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Cool add-ons for hot game-play
on your Game Boy Advance

Got a Game Boy Advance? Now you can get power,
protection and extra performance with these Kkiller new
accessories from Gamester!

Check out the Power Station. This handy desktop unit packs
up to twelve hours of game play into a single charge.
Want to play in the dark? Then snap on the Floodlights.
Twin lamps at just the right angle give out all the light you
need, then fold flat for storage. And when it's time to close
down the action, the rugged Kit Bag provides stylish
protection for your Game Boy Advance.

Stay ahead of the game.
Shoot off to your nearest games retailer or visit

www.radicauk.com

THE UNFAIR ADVANTAGE
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MeVerything else. We've got more on all three, starting on
page 28. Twenty-four pages more, in fact — our biggest
. reviews section for yonks. Oh, and remember, we're
the only Nintendo magazine in the UK who can give
you a proper, official verdict on Gamecube's line-up.
And don't worry, we've set aside some secrets for
the UK versions too, so even though we've turned
the three launch games inside out and upside down,
they’'ll be plenty more to discover next Spring.

tsa Luigis
here's plenty more for you this issue — but this month
has turned out to be much more about you bringing
stuff to us. We've had a frankly ridiculous response to
our competition in NGL/59, where we asked you to
design a 3D Luigi from whatever materials you fancied.
We've had clay Luigis, papier maché Luigis, five-foot
high Luigis, glass Luigis — and, in one unfortunate case, a
Luigi which, thanks to careless Post Office staff, reached
us as six flattened slabs of mouldy pastry. Thanks to
everyone who sent us a model — we'll be picking our
way through the mountain of as-yet-unopened
cardboard boxes and announcing a winner next issue.
Hopefully we'll find Alan somewhere in there, too.
Tim Weaver
EDITOR

JUST LOOK WHAT WE'VE GOT FOR YOU THIS MONTH!

SOUL CALIBUR 2
e Fresh screens of the oun P%MISE

¢® LUIGI'S MANSION

The first review ﬂf: the
first Gamecube title!
Ten packed pages!

planet’s premier punch-
‘em-up on Gamecube!
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SUPER MONKEY BALL

Gamecube’s third launch
game is all about the
monkey. We rate it!

WAVE RACE:
BLUE STORM

Water ride! The world's
most realistic jetski
racer - reviewed!

THE SIMPSONS
ROAD RAGE

Woohoo! Homer and
co roar onto GC in a
corking cab racer...

RESIDENT EVIL
BIOHAZARD

The spine-chilling
classic remade -

—
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exclusively for GC!
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First pics of the slice-‘em-up that has a whole lotta soul!

Once your enemy is down, you can continue
pummeling and battering your fallen foe. Nice.

INFO Bunsrg "
) SOULCALIBUR 2

et

DEVELOPER: Namco [NE” o
PUBLISHER: Namco | e
HOW MANY PLAVERS:  7/2
RUMBLE FUNCTION:  Yes
ONLINE PLAY No
NUMBER OF DISCS: 1
GBA LINK-UP: No

WHEN'S IT DUT?

= > L
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TBA TBA TBA
ANTICIPATION RATING 4
a & ‘3 3 o The special effects always
g a : 7 made SC a joy to watch.



will tell you that Soul Calibur

laughs in the faces of its fellow
3D fighters. Maybe it's the superbly
balanced mix of hulking great mallet-
wielding giants and light-footed ninja-
vixens. Maybe it's the intuitive fighting
system. It may even be the slick special
effects and jaw-dropping visuals. But
for us, it has to be the ability to dish
out humiliating ‘afters' while your foe
lies defenceless on the floor.

ﬂ nyone who owns a Dreamcast

Character assassination
Whatever your reason for liking
Namco's superb weapons-based
fighting series, one thing's for certain -
you can bet your life that the coders

New characters - such as
Sophitia’s sister Cassandra -
will join a roster of 20 battle

are already beefing things up for the

latest sequel on GC. Judging from what

we've seen so far, Namco are already

making some promising enhancements.

Firstly, the arenas are now far more
interactive, losing the free-floating
squares of past instalments. Instead,
you'll be fighting it out in beautifully-
textured castle courtyards and feudal
Japanese dojos, using walls, pillars and
any other scenery to your advantage.
As for characters, Mitsurugi, Taki,
Siegfried and co will still be available,
while new fighters — such as Sophitia's

Calibur’s
unigue
brand of
battling
has always
been the
best.

little sister Cassandra — will join the
roster of 20 battlers. Naturally, you can
expect superbly detailed character
animation, costumes and weapons, and
those all-important special effects — like
the glowing weapon traces and white-
hot contact sparks we've all grown to
love to bits.

