ! 4 Trial mode offers almost infinite longevity. Brilliant. Buy it 

@ To get the super teams enter this code at the title screen: Hold Z and ae Up, L, Up, L, E 
Down, L, Down, L, Left, R, Right, R Left, R, Right, R, B, A, Start. @ Full game guide in N64/4. get a rocket start. @ Complete guide in N64/4. 

KILLER INSTINCT GOLD MORTAL KOMBAT TRILOGY 

Nintendo/Rare £55 

Killer Instinct might have been a big deal a couple of years Abhchh, another Mortal Kombat sticks in the throat of 
ago, but even an arcade-prefect conversion looks a bit : beat-'em-up fans. This is really poor — the animation a 
out-dated on the N64. It's not that K/ wasn't a good game to 4 ft sub-standard variation of the PlayStation’s, with an overall 
start with — if you're still in love with it, you'll definitely enjoy [e-@aimm presentation level little better than that of its SNES ancestor. 
this version — it's just that for most people enthusiasm for this . A wealth of options, cheats, extras and finishing moves can't 
type of beat-'em-up is at a low ebb. And that includes us as " save this. Avoid with clinical determination. 

a 
yo as} 

@ To access the extra options, during the character bio screens in the intro press Z, B, A, @ For unlimited credits, press Down, Down, Up, Up, Right, Right, Left and Left on the 
LA, Z in sequence. @ Tips in N64/1 and in the review in N64/3. Story screen. When you lose, you'll have infinite credits. @ Cheats in N64/1 and N64/4. 



SHADOWS OF THE EMPIRE 

With ten levels of varying game styles, Shadows somehow 
fails to be more than the sum of its parts. Fab snowspeeder 
and space battles are ultimately let down by some lacklustre 
Doom-style bits and the truly awful speeder bike on Luke's 
home planet, Mos Eisley. It still has a great Star Wars feel, 
though, and is loads better than the PC's Dark Forces. 

@ To see the end sequence, enter your name as _Credits (case sensitive). 
® Challenge Point guides in N64/2 and N64/3. 

SUPER MARIO 64 

Nintendo £60 

When other developers first caught a glimpse of SM64, they 
went back to the drawing board with their efforts. The game 
is sublime, taking everything that's made previous Mario titles 
great and fleshing it out into 3D. Mario himself can do just 
about anything, the levels are huge, packed with incredible 
ideas and loads of secret bits. Without a shadow of a doubt, 
this has to be the world's greatest video game 

@ Loads of tips in our review in N64/1. 
@ '20 most-asked questions’, N64/1, N64/2. Guides in N64/2, N64/3, N64/4. 

Dw 

® UK release: 
LS Late July 

Only about once in five years does a completely original 
game turn up, and Blast Corps is the most recent one. It's 
incredibly good fun, placing you in charge of a fleet of 
demolition vehicles and compelling you to clear a path for a 
runaway nuclear missile carrier. Techinically, it's N64 through 
and through and, coming from the mysterious Rare, it's 
British too. The only snag: it doesn’t take long to see all of it 

@ Try parking your vehicle against a building in such a fashion that the bloke can't get 
out, and then hold Z. After a second or two the building'll explode. 

CRUIS'N USA 
Ee _ UK release: 
= TBA 

Undoubtedly, an accurate conversion of the coin-op. But that, 
while worth popping the occasional 50p into, is hardly Earth- 
shattering stuff. Racing across the USA isn’t all that tough, 
even with the irritatingly over-sensitive controls. The music is 
awful, and the graphics, while functional, use only a fraction 
of the N64's power. Get Multi Racing Championship instead. 

a a 
@ At the track selection screen and hold down Left C, Bottom C and L for Golden Gate 
Park, top C, right C and L for Indiana, or Right C, Bottom C and L for San Francisco. 

TUROK DINOSAUR HUNTER 

Acclaim £70 

Replacing Doom’'s cyberdemons with screen-filling dinosaurs, 
cranking up the violence to ludicrously bloody proportions 
and adding a series of breathtakingly devastating weapons, 
Acclaim/|guana have produced — yes — a monster. A 
phenomenally good game which really shows the technical 
gulf that exists between the N64 and other consoles 

Breathtaking water-based racing is the order of the day in 
Miyamoto's astounding Wave Race, with the N64 once again 
proving its mind-expanding capabilites. Thoroughly realistic 
water effects, a scintillating two-player speedway and the 
possibility of trying your hand at Lee-Majors-style stunt work 
make this easily as enjoyable as Mario Kart 64. 

@ To achieve the Helicopter stunt and 1700 points, when 
sharply in a Left/Up direction and then hold Down t 

DOOM 64 
é 2 UK release: 

GT Interactive September 

Doom gets a complete overhaul for its N64 outing. That means 
all-new levels, textures and a brand new rendered look for the 
monsters. The game's tough enough to last in its one-player 
only state and the only real let-down is the animation on the 
monsters. Turok’s a better game (with its running, jumping and 
swimming), but Doom 64 is still definitely worth a look. 

@ At the password screen enter ?TJL BDFW BFG 
@ Other tips in the review, N64/3 c 

DORAEMON 
. a UK release: 

$ Unlikely 

Just as its predecessors tried and failed to turn Mario into a 
blue atomic cat, so too does the latest Doraemon game try to 
bring a touch of feline magic to a Mario 64-like universe 
Sadly, things turn out to be slightly linear, slightly confusing 
and all-too-tedious. Perhaps it's more suited to your younger 
brother or sister. 

@ Once you've beaten the missile in the car chase, ra 
secret prize. Do it again and you'll win yourself a gree 

THE GLORY OF ST ANDREWS 
: & UK release: 

Unlikely 

The N64's first golf game lacks any redeeming features 
whatsoever. A ropey graphical engine — which induces a 
quite overwhelming sense of 16-bit déja va — along with an 
only partially successful use of the analogue stick as a virtual 
club, adds up to an experience as ugly to watch as it is to 
play. A hugely disappointing golfing debut 

@ Use the Player Configuration screen to customise 
you're about to play. aS 



HUMAN GRAND PRIX NBA HANGTIME 

ftw Le oe Dee es ee 
Although never matching up to the high standards of the es as - t t Technically it may be an excellent continuation of the NBA 

PlayStation’ 's F7 — inexcusable, really, when you consider the be se Jam series, with huge (albeit 2D) players, great animation and 
extra power available to its programmers — Human Grand sheaves of special moves and secrets. It is, however, basketball 
Prix provides some throughly entertaining Formula 1 driving eee momesmteg at the end of the day, and thus consists of running backwards 
thrills, with beautiful handling and a plethora of options ae ~~ and forwards, endlessly scoring baskets. Until you fall asleep 
Shame about the horrendous pop-up, though We'd rather play a decent football game. 

@ For optimum cornering, don’t use the brake, just stab at the accelerator. @ Create duplicates of star players by entering 0000 as your PIN, and then type in your 
@ For an example of a course layout, read our review in N64/2. name as the name of the player. (Try his first name, or first name + initial of surname.) 

J-LEAGUE PERFECT alc a POWER PRO cudetaac 4 

No, we haven't forgotten the ‘6’. PPB4 is the fourth in 
Konami's series of baseball games which started on the SNES 
years ago. Despite the fact that the game went ballistic in 
Japan, we don't rate it as highly as Imagineer's effort, King of 
Pro Baseball. The players are similarly ‘fat’, but the picture-in- 
picture system doesn't work that well and the game is 
criminally difficult against the CPU 

@ Learn how to use the ‘kick-ahead-and-run’ button (Bottom C) both for attacking and @ See N64/3 for tips on understanding Japanese game menus. 
catching opposing players. 

KING OF PRO BASEBALL STARFOX 64 

Konami prove their footballing dominance with a magical 
footballing sim, combining breathtaking animation, a plethora 
of fantastic moves and some outrageous goals. Perfect Striker 

is as close to The Beautiful Game as any computer game has 
ever come. It has since become /SS64 for its UK release. Goal 
Lazo, as some would no doubt say. 

The players are super-deformed and cute, which initially Lock up Shigeru Miyamoto, a rabbit, a team of Nintendo's 
proves tremendously entertaining. If you can fathom the finest programmers, a fox, a toad, a small star system and a 
copious Japanese menus, that is. Eventually, though, the ze 5 falcon in a room for twelve months and Star Fox 64 is the 
too-slow runners and the super-skillful CPU opposition will result. It's the shoot-'em-up the N64 has been waiting for, 
begin to get you down pushing the machine to new limits of technical sophistication 

and being immeasurably good fun into the bargain. 

@ Learn to use the C buttons to run your players between bases. Against human ® Complete the game and at the title screen hold B and move the Analogue stick. Our 
opposition, it's quite easy to steal bases by running on a strike or a ball. heroes’ heads will follow the wandering ‘64’. @ More cheats in Tips Extra, N64/4 

MAH JONG 64 WAYNE GRETZKY'S 3D HOCKEY 

Built around an imaginary mah jong university, Mah Jong 64 
is more of a beginner's guide 6 the game than previous 
efforts. Unfortunately, with its heavy reliance on Japanese 
text, unless you're already fairly profecient with the ancient 
Japanese tile game you'll be completely lost with this. And 
even if you do know how to play, is this kind of thing really 
what you want to be doing with you N64? Well, is it? 

that tile, adding it to a previously melded triplet, you may ‘rob a kong’ and thus go a of the screen. Alter these using the C buttons to change your seule appearances. 

MAH JONG cei WONDER PROJECT “7 
| G | 

eee 
If you've never played mah jong, this would be a very tough : You'll have to be either Japanese-speaking or very ‘special’ to § 
way to learn, with its copious Japanese text. If you have, : f be able to get to grips with this weird adventure. And when 
though, it's a jolly good rendition, with a selection of : a eee §=you do, it's not all that great. You've got to guide a robotic 
computer personalities to play against and some weird Japlish [ii os girl through various ‘life’ situations with the overall aim of 
intro screens cies a Se “9 helping her realise her dream of becoming a real person 

or or WW is . & 
ers rir nerst ess = Which is, you know, nice. 

ee 3 

Ice hockey arcade-style, with violent collisions, an absurdly 
fast-moving puck and excellent 3D graphics. Wide-ranging 
options allow you to play anything from rules-free three-a- 
side in a reduced rink to a proper five-a-side simulation with 
infractions a-plenty. There's not a great deal of subtlety here, 
but the four-player game is tremendous. 

@ If you have a melded triplet, says Wil, and draw the fourth from the wall, you may @ |f Josette flies into a temper and won't co-operate, try winning her back with a 3D 
declare ‘kong’ and add it to your triplet to make a melded four. pudding. (Er, according to Wil.) 



WAR GODS 
UK release: 

Cer te mr UU mel acu) 
PVs Cee Uomo Lo Cog 
Britain's PAL television system) are either 
Ce ice m uci mee Ours eks 
Po TC CU ee Wel mec Uy 
em mM Rel eg acme 
foes Nae Curler) ued 

Before Christmas} 

Although it's the first proper 3D beat-'em-up, that's all War 
Gods has really got going for it. Picture, if you will, 12 fatally- 
clichéd characters, a distinct lack of moves, a shocking lack of 
innovation, and a comedy voice-over by the incredible bass 
man, and you'll have a fair impression of the overall under- 
achievement that is War Gods. For beat-'em-up junkies only. 

PR Ue mee 
Japanese publisher Imagineer has a lot of 
their games distributed by Ocean in the UK. 

ree OS ee earlier 4 
companies who have either released games 
for Nintendo systems in the past or who 
have N64 titles definitely in the pipeline. 

NG4 SITES Graphics School _http://204.174.42.103 
Die Hard Game Fan www.gamefan.com/ Gremlin (01142) 753423 
Game Japan www.rcp.co.jp/recca/ www.gremlin.co.uk 
N64.com www.né4.com/ GT (0171) 258 3791 
Nintendo 64 Headquarters www. gtinteractive.com/ 

www.né4hq.com/ GTE www.im.gte.com/ 
Nintendo Australia www.nintendo.com.au/ Hudsonsoft (0181) 536 1153 
Nintendo Japan www.nintendo.co.jp/ www.hudson.co.jp/ 
Nintendo USA www.nintendo.com/ Human www.human.co.jp/ 
Nintendojo members.aol.com/peers2/ Imagineer www.imagineer.co.jp/ 

Infogrames (0171) 738 8199 
Interplay (01628) 423666 

SOFTWARE COMPANY SITES www.interplay.com/ 
AND NUPABERS Japan System Supply www.titan.co.jp/jss/ 

Acclaim (0171) 344.5000 JVC (0171) 240 3121 
Japan www.acclaim-jp.com/ Koei www.koei.co.jp/ 
US www.acclaimnation.com/ Konami (01895) 585 3000 

Activision (0181) 7429400 Japan www.konami.co.jp/ 
www.activision.com/ US www.konami.com 

Argonaut www.argonaut.com/ LucasArts www.lucasarts.com/ 
ASCII www.asciient.com/ MicroProse www.microprose.com/ 
Atari Games www.atarigames.com/ Midway www.midway.com/ 
Athena —www:sega.co.jp/gamesoft/athena Mindscape www.mindscape.com/ 
Atlus www.atlus.com/ Namco Japan www.namco.co.jp/pacland/ 
Blizzard www.blizzard.com/ US www.namco.com/ 
BMG (0171) 973 0011 Ocean (0161) 832 6633 

www.bmg.com/ odon.com/ocean 
Boss www.bossgame.com/ Paradi; www.paradigmsim.com 
Bottom Up www.ifnet.orjp/ Psygnosis (0151) 282 3000 
Capcom Japan www.capcom.co.jp/ www.pysgnosis.com/ 

US www.capcoment.com/ Rambus www.reambus.com/ 
Crystal Dynamics = wwwacrystald.com/ Seta www.seta.co.jp/ 
Data East www.dataeast.com/ Shiny www.shiny.com/ 
DMA Design www.dma.co.uk/ Squaresoft www.spin.ad.jp/square/ 
Eidos (0121) 625 3366 THE Games (01703) 653377 

www.eidosinteractive.com/ THQ (01372) 745 222 
Electronic Arts (01753) 549442 www.thg.com 

www.ea.com/ Titus www.titusgames.com/ 
Enix www.marinet.or.jp/com/enix/ Ubi Soft (0181) 941 4004 
Epic Megagames_ www.epicgames.com/ www.ubisoft.com/ 
E www.fjt.co.jp/ Vie Tokai www.victokai.com/ 
Gametek (01753) 854444 Video System www.dreamsquare.co.jp/ 

Williams = www.williamsentertainment.com/ www.gametek.com/ 

Nintendojo 
members.aol.com/peers2/ 

It might not be as well-organised as Nintendo 64 
Headquarters or as determinedly up-to-date as N64.com, 
but for what it lacks in these areas, Nintendojo more than 
makes up for with its breadth and comprehensiveness. 
You'll find some genuinely well-written, interesting 
features on this site (Wil particularly liked the Goemon 
article) as well as some slick review and preview material. 
A pleasurable experience — recommended. 
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Donkey Kong Country. Blast Corps. Starfox. Killer Instinct. 
You'd be amazed how many so-called Nintendo games actually 
originate here in Britain. And France. Let us, then, visit the 
European game developers who are out-Japanesing the 
Japanese, and see what they've got tucked up their sleeves... 

by Mark Ra 

o matter how grateful we 
are to Nintendo for the 
SNES, and more recently 
their N64 wonder 

machine, there's no getting away 
from the fact that we Europeans have 
never enjoyed quite the same level 
of attention as our Japanese and 
American counterparts. 