Slim percentage

Details are a little thin on the ground,
but we're hoping the story-driven trials
and art galleries will all make it into the
GC version — although being only 30
per cent complete, it's impossible to tell
right now. But keep this in mind — 30
per cent, and it's looking this good
already? You 'do the math'. NGC

Expect Namco to come up
with some stunning scenery.

Big boys Astaroth, Nightmare
and Rock are capable of KOs
with just a few hits.
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While kicks are useful, you'll 5 g9
be using your weapons more.




New shots of the game

THE LEGEND OF ZELDA

DEVELOPER: Hmtendo

PUBLISHER:

RUMBLE FUNCTION:
ONLINE PLAY:

WHEH’E"[HH?

nﬂnml:mnn RATING

GDDDU

8 NG¢ ISSUE 61

INFO BURSI":;,;

Hanging
from the
chandelier to
avoid
Moblins, eh?
Link's gone
afl James
Bond on us
for this one.

nd so the Zelda backlash rumbles
.un. You need only turn to page 85

for a glimpse of the boiling-hot
debate that Nintendo’s sudden change of
direction has prompted — and a sense that
the majority's opinion of the new cartoony
look is, in so many words, “Get rid of it!"

Which is a shame. Because the cel-

shaded visuals that Shigsy's plumped for
offer not only a startlingly original look, but
also a guarantee that Zelda GC will
incorporate as many fresh ideas, ground-
breaking set-pieces and innovative
moments as the rest of the long-running
series put together. Just look at the screens
for glimpses of Link stealthily tip-toeing
behind foes, exploiting scenery to escape a
pasting, and somersaulting over enemies
and stabbing them in the face, all in one
smooth movement. Nice, eh?

s talking abig

Most Zelda GC haters cite this wink as
the main evidence that Shigsy's lost it

F ZELDA

A Link to the future

It certainly sounds better than just a
fancier-looking Ocarina of Time. And yet
Nintendo aren't binning all the features
you fell in love with during the N64's two
Zelda titles. Items are still assigned to

Moblins spend every fight swiping, leaping,
tumbling and even laughing. ‘Living
cartoon’ barely begins to describe the
astonishing sights to be taken in here.
Whether Zelda GC is a Gamecube

Nintendo aren’t binning all the

features

you fell in love with

during the N64 Zelda games.

different buttons, the maps are as
sprawling as ever, and even combat seems
largely unaltered. The dreamy Z-targeting
system returns, with sword-plunging
activated with the old A button — but the
animation has to be seen to be believed, as

rehash of the original Legend of Zelda on
NES is another matter of contention -
hopefully, we'll have more lovely
screenshots and another dollop of info for
you in the very next issue. In the meantime
— stop moaning! NGC



So you think Luigi's Mansion represents the
pinnacle of ‘living cartoons’? You're wrong.
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Yes, it's cartoony, but the forest in the back
proves that your eyes will still be popping.

In three seconds, these fellas will be

toppling towards an untimely death. Ha!
e o120 = Fancy lighting effects? Yes, please. Shigsy just R S '55,-:_5—‘3:‘{] :':_
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There's a whole range of new moves at Link’s
disposal. Seeing off these two will be a cinch.
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Luigi's
Mansion
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GAME AVAILABLE NOVEMBER 18.
FULL SITE WILL BEGIN SPOOKING SO0

GAMECUBE
LAUNCH “QUIET”

i ®

By Mark Green

intendo's long-awaited and oft-
I}]deiayed Gamecube has finally

been launched in Japan, to an
unusually muted reception, attributed
to factors ranging from weak marketing
to the terrorist atrocities in New York
and Washington.

The launch, on September 14th,
saw 174,856 Camecubes sold out of
450,000 delivered to stores, along with
178,352 copies of the three launch
games — roughly one for every console
sold. Queues in Akihabara, Tokyo's
sprawling electronics district, were
small, failing to match the hordes of
eager punters that queued around the
clock to be the first to buy Game Boy
Advance earlier this year.

Cubic feat

But all the signs point to Gamecube
gathering pace in the days and weeks
following the launch. Nintendo's share

SQUARED?

Are Square bringing Final Fantasy _
back to the Nintendo fold?

|

price rose immediately after
Gamecube's appearance on Japanese
shelves, and sales were reported to be
picking up as more locals became
aware of the machine's launch.
Retailers in Tokyo, too, were upbeat,
with a major Japanese supermarket
chain revealing they had sold 80 per
cent of their initial batch of
Gamecubes, and stores demanding
more machines and joypads from The
Big N.

Analysts pointed to the World
Trade Center attacks as among the
reasons for the slow start, as people
“might not have been in the mood" for
games in the aftermath. Maost of the
blame, though, is likely to lie with the
launch line-up — Gamecube is the first
Nintendo console to launch without a
new Mario game, and the distant
promise of Mario Sunshine in summer
and Zelda in Christmas 2002 hasn't
been quite enough to get Japanese
gamers running down to the shops. As

The best news from the biggest sources - every month

NEWSDESK
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GAMECUBE '
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As the official US Luigi's Mansion website
launches, Japanese punters queue for GC.
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GAMECUBE

it was, Luigi's Mansion proved to be
the best-selling launch title, with
137,677 copies sold.

Xbox out of the equation?
Initially, the terrorist attacks in the US
raised a question mark over
Gamecube's stateside launch, still
scheduled for 18th November. Gary
Gabelhouse, of market tracking
company Fairfield Research, told USA
Today that “In the short term, people
are taking some time away from
gaming, as well as a lot of other
entertainment venues, to be online or
watching the news."

But demand for Gamecube actually
increased towards the end of
September, bolstered in part by
Microsoft delaying Xbox's US launch by
one week to November 15th, and
admitting they're unlikely to have even
600,000 of their bulky machines ready
for that date. Leading US stores -
including the famous Wal-Mart, owners




Early morning in Akihabara, and a host of people
anxious to get their mitls on Gamecube.

ANALYSTS SAY

Market watchers respond to
Gamecube’s Japanese launch.

“Launching Gamecube with Luigi as the
star is akin to using Stephen Baldwin as a
marquee actor in a blockbuster movie.
People know the name; but they are more
likely to buy tickets to see his brother.”
Steven Kent, MSNBC

“People frankly might not have been in
the mood. [The terrorist attacks] had
repercussions throughout the world, and
the Gamecube’'s launch didn't generate
the excitement you'd expect.”

Schelley Olhava, IDC

“Japan used a much more mellow
marketing approach. It's a solid launch,
not a record breaker, but you have to look
at the circumstances. Japan is in a
recession and has been for a long time."
Perrin Kaplan, Nintendo

of UK supermarket chain Asda - have asked
Nintendo to up the number of GCs made
ready for launch from the current 700,000,
although that would prove "impossible”
according to Nintendo of Japan director
Hiroshi Imanishi.

Ad-ing it up

In response to criticism of their lack of
Gamecube advertising, Nintendo of America
are now pushing ahead with a blistering
marketing campaign for their little game
box — which will be available in both purple
and jet black from day one. Cinema
advertisements will run alongside Harry
Potter and the Sorceror’s Stone and The
Lord of the Rings, 10,000 demo machines

Until Zelda GC and Mario Sunshine arrive,
Gamecube will be lacking in ‘killer apps’.

will be placed in game shops, and every can
and bottle of Dr Pepper in the country will
have Gamecube's logo stamped on it. A
‘Nintendo Cube Club' tour kicked off on
September 28th, bringing playable
Gamecubes and "DJs spinning music” to 12
of America’s biggest cities. Official websites
— including www.nintendogamecube.com
and www luigismansion.com - are also now
open for business.

European marketing, however, is non-
existent — and even this close to the
machine's US launch, there’s still no word
on a release date for this little continent of
ours. For more on Nintendo's attitude to
Europe and the UK, see our in-depth report
on page 14. NGC
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Gyration

NINTENDO
GYRATE

Nintendo of Japan
have bought two
product patents from
Gyration Inc., a US
company which
manufactures
‘interactive
controllers’. The twin
patents deal with
“tracking human
motion and
translating it into
movement of
computer graphics,”
and should allow
Nintendo to extend
the tilting technology
they're currently using
in Kirby's Tilt 'n’
Tumble. Gyration
claim their technology
is best for moving on-
screen crosshairs,
making it ideal for
“first-person shooters
and action games.”