Thanks to the PAL TV system, 
we've had to endure letterbox 
displays and slower game speeds. 
Because of our location, we've often 
been unable to get hold of the 
choicest software until months after 
gamers in other corners of the world. 
And with a lengthy succession of 
Nintendo-appointed UK distributors 
and some not-very-convincing 
arguments about import costs, we've 
always had to pay more for the 
privilege of playing Nintendo. And 

aw 

“eke 

still we keep coming back for more. 
Why? Well, with systems as good 
as Nintendo's, and soft as 
impossibly great as the M 
how could we not? 

But it's important to 
Nintendo's apparent ambivi 
toward Europe has also had a 
marked effect on the development 
community. Left to thei 
it was the Europeans wh 
SNES around, comin 
and technology to brea 
into the system. The ups 
is that Europe is set to play a’ 
bigger part in Nintendo's N64 plans, 
with the likes of 
Argonaut 

he dizzy 
Miyamoto 

mi 

c 
3 
0 
0 
mm 

> 
Zz 

Zz 
o 
Bb 

u 
rm 

< 
rm 
~~ 

© 
0 
mi 

a 
WA 



y 
A Le 

hile the Nintendo brand 
LET We ae 
Tce eS em ULC 
OTN MR Le 

the Japanese giant's success in 
country and America has 

never really been replicated here. 
Mattel briefly distributed the NES in 
the UK, with ex-Nintendo of America 
man Ron Judy later taking control of 
the situation via his private company, 

AN Nintendo 
Internatio ECR OM RR Or LUT 

ie NES which excited 
ough, with the 

ing 1.4 million 

potential of the 
recognising that each 

country a different approach, 
Nintendo pan's Hiroshi Yamauchi 
established Nintendo of Europe to 
EUS talom 10] co)el—r-U Mela o16] Col tH 
primarily Judy's company until he 

lar Uule (se Mem Unt m Cclelcor dai 
in 1992. By this time, the 

intendo an 
DA wei la a Com rly 

Tas @ 

division sales were actually exceeding 
those of the Nintendo of America, 
despite Nintendo's decision to hold 
Lo CovaattToRS) NS) CCL 

This move cost them dearly, with 
Sega pulling ahead in the console race 
thanks to a 16-bit chip at the heart of 
their Mega Drive. While the SNES, with 
its more stringently quality-controlled 
games, and the impressive allure of 
Mode 7, could have trounced Sega's 
machine, there was no way the ageing 
8-bit based NES system could compete. 

But because European developers 
were often left to their own devices 
with Nintendo's NES and SNES systems, 
Ewe ere Momo lial marerct\ INANE) 
spawned. Some, such as Rare and 
Nein lcm lcci la Ha- COMPU oR 
engineered technology without 
permission, though when Nintendo 

hat such teams were capable of, 
isely decided to make them 
Mam rat oe 

just as European developers 
ive with the hardware, so 

f Europe 

they learned to be more ambitious and 
technically audacious in terms of game 
design. Nintendo had to sit up and take 
Tite) (eer 1 alos UAL oM LO) Yao) aa Celt 
Argonaut and the accompaning FX 
chip technology, or the brilliantly 
Olt Ole MCI DMA arate 0.0) 
only have to look at Rare to see just 
how crucial to Nintendo's gameplan a 
European developer can become. 

The lesson learned, Nintendo has 
taken care to ensure that their N64 
DYccr- Un Cretan nel le (acme BS Colay ome Lato) 
of European developers, and that third 
foe TanVa ort <n ee) 
attention and help they need to craft 
the next generation of European 
Nintendo software. Software Creations’ 
Creator project and Rare's forthcoming 
Banjo-Kazooie are only the tip of the 
(loc ofr Aa aol Coee- MUN O)(oMorcLiceT Mole 
European software on the way, and 
every indication that our home teams 
EV ccu li cero \Vmer<l oy-lo) Mel muarctKolall ated 
their Japanese and American 
friends in the N64 arena. 



Software Creations 

ike many of the European 
developers, Manchester- 
based Software Creations 
(part of Rage Software's 

empire) have yet to make their 
presence felt in the world of N64 
gaming, but already have a solid 
history with Nintendo. Some 40 
releases over the last few years, 
including Equinox, Solstice and 
the excellent Plok, have cemented 
the relationship beyond reproach. 

The company was actually 
founded ten years ago. “Mike 
Webb, chairman of Software 
Creations, kicked it off by reverse- 
engineering the NES and showing 
it to Nintendo," relates managing 
director Paul Hibbard. The close 
relationship between the two 
companies which grew from there 
eventually resulted in Software 
Creations becoming a member of 
the Dream Team in 1995, and 
even producing the sound utilities 
for N64 developers to use. Paul: “I 
guess there aren't many third 
parties with that much experience 
of N64, as we're finding out by 
the number of people who want 
us to work with them.” 

Because of their 
close ties to Nintendo, 
Software Creations are 
playing things very close 
to their collective chests. 
“| wish we could show 
the world the product 
we're working on for 
them - it's staggering,” 
says Paul, referring to 
Creator (a working title 
only). Sadly, it's looks like 
we'll have to wait until 
the Shoshinkai show in 
November before we can 

‘ ear 
Pen pel 

NP 
ais 

see what's become of this highly 
promising and utterly unique 
game-cum-plaything. 

In the meantime, there's 
Software Creations’ Hexen to look 
forward to. Just on sale in the 
USA, GT should be bringing this 
accurate conversion of id and 
Raven's PC hit to these shores very 
soon. Hexen may not have quite 
the same status as Doom, but 
remember that it does boast the 
technically-superb four-way 
split-screen multi-player mode. 

And then there's Blade & 
Barrel, which Software Creations 
have been working on for Kemco. 
Early glimpses looked quite 
promising, but the game is now 
being completely changed, and 
won't even be called Blade & 
Barrel at all (apparently that was 
only ever a working title, anyway). 
“In development you reach a point 
in the cycle and sometimes just 
don't think the gameplay is going 
to work," says Paul Hibbard. 
“So the whole thing is being 
revamped to make it the 
sort of game Nintendo will Q 
be happy with.” 

Blade & Barrel (old title) 

Hi 

i 

back to the days of 
the Spectrum and — 
Commodore 64 

track record on the PC, Gremlin 
have only recently moved into the 
console arena (discounting a brief 
paddle in the 16-bit pool with a 
couple of Zool games ages ago). 

Nevertheless, with the recent 
acquisition of DMA Design (see 
separate section), and the highly- 
rated Actua sports series already 
well underway on other formats, 
signs are that Gremlin could be a 

ith history stretching 

home ods and a successful . 

can compete against Kone 
is another matter altogeth 
course. Still, there's alwa Ae 
promise of fresh material from 
to look forward to, probably 
appearing towards the 
end of next year. 

ern) 
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hile Acclaim is an 
American-founded 
publisher (hence its 
entry in last month's 

USA round-up), it does own two 
development teams over in the UK, 
namely Iguana’s North-East-based 
division and Probe Entertainment, 

bought out by the US giant a 
couple of years ago. 

Probe have an initial batch of 
three N64 games in development, 
of which Extreme G will be the first 
to emerge. It's been likened to 
Psygnosis' Playstation hit Wipeout, 
with futuristic racing vehicles 
pounding down suitably space-age 
courses, corkscrew turns and all. 

A football game, codenamed 
Ultra Soccer, is also in the works, 

Extreme G 

Forsaken (PC) 

Forsaken (PC) 

Acclaim/Probe/Iguana SS 
and Acclaim claim it “will rival 
Konami's /SS64". It's possible that 
the Ultra Soccer moniker may stick, 
with a suitable football-related 
licence currently looking unlikely. 

The third Probe project will 
be announced soon, although 
they're meant to be working on 
a conversion of Foresaken, one 
of their upcoming PC titles. The 
programmers have already got the 
first few levels up and running, 
apparently, and plan to have it 
completed some time around 
spring of next year. 

And at Iguana, again, there 
are another couple of N64 games 
underway, but Acclaim is 

ith only Freak Boy 
from the guys at 
Virgin's California 
division on their 

N64 release schedule, and even 

icroProse were 
one of the original 
Dream Team 
developers, and 

had an N64 interpretation of their 
Top Gun action-heavy flight 

keeping tight-lipped about 
them at this point. 

iven that it was 3D 
graphics specialists 
Argonaut who changed 
the face of SNES gaming 

with Starfox and the Super FX 
chip, many were surprised when 
the veteran Brit developer wasn't 
announced as a Dream Team 
member, the task of updating 
the tale of Fox McCloud for the 
N64 instead going to Shigeru 
Miyamoto himself. 

Happily, Argonaut have now 
jumped back on board the good 
ship Nintendo, with two games 
currently underway. “One is fairly 
well advanced, though neither have 
a publisher yet," says Argonaut's 
Keith Robinson. This obviously 
means that Argonaut are actually 

ublishing giant BMG have 
only one confirmed N64 
title at the moment, in the 
form of DMA’s highly 

anticipated Silicon Valley (see our 

he official word is that 
Psygnosis still have no 
plans for N64. But even 
though they are a Sony- 

owned publisher, there have been 
rumours in the past that Nintendo 
development might be a possibility. 

The question isn't just whether 
Nintendo are likely to grant them a 
licence, but also whether Psygnosis 

Psygnosis and Traveller's Tales 

that title's future currently in doubt, 
it looks like Virgin Interactive 
probably won't be a name 
to watch out for. Bit of ® 
a shame, that. 

simulation in the works. 
But the costs, and difficulties 

with working on a cartridge, were 
deemed too obstructive, so 
the project and all other N64 
plans have been shelved. o 

funding the development until the 
right deal can be found. Keith 
admits there have been talks with 
Nintendo themselves, but no deals 
have yet been made. “We're 
looking to have one complete early 
next year and the second by the 
third quarter of '98," he told us. 

Given that Argonaut worked on 
their own add-on hardware for the 
SNES, rumours will inevitably start 
soon about their involvement with 
the N64. “At the moment, we're 
just programming the games to 
handle everything in software, but 
we have taken a look at the N64's 
libraries," says Keith. Expect more 
news towards the end of 
summer, possibly at the © 
Japanese Shoshinkai show. 

preview on page 21 for details). 
More titles from UK and global 

developers are expected to be 
added to the line-up 
sometime soon, though. 

would be willing to brave the 
cost-heavy cartridge market again. 
This in turn means that Traveller's 
Tales, long-time developer for 
Psygnosis and the team behind 
several notable SNES games, will 
also be channelling efforts into PC 
and Playstation software for 
the near future. Boo, hiss, 
ad-lib to fade, etc. 



he rapidly-expanding 
Eidos show no signs of 
slowing down, seemingly 
still intent on signing up 

anything that looks remotely like 
a programming team. 

This means that lon Storm's titles 
(as detailed in last month's American 
round-up) will be published by this 
relative newcomer, along with their 
own fare from Core, Simis and 
several other wholly- and part-owned 
development teams. Five N64 games 
are currently in development, 
including the already-legendary 
Tomb Raider 2 — something of a 

he French developer 
STM mre (ee Mert 
for themselves with 
Nintendo gamers back in 

1991, with NES (and later Gameboy 
and SNES) versions of hit Amiga 
platformer The Blues Brothers. 
By resisting the urge to release the 
Peele UN ate COE MTL 
not only became a Nintendo ally, 
but also helped the game to sell 
around 200,000 copies. 

Lamborghini 64 will be their 
first N64 title, updating an earlier 
SNES racer. Development actually 
started over two years ago, which 
initially meant working on a Silicon 
Graphics machine and hoping the 
transition to an N64 development 
kit wouldn't be too hard. 

“| would say it's about ninety 
percent complete,” Titus’ Managing 
Director Eric Caen informed us. 
“We spent a full year on the physics 
of the car and the control system 
alone. We think it's this that'll 
make the game very different." A 
purpose-written collision profiler has 
also been used extensively, enabling 
Titus to put loads of different cars 
Cole ig merle em CO am tMe li CciClae 
weights, speeds and attributes, then 
calculate the collisions between 
them at speed. Eric estimates that 
these collision algorithms alone 
took six months to perfect. 

For their second N64 title, 

MOSM AV cat caem Com tamale ey 
licences, this time with Superman. 
“We've got all the characters 

modelied, Cs AO Oe 
Tie) " says Eric. “We 

Reece. aenteenee eterae tren 
Capture, But are using animators 

| instead. Comparing the results 
against the characters in Turok 
Colm Ts Tove css) or-Co Sam clan 
NRC relCa cate Na 

surprise, given that it was thought to 
have been a Playstation exclusive, 
console-wise. Touted by some as 
an equal to Mario and Turok, the 
original Tomb Raider made a 
superstar out of game heroine Lara 
Croft, thanks to her over-pneumatic 
figure as much as her silky-smooth 
animation. This sequel takes the girl 
out of the catacombs and into 
typically Indiana Jones-esque exotic 
locales, namely Venice and China, 
Great Wall and all. 