Intriguing. MIG

FROVI
TOKYO
TO YOU

October 12th heralds
the start of the three-
day, twice-yearly
Tokyo Game Show,
with Japanese games
companies showing
off their wares to all-
comers. All manner of
Gamecube loveliness
should be in
attendance - and

From Software have
confirmed that both
their RPG Rune (last
playable at Nintendo's
Spaceworld show)
and the previously
unseen Gold Star
Mountain will be on
display. We'll bring
back all the news, just

for you. MG
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PIKMIN
DELAY

Nintendo announced
this month that
Miyamoto's
gardening-inspired
real-time strategy has
had its release date
pushed back a couple
of weeks stateside.
Nintendo gave no
reason for the slip and
it wasn't mirrored in
Japan, so we can only
assume that there are
difficulties with the
localisation of the
title. Pikmin should
be in stores across the
US on the 3rd of
December. GE

NANICO
GIVES US

MORE

In addition to the
already stunning Sou/
Calibur 2 and Ridge
Racer, one of the most
prolific coin-op
creators in Japan have
promised to bring
even more of their
titles to Gamecube.
Currently in the works
are Dead to Rights, a
third-person action
game, an insane
arcade racer called
Smashing Drive (it's a
bit like Midway's Rush
series) and a
conversion of the
highly acclaimed
platformer, Klonoa 2
We'll have shots and
details over the
coming months. GE

With improved character models, stunning
backgrounds and an atmosphere to die for, this
is one heck of a score for Nintendo. Nice one.
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Rival consoles take
note — You'll
never see this
one again,
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Two of the gaming world's :
hottest properties fh ake on it. - :-:*

EVIL TAKES UP
RESIDENCY ON

GAMECUB

by mid the endless moaning about
4 Zelda ‘looking all babyish' and

Gamecube being ‘just for kiddies’
and 'lacking third-party support,’ critics were
suddenly left red-faced and forced to eat
their own words this month.

In what must surely have felt like a
vicious jab in the eye for Sony executives,
Capcom and Nintendo announced that not
only will the highly anticipated Resident Evil
4 be appearing on Gamecube, but so too
will every other Resident Evil — bar godawful
House of the Dead-style shooter Resident
Evil: Survivor. Sony's pain is Gamecube's
gain, and after a quick appraisal of Capcom’s
plans for their hugely popular Resi series,
you'll see why.

Original sin
Firstly, Capcom are totally revamping and
redesigning the original Resident Evil
exclusively for Gamecube (turn to page 18
for full details). They will also update both
Resi 2, Nemesis and Code Veronica, again
exclusively for Gamecube, and while they
won't receive as severe an overhaul as the
original, they will be tweaked and polished
until they demonstrate significant
improvements over their predecessors.
Lastly, two all new instalments -
Resident Evil Zero and Resident Evil 4 -
also Gamecube exclusives — will follow

once the first four
games have been
completed.

A beautiful
friendship...
This a massive step
forward for Nintendo
- who have
desperately been trying

to widen their demographic - in what is a
dramatic coup not only for the Gamecube,
but for the company as a whole. So, why
the sudden change of heart? And more to
the point, why re-release old games?

Well, a couple of reasons. As Shiniji
Mikami — creator of the Resi series — puts it,
“Biohazard has slowly moved away from its
origin of horror. What our users have
supported over the years was this feeling of
horror. After much thought, we have
decided to return to the beginning and start
from [Resident Evil 1] once again”. As far as
the exclusivity to Gamecube is concerned,
Mikami had this to say: “We don't want to
force our users to buy many systems to play
the Biohazard games, so we've decided to
focus on the one console: Gamecube.”

Here's hoping that the
Capcom/Nintendo relationship continues to
grow. As usual, more news and shots as and
when we get them. GE



1080° WIPED OUT?
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MCertainly o
hope AR

not, but industry vyrp?
insiders have let .7
slip that Left ‘
Field's highly

anticipated

snowboarding
sequel may well
have been shelved
for an undisclosed
period — perhaps
indefinitely.

Although no
real reasons were
offered for the
setback, we
suspect that it will
only be scrapped in the form that it
took at Spaceworld, and restarted.

If rumours are true, there has
been some internal disagreement
about the direction in which 7080° 2

Screenshots from FFXI, a possible
Gamecube title. Are those Pikmin?

t's been a dream among
[I Nintendo fans for years, but it

might just be about to come true.
Rumours are gathering pace that
Square, the behemoth behind the
Final Fantasy series, are about to
commit to Nintendo.

Early rumours suggested that
Square would reveal plans to develop
Final Fantasy X/ as a Nintendo
exclusive in a press conference on
September 24th. It didn't happen -
but there are still strong rumours that
the Tokyo Game Show, scheduled for
12th October, will be the venue for a
groundbreaking joint announcement.