There's also some kind of a 
strategy game in the works from 
Glasgow-based Red Lemon (founded 

The gameplay will be a mix of 
Pilotwings-inspired flying, ground- 
based adventuring (in a style not 
unlike Tomb Raider) and full 3D, 
Tekken-esque beat-'em-up action 

Reel) 

for the combat sequences. “| want 
this to be very different to other 
super-hero games” enthuses Eric. 
“Imagine the villain not only using 
his fist and legs to fight, but also, 
for example, throwing a school bus 
at Superman's face, in full 3D. We 
didn’t want to do a predictable, 
ole layea eae e-toc Uae 

As is the norm with comic book 
translations, Superman owners 
Warners insist on approving all the 
artwork. “We've worked with 
Disney in the past, but Warners are 
elo Lay =m ntl O(e gn Le) 6 Pa U4 ga Ago 
“It's good that they're protecting 
their property and making sure we 
get it right. But it's also not so good, 
because it's so time-consuming.” 
ATM om Noe min aal(ag 

has just been given approval by 
Nintendo, will be a chess game; not 
{60,surprising given that Titus’ PC 
ctu Virtual CheSs uses an Al 
Celeste acon) aca els 
Soe *It's quite easy for us to 

5 Eric, “so we might have it 

by ex-Gremlin 
Actua Soccer 
coders), but 
beyond that 
Eidos are 
saying 
nothing 
at all. 

RYOTE 

ready for 
lero 

Finally, 
there's Quest 
ome luTa lela 
licensed 
Liceyuamaalo 
ielaaaleroy gal ays 
animated 

TiaeN (rare Uo Mm ice) t) 
Warners. The film 
and the game both 
elementals 
Arthurian legend, 
elm tama coma 
actually King 
Arthur. “It's a very appropriate 
setting for a Zelda-style game,” 
reckons Eric. “Nintendo is very 
excited by us trying do a role- 
playing game, and though it's a 
difficult style to get right, we're 
pretty confident we can do it.” 

With 95 percent of the R&D 
department working on the N64, 
Titus is obviously placing a lot of 
faith in Nintendo's new machine. 
Eric again: “It's the best platform, 
no question. And it's the only 
platform ruled by gameplay. 
Nintendo are very hard on 
developers, but just for one reason: 
good gameplay. And that's te 
Tales Mum 
CUA Otc Cele 

Re 

Lamborghini 64 

Tomb Raider 2 (PC) 
Sa ane 

IN 
aNIZYOVW 

oO) 

SUIdOTIAIM VION NVIdOUNI ““SILVDLLSIANI 



vi 
E 
< 
= 
a 
Ras 

> 
7 

© 

any people only 
know Rare for their 
work on Killer 
Instinct and 

Donkey Kong Country, but the 
company has far deeper roots than 
that. ZX Spectrum creations Pssst, 
Jet Pac, Trans Am and Cookie 
were the games which launched 
Rare's original incarnation, Ultimate 
Play The Game. These, followed by 
Sabre Wulf, Lunar Jetman and 
Knight Lore, gave UPG legendary 
status. Yet attempts to crack the 
Commodore 64 games market 
proved far less successful. So, with 
an eye to the future, 1994 saw 
UPG reborn as Rare Ltd, and 
signing up with Nintendo. A 
whole flurry of NES games 
followed, some highly rated 
(Battletoads), others much less 
impressive (Wheel Of Fortune). 

It was to be the SNES which 
really consolidated the company's 
position as premier third party 
developer, though, with the ACM 
(advanced computer modelling) 
graphical effects of Donkey Kong 
Country making the game the 
biggest must-have since the 
Mario series. By the start of 1996, 
Nintendo had bought a quarter 
share in the company, a deal which 
Nintendo of Japan described at the 
time as a “major multi-million dollar 
capital investment"; not too hard 
to believe given the frightening 
number of Silicon Graphics 
machines to be found at Rare's 
Twycross offices. 

Rare have already proven their 
worth with the excellent Blast 
Corps, so hopes are high that 
Goldeneye 007 can elevate itself 
above the usual movie licence 
games, not to mention the other 
Doom-style first-person efforts 
rapidly appearing on the machine. 
Certainly the subtle touches, such as 
the ability to shoot an enemy in 
different parts of their body, sound 
very promising, as do the secret 
Bond villain sections. The game's 
now almost complete, due to be 
released in the US and Japan in 
August, and November over here. 

There's much speculation of a 
new Kong-based creation from 
Rare, but for now the focus is on 
two brand new cartoon characters 
due to make their debut in Banjo- 
Kazooie, the game formerly known 
as Dream. This is the one, you 
may remember, that prompted 
Nintendo's Howard Lincoln to say, 
“| think it sets a new standard in 
graphics technology on any home 
system. In fact, I'm willing to stick 
my neck out and say that this is the 
same leap for Nintendo 64 as the 

GoldenEye 007 
SNES experienced with DKC." olaentye 

And the early indications are 
that Mr Lincoln is spot-on with his 
projections. Banjo-Kazooie 
looks even more intricate and 
accomplished than Super Mario 
64 itself, as our Future Look on 
pages 8 and 9 reveals. If Rare 
put as much imagination into 
the game's design as they're 
putting into the graphics, they 
could become as indispensable 
to Nintendo as a certain 
Mr Miyamoto is. 

Rare's other big N64 project 
at the moment, which was also 
revealed for the first time at E3, is # 
Conker's Quest. Another 3D 
platform game, this seems to be 
designed for the ‘younger player’, 
but looks every bit as technically 
advanced as B-K. It's in the very 
earliest stages at the moment, 
though, and we won't be getting 
our hands on it until next year. 

After which... well, 

the campaign for a new 
Jetman game officially g 
starts right here. 

(eam me x18 

Banjo-Kazooie 
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est known for their 
Gameboy platformer 
Rayman, and Mario Kart 
challenger Street Racer, 

French label Ubisoft has actually 
been distributing other publishers’ 
software in France since 1986, 
as well as creating their own 
games since 1991. 

Tonic Trouble is the name of 
their first N64 effort, with a comic 

Tonic Trouble 
ee 

nterplay only have one 
UK-sourced title at the 
moment, but what a title! 
Earthworm Jim 3D, for those 

who missed last issue's preview, 

comes from the fertile minds of 
newcomers VIS Interactive. David 
Perry and Doug Tennapelare of 
Shiny Entertainment (who created 
the character, along with the first 
two Earthworm Jim games for 
PC and consoles) are working as 
consultants on the project, but the 
design is very much VIS's own, with 
a game style that’s best described as 
a 3D action platformer with bells on. 

Graphically, the idea is to make 
EWJ3D as close to a real cartoon 
as possible, which means faces and 
bodies which squash, stretch and 
distort, and strong black outlines 
running around Jim and the other 
game characters. 

“Shiny designed Jim with cell 
animation, so we wanted to keep 
him as a real cartoon,” explains VIS's 
Chris van der Kuyl. "It's been 
challenging to come up with 
technologies to make him look 

book sensibility complementing the 
action-adventure gameplay. Ubisoft 
promises “a shedload of in-game 
characters, more than in any other 
title around”, but beyond that 
things are still pretty sketchy. This 
one's due for a release early next 
year, with F7 Pole Position 64 (the 
European version of Human 
Grand Prix) and one or two 
others to follow. 

cartoonish 
ina3D 
world.” 

VIS are 
writing the 
game for a 
variety of 
formats, but 
promise that 
this won't 
be some 
quick N64 
port. “We're 
working hard to differentiate the 
N64 version," continues Chris. 
“Obviously, it's going to look a 
million times better than the others, 
but it'll do more than any of them, 
too. And we're taking real advantage 
of analogue control. So with 
something like Jim's ‘pocket rocket’, 
which isn't a fixed polygon model, 
the analogue stick makes it possible 
to really feel it bend around corners." 

VIS might have been going for 
a mere year and a half, but already 
publishers are clamouring to sign 
them up, and Chris's sights are set 
suitably high. “We're in the market 

nother big name from 
the home computer 
boom of the early 
"80s, Ocean are set 

to make an impressive debut on 
the N64 thanks to the European 
publishing rights to Imagineer's 
Multi Racing Championship, 
reviewed earlier in this issue. 

Beyond that, gamers can look 
forward to Mission: Impossible 
from Ocean's US development 
team in November, and — a little 
further down the line — the first 
fruits from Ocean's newly-created 
N64-specific development team 
in Manchester. 

Thanks to a recent merger 
with Infogrames (they who gave 
the SNES world The Smurfs), 
Ocean will now also be handling 
all the French 
publisher's 
N64 games, 
the first of 
which will be 
Space Circus, 
billed as a 
blend of Zelda 
and Mario 
game styles. 
Ocean has 
one or two 
other surprises 
in store, too, 
including a 
cowboy- 
themed 
game from 

Space Circus 

to create 
good triple-A 
titles, not do 
conversion 
work,” he 

stresses. The 
40-strong team are currently split 
between a game for Hasbro and 
Interplay's Earthworm Jim 3D. 
“We're investigating doing another 
game on the N64 at the moment,” 
reveals Chris, admitting a desire to 
work directly with Nintendo at some 

o 
point. If EWJ3D lives up to 
its promise, the opportunity 
might not be far off... 

Infogrames, and a helicopter title 
from simulation specialists Digital 
Image Design. With Seta’s Wild 
Choppers unlikely ever to see the 
light of day, this could prove to be 
the definitive ‘copter game. DID 
certainly have the pedigree to pull 
it off (even the military have been 
known to use their simulation 
code); it’s just a question of when 
the notoriously slow developer can 
get the game finished. 

Finally, there's also the 
possibility of Ocean sealing 
another publishing deal with 
an as-yet unnamed Japanese 
developer. If this comes off, 
we could see about 20 — yes, 
20! — new N64 titles making 
it over to these shores in the 
near future. N) 
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DMA Design oe 

aving created a whole 
new game genre with 
Lemmings, DMA broke 
ties with publisher 

Psygnosis a couple of years back, 
preferring to concentrate on more 
innovative titles rather than come 
up with new adventures for the little 
green suicide freaks. 

Uniracers was the result, a SNES 
title which somehow made the sight 
of single-wheeled bikes visually 
attractive. From there, DMA gained 

entry into the N64 Dream Team, and 
have been beavering away on Body 
Harvest for Nintendo ever since. 

“Body Harvest has been close 
to completion several times, but 
Nintendo keep changing the focus of 
the game," says DMA’s Bryan Baglow. 
“When we conceived the title, it 
was much more of a straightforward 
shoot-'em-up, but Nintendo thought 
it could be changed into something 
that's almost an RPG. So, while the 
engine is done and all the monsters 
and vehicles are in there, we're 
re-doing the levels and providing 
character interaction to give it a much 

more strategic element." 
When pushed for an estimated 

release date Bryan candidly admits, 
“It's a bit of mystery, because you 
know what Nintendo are like for 
quality control. They're the biggest 
company in the world, so they don't 
care about time scales so much. And 
of course we're happy to go along 
with them, because they know 
what they're doing.” 

All this means that gamers can 
now expect loads of vehicles, plenty 
of shoot-'em-up action, lots of 
impressive boss monsters and a 

spanking new role-playing element. 
Sounds great, doesn't it? 

Even wilder, though, is Silicon 
Valley. “Because we're developing 
Silicon Valley for BMG rather than 
Nintendo, the design is much more 
internal," Bryan tells us. “The 
team leader, Jamie Bryan, is also 
the lead artist, and from the 
beginning he's had a very clear 
idea of how it should look.” In 
fact, it looks something like a 
B-movie cartoon, N64 style. 
Something classic but not too 
cutesy is the aim. “You've got all 
these robotic animals who may 
look cute, but may just bite your 
head off," warns Bryan. 

With an off-beat story which 
puts the player in charge of a 
roving computer chip, exploring 
space station Silicon Valley — 
complete with 2001-style 
corridors; desert levels, arctic 
levels and so on - in a bid to 
discover why it disappeared from 
the solar system, and why it's 
suddenly reappeared a thousand 
years later, the game revolves 

around your ability to assume control 
of Valley's various robotic species. 
“Silicon Valley was a research station, 
so the place starts off with tiny 
nanobots which grow into more 
complex forms," explains Bryan. 
“All the animals interact, and there's a 
definite food chain going on there. If 
you're near a more predatory animal, 
you need to fight or run away.” 

In gaming terms, this heriarchy of 
artificial lifeforms might mean that the 
player is in control of a mouse, but in 
order to get around more easily, needs 
to fight it out with, then take control 
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of, a species of mouse that 
has wheels instead of legs. By 
working up through the chain 
(there are around 40 different 
species at the moment), different 
areas of the landscape can be 

Silicon Valley 

sole, Ela x Ta 

explored and new puzzles tackled. 
Bryan: “You may need to become a 
dog to herd a sheep into an area, or a 
ram so they'll follow you. You've got 
to think about exploiting features of 
the landscape. You may have missed 
whole sections if you haven't been up 
in the air, or gone down into a little 
mouse-hole.” 

And just as some animals can fly 
(some very unlikely animals, at that), 
players can also assume the form of 
animals which take to the water. “The 
water is modelled dynamically", says 
Bryan, “so there are things like dams, 

and sections which require water to 
be moved from one area to another. 
The landscape can always been 
interacted with in this kind of way." 

With its mixture of fast action and 
free-form exploration, Silicon Valley 
has the potential to be one of next 
year’s most original and individual 
games. As Bryan says, “What we're 
doing with all our titles is giving 
people toys to play with." And if 
that's not enough, two more games 
are already under discussion, to 
be published by DMA Design's g 
new owners, Gremlin. 
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MAGAZINE 

SOME GAMES 
REVIEWED : = Flip knows where we'll get them from. But rest assured: if 
anyone can track down some new Nintendo 64 games to 
review, it’s N64 Magazine. And you can expect us to provide 
the most authoratitive, detailed, entertaining and downright 
exciting reviews of them that you'll find anywhere, too. 
Whatever they might be. 

DEMAND | 
N64 RPGS! 

...and with Zelda 64, 
Holy Magic Century and 

Mother 3 all well underway, 
it appears we won't be 
disappointed. But what of 
Final Fantasy? And Dragon 
Quest? And the 64DD? 
In the next issue, Wil — sorry, 
‘FuSoYa' — will oversee an 
enormous survey of the 
Nintendo 64's role-playing 
possibilities. With enthusiasm. 

Our Kart competition steps up a gear, with 
the results from Stage 1 — and the entry 
form for Stage 2! That cup could be yours! 

AND! A wealth of other exciting features, 
m articles and tips. No doubt. 
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NINTENDO 64 GAMES 
FIFA SOCCER 34.99 
INTERNATIONAL 
SUPERSTAR SOCCER 64 93% 49.99 
KILLER INSTINCT GOLD « .. 49.99 
MARIO KART 64 (UP TO 4 PLAYERS) 49.99 
PILOT WINGS 64 90°% eave 0089.99, 
SHADOWS OF THE EMPIRE 90% ...49.99 
SUPER MARIO 64 100% .. oo 00e49.99 
TUROK - DINOSAUR HUNTER 97% 57.99 
WAVE RACE 64 92% 44.99 

NINTENDO 64 

NINTENDO 64 .. 

CONSISTS OF 

CONSISTS OF 

Save £10 

Save £10 
Save £10 
Save £10 
Save £10 
Save £10 
Save £10 
Save £12 
Save £10 

COMING SOON ON 

BLAST CORPS se are JULY 
BODY HARVEST ... SEPTEMBER 
GOLDENEYE 007 ...... . NOVEMBER 
STAR FOX 64 AUGUST 
YOSHI'S ISLAND . OCTOBER 

SAVE £10 If © Se ll ee TS) SONY KV-16WSI NICAM ‘399.9 

SUPER NES GAMES 
DONKEY KONG COUNTRY 2 97% ...43.99 
DONKEY KONG COUNTRY 3 41.99 
DOOM 95% a 39.99 
F-ZERO --18.99 
FIFA SOCCER 24.99 
KIRBY'S DREAMCOURSE ...... ... ...19,99 
KIRBY'S FUN PACK 5 ae 36.99 
KIRBY'S GHOST TRAP 22.99 
MORTAL KOMBAT 3 44.99 
MR DO 82% sep 3 24.99 
PGA TOUR GOLF .. ee -+-19,99 
PILOT WINGS 91% 24,99 
PINNOCHIO 92% 32.99 
PRIMAL RAGE 27.99 
SPIROU 24.99 
SUPER GHOULS AND GHOSTS 24,99 
SUPER INTERNATIONAL CRICKET 26.99 
SUPER MARIO KART 94% 25.99 
SUPER MARIO WORLD 92% ++-19,99 

Save £11 
Save £8 

Save £25 
Save £11 
Save £20 

. Save £5 
Save £13 
Save £2 

Save £25 
Save £15 

.. Save £25 

. Save £12 
Save £32 
Save £15 

Save £13 
Save £4 

16” WIDESCREEN TV .. 
THE ONLY PORTABLE EAA oh 
WIDESCREEN TV COMPLETE WITH: 

7 Vv NICAM stereo ¥ Super Trinitron 16” widescreen 

Soret Ns a a . ane fa v Full range speakers ¥ One button tuning “ Remote control 
TETRIS ATTACK 87° 30.99 Save £4 | |W Teletext ¥ Sleep timer ¥ 0% Finance 

ULTIMATE MORTAL KOMBAT 3 89% 40.99 ...Save £9 | |” Games button for switching between TV and console 
VORTEX * : 19.99 ...Save £25 0% finance available. £39.99 deposit plus 9 monthly repayments of £40 

YOSHI'S ISLAND 97° 41.99 ...Save £13 APR 0%. Subject to status. Call 01279 600204 to apply or at one of our 
ZELDA 3 - LINK TO THE PAST 95% 19.99 ...Save £10 huge club shops in Bristol, Chelmsford and Sawbridgeworth 

GAMEBOY GAMES 
DONKEY KONG LAND 96°. 21.99 Save £3 
JOHN MADDEN 96 16.99 ...Save £13 
PINBALL DREAMS 19.99 ...Save £20 
SENSIBLE SOCCER 19.99 ...Save £25 
STARGATE 14.99 ...Save £15 
TWIN PACKS Buy any one item from OR CHOOSE AN 
“DONKEY KONG & our entire catalogue at the 
DONKEY KONG LAND 29.99 ...Save £5] ~ same time as fing Pi ALL STAR 

- SUPER MARIO LAND 1 & 2 29.99 ...Save £5 || oe awing for saa (£7.50) VIDEO 
- TETRIS AND TETRIS 2 - 26.99 ...Save £3 ewng EH e ue Ae 
- WARIOBLAST AND WARIOLAND ...29.99 ...Save £5 || OF More and we'll give you DUMBER VIDEO (15) 
ZELDA 96% 14.99 a choice of these fantastic PLUS 1001 CHEATS 

NINTENDO 64 
FROM ONLY 

All Nintendo 64’s come with one 3D controller and 
RF lead for connection to TV 

...139.99 save £10 

...144.99 save £14 

..187.99 save £21 

..187.99 save £21 

...189.99 save £29 

NINTENDO 64 with 256k memory ican 

NINTENDO 64 with Super Mario 64 

NINTENDO 64 with Mario Kart 64 

NINTENDO 64 with Turok : at 

For optimum pixel perfect picture quality choose a ee oe % 
SCART lead for the Nintendo 64 at only £9.99 . 

NINTENDO 64 0% 
FINANCE DEALS 

NINTENDO 64 BIG DEAL 
CONSISTS OF 
v Nintendo 64 console with 3D controller 

v Super Mario 64 ¥ 1 Mb memory card 0% 
mY Extra official Nintendo 3D controller 

£22.99 deposit plus nine further monthly payments of 
£23.00. Total price £229.99. APR 0%. 

combined RRP. Offer subject to status 

NINTENDO 64 FOUR 
PLAYER BIG DEAL 

v Nintendo 64 console with 3D controller 

v Mario Kart 64 four player game 

Vv 1 Mb memory card 

v THREE extra official Nintendo 3D controllers 
in different colours 

v Four 1.5 metre extender cables 

£29.99 deposit plus nine further monthly payments of £30.00. Total price 
£299.99, APR 0%. Save £48 on combined RRP. Offer subject to status. 

Q NINTENDO 64 
| GREATEST DEAL 

=\ v Nintendo 64 console with 3D controller 

uv Super Mario 64 v Mario Kart 64 v Wave Race 64 
\\ v Turok - Dinosaur Hunter ¥ 1 Mb memory card 

v Extra official Nintendo 3D controller 

£38.99 deposit plus nine further monthly payments of 
£39.00. Total price £389.99. APR 0%. 

combined RRP. Offer subject to status. 

TO APPLY FOR 0% FINANCE CALL 

01279 600204 OR VISIT ONE OF OUR 
HUGE CLUB SHOPS 

For optimum pixel perfect picture quality choose a 
SCART lead for the Nintendo 64 at only £9.99 

PLAYSTATION 
_.. & CONTROLLER 

PLAYSTATION + SOUL BLADE ... 
PLAYSTATION + FORMULA1_... 

PLAYSTATION + MICRO MACHINES 3 ...162.99 ...Save £26 EXHUMED 

0% FINANCE DEALS AVAILABLE ON PLAYSTATION BIG & GREATEST DEALS 

ur £199.99 

Save £30 on 

.. 389.99 

Save £63 on 

gifts absolutely free. OR FREE 

NINTENDO 64 ACCESSORIES 
ARCADE SHARK STICK FOR N64 39.99 P ) STEREO, 
5 FIRE BUTTONS, VIEW CONTROL. ANALOGUE AND DIGITAL 

4 DIRECTIONAL CONTROLS, INTER-CHANGEABLE JOYSTICK, 
AUTO-FIRE, SLOW MOTION AND MEMORY CARD SLOT 

5 FIRE BUTTONS, VIEW CONTROL 

CONTROLLER, AUTO-FIRE, SLOW 
MOTION AND MEMORY CARD SLOT 

OFFICIAL 3D CONTROLLER FOR N64 

TOMBSTONE VIDEO 
| (15) PLUS 1001 

CHEATS 
| OR FREE 

= CLIFFHANGER 
VIDEO (18) PLUS 
1001 CHEATS 

ALL OFFERS SUBJECT TO STOCK. 
OTHER OFFERS ARE AVAILABLE 

OVERSEAS MEMBERS PLEASE ADD 
£2 POSTAGE 

FREE 
PERSONAL 

HEADPHONES 
AND CASE 
PLUS 1001 
CHEATS 

OR FREE MINI BOY 
CONSOLE KEYRING 
AND 1001 CHEATS 
55 GAMES BUILT IN 

INCLUDING A TETRIS 

STYLE GAME ®&, 

SUPER PAD PLUS FOR N64 
22.99 

ANALOGUE JOYSTICK 

FREE TO ENTER 

So 24.99 = 
e ANALOGUE AND DIGITAL CONTROL, 6 ACTION BUTTONS Se EEE £23,000 worth of prizes! 

2 SHOULDER BUTTONS, MOUNTED TRIGGER BUTTON AND WALLET WITH | A Lotus Elise, 17 PlayStations 
MEMORY CARD SLOT 

ANALOGUE AND DIGITAL CONTROL. 
6 ACTION BUTTONS, 2 SHOULDER BUTTONS, MOUNTED 

229 99 TRIGGER BUTTON AND MEMORY CARD SLOT, AVAILABLE IN 
ae . RED, GREEN, YELLOW. BLACK, BLUE OR WHITE 

ADJUSTABLE SHOULDER STRAP AND CARRY 
299 99 HANDLE WITH THE CAPACITY TO STORE THE NINTENDO 64 

“ SYSTEM, 2 CONTROLLERS, 6 GAME CARTRIDGES AND 6 
MEMORY CARDS. OFFICIAL NINTENDO PRODUCT 

LEADS 
PAIR OF EXTENDER CABLES 12.99 ee tae 
PACK OF FOUR EXTENDER CABLES 22.99 
TO EXTEND CONTROLLERS BY AN ADDITIONAL 1.5 METRES EACH = : —__ 
HIFI AUDIO LEAD - N64 TO STEREO 9.99 - - aeacss| 
TV LEAD FOR N64 TO SVHS TV 9.99 
SCART LEAD - N64 TO SCART TV 9.99 | [Postcode EhoneNg —Machine_____ 

MEMORY CARDS Enter membership number (if applicable) or 
INEW MEMBERSHIP FEE (ANNUAL UK £7.50) 

256K (12 SLOTS) MEMORY CARD 9.99 
1 MB (48 SLOTS) MEMORY CARD item = = 

SUPER NES ACCESSORIES ss... 
LOGIC 3 ACTION PAD SN FOR SUPER NES. 
SIX BUTTON JOYPAD WITH DUAL SPEED AUTO-FIRE 

\ 94.99 

FREE Nintendo 64 when you buy a Special Reserve PC. 
One of our great Unbelievable Free Objects deals. 

£124.99 
154.99 ... Save £14 

..159.99 ...Save £19 

FORMULA 1 38.49 SUIKODEN collect any items costing over £60 from your door within our normal handling charge. Inevitably some 
= CER ° products listed may not yet be available, Please phone to check availability. Prices may change 

INTL SUPERSTAR SOCCER PRO ...34.99 TEKKEN 95%... without prior notification, SAVE = Saving off full recommended price. Sent to press 30/5/97 Errors & 
JONAH LOMU RUGBY 34.99 TOMB RAIDER 95° Ommisions Excluded. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts CM21 9PG 

TOP GEAR PRO ... 64.99 
FULLY FUNCTIONAL STEERING WHEEL 

WITH BRAKE AND ACCELERATOR PEDALS. PROGRAMMABLE R FAX YOUR ORDER ON 01279 726842 - WE'LL FAX BACK TO CONFIRM 
BUTTONS, 8 BUTTON CONTROL. D-SHAPED WHEEL, STICK OPEN 9.30am To 8PM (Mon-Sat) 10am To 5PM (SUN & BANK HOLIDAYS) 
SHIFT. LCD CONTROL PANEL. DYNAMIC RESOLUTION ——___————_——____ 
CORNERING, SELF CENTRING WITH THROTTLE HOLD AND Wejonly‘supply, members but you can/orser.as youljoin 
MEMORY CARD SLOT scan 

{ag SUPER NES MARIO PACK 

INCLUDES SUPER NES WITH SUPER MARIO WORLD 
MARIO ALL STARS AND ONE CONTROLLER 

DUST COVER FOR SUPER NES 

HIFI| AUDIO LEAD FOR SUPER NES TO STEREO 

SCART LEAD - SNES TO SCART TV 

COMMAND & CONQUER 35.99 MICRO MACHINES 3 
COOL BOARDERS 33.99 NEED FOR SPEED 2 
CRASH BANDICOOT 37.99 PANDEMONIUM 
DARK FORCES 29.99 REBEL ASSAULT 2 
DESTRUCTION DERBY 17.99 RESIDENT EVIL 
DIE HARD TRILOGY 34.99 RIDGE RACER 

PLAYSTATION GAMES (i2iiaaice> 2 

17 copies of Formula 1, 
= 1001 CHEATS 17 Gamester Steering Wheels 
5 MAT DESIGNS TO Play by post, at our Club Shops or 
CHOOSE FROM live on our web site @ 

http://special.reserve.co.uk 

COLOURED OFFICIAL 3D 
CONTROLLER FOR N64 ... 26.99 

Special Reserve 

01279 600204 

Trial Membership only £1 
NINTENDO 64 DELUXE CS: "F SE S2) || Trial Members receive one issue of the club magazine. Valid for one order. 
GABBY CAS Es 24.28 Annual Membership (UK) £7.50 

ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 
Members receive ten issues of the colour club magazine per year. 

There is no obligation to buy anything. 
ge to MOST UK mainland ad 

item 

9.99 | litem __ . _ 
For OPTIONAL first class post add 50p per item 
For OPTIONAL fast delivery on hardware add £3.00 

GAMESTER 8 BUTTON JOYPAD A 
FOR SUPER NES 

15.99 
TURBO FIRE AND AUTO-FIRE 

FUNCTIONS 

ALL PRICES INCLUDE UK POSTAGE & VAT 
ICheque/P.O,/Mastercard/Creditcharge/Switch/Visa ie 

SIGNATURE___ 7 
OVERSEAS ORDERS MUST BE PAID BY CREDIT CARD 

HARDWARE ITEMS (MAINS) ARE ONLY SUPPLIED TO UK ADDRESSES. 

OVERSEAS SURCHARGE £2.00 PER SOFTWARE ITEM OR 25% ON OTHER ITEMS 
Cheques payable to 

Special Reserve at 
PO Box 847, Harlow, CM21 9PH 
Special Reserve is mainly mail order 

but we also have 

Three impressive 
3 Special Reserve Shops 

Bristo. AVON SawsrioGeworTh, HERTS CHELMSFORD, Essex 
351 Gu (A38) TH Mal 
Tihh 

LEGACY OF KAIN 

We GUARANTEE TOTAL SATISFACTION! If you are not entirely satisfied with any product bought from| 
Special Reserve you may return it for a full refund (subject to a £4 handling fee). We will be happy to 26.99 SOUL BLADE 
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MAGAZINE 64 

“FOR NINTENDO 64 FANS El 

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 ISTO 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. 

} z THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
erate DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 
SERS 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, IS/TO/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 
AYc-T a3 (ea) 
(2560 pixels) 

YOU ARE /VIEWING |THE /"MAX—REZ” VERSION OF//THIS 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 EVEN AN IPOD /OR IPHONE, 

BE SURE TO CHECK’ THE MAGAZINE CATALOGUE ON OUR SITE. 