Square deal

Square have made no secret of their
love of Nintendo's newest consoles.
Final Fantasy character designer
Tetsuya Nomura recently offered
“huge praise for both the Gamecube

Some things never change
- looks like another wail.

was headed. But whatever the

situation at Left Field, we find it hard
to believe a sequel will never surface - |
it might just take a lot longer than we 1
initially hoped. Shame. GE I
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and Game Boy Advance. If there is
any chance to work on them, | may
go for it." But Nintendo president
Hiroshi Yamauchi - still smarting from
Square ditching Nintendo back in
1996 - has been resistant. “We do
not have a contract with Square, and
do not plan to even consider one in
the future,” he blasted in January.

Square defected to Sony after
Nintendo announced their intention
to stick with cartridges for the N64 -
and took their hugely successful Final
Fantasy series with them, claiming it
was too big to fit on a cart.

Announcement or not, Final
Fantasy X! is already planned for “all
platforms”, raising the possibility that
we'll see it on Gamecube. However,
the Resident Evil news makes it
unlikely that such a earth-shuddering
press conference would be easily
predicted by anyone. MG

- g

ctivision have released the first
mihﬂt of Tony Hawk's Pro

Skater 3 for Gamecube, due
for a Christmas release in the US.
American developer Neversoft will be
handling the conversion from P52 to
GC, and are claiming the Nintendo
version will be faster, better-looking
and packed with more special effects
than its Sony-based counterpart. More
screens and info next month. MG

CONFIRMIED

eptember proved to be
s something of an emotional
mixed bag. In amongst the
office’s excitement about getting our
hands on Gamecube, proceedings were
unfortunately overshadowed by the
terrorist attacks in America.

It's a little too easy — and mawkish -
to pinpoint how frivolous the games
industry seems in light of these terrible
events. At the same time, it's tempting
to launch into the moral implications of
playing games involving terrorists and
armed combat - but doing so would not
only be patronising, but an exercise in
hypocrisy on our part. We intend to do
neither here.

However, it'd be foolish not to at
least recognise the impact the terrorist
attacks are having on the industry. Take
Sega's Propeller Arena (a flight combat
sim). Due to be released this month, it
was delayed until January 2002 - the
main reason being, if the player so
chose, the events of the 11th September
could be imitated. A prudent mark of
respect from Sega, then — but numerous
incidents of delays and slightly edited
content (we doubt Resi Zero's mid-air
zombie blasting will survive) won't
seriously affect the gaming community

Perhaps, though, the predicted
economic backlash will. With the global
economy experiencing a slump and
consumer spending expected to slow
down, there's been a great deal of
discussion as to whether Gamecube will
be delayed through lack of interest. This
| doubt. Most people seek to take their
minds off current affairs, and it's hard to
see gamers losing their appetite for
escapism, or being dissuaded from
purchasing something that many have
been looking forward to for well over 12
months now.

Still, it's very difficult to tell how
Gamecube will be received in the States.
With the Japanese launch being so
quiet, and the terrorist attacks being
touted as a cause for slow sales, it's hard
to see how US sales won't be affected.
But with Nintendo's new machine less
than a month away from launch in the
States, we don't have very long to find
out how it fares.
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Analysis of the issues that matter

As Gamecube arrives in Japan and
gears up for its US launch, Europe
doesn’t even have a release date. Mark
Green asks: when can Europe come

and play?

ore than one journalist
managed to videotape the
press conference Nintendo
held in London this
September. And the tapes they came
back with contained something
interesting — a very audible groan after
Nintendo director Satoru Iwata revealed
that Europe's Gamecube release date
would remain a vague 'Spring 2002".

It must have shaken Iwata, the
head of a company that's more used to

Shelly Friend, Nintendo of Europe's Head
of PR. Not as red in real-life.
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undying worship from its ‘customers’,
Europeans might have grown used to
being treated as third-class citizens by
The Big N, and expect consoles and
games to come creeping over the
horizon months or even years after the
rest of the world, but Iwata and co
seem oblivious to our pain. To them,
holding Gamecube just out of our reach
needs no justification.

Please release me!

But in an exclusive interview with NGC,
Shelly Friend, Nintendo Europe’s Head
of PR, explained that the lack of a GC
release date is — somewhat ironically —
Nintendo's special way of, er, not
upsetting Europe.

"What we don’t want to do is
provide a date and then have to change
it,” Shelly told us. “That makes people
angry. We'd like the release date we
finally announce to be one we can stick
to. Believe me — as soon as we've got a
date, we'll give it to you."

Which begs the question — exactly
what factors are making nailing down a
possible European launch date so
difficult? Shelly's answer: ensuring that

when Gamecube
eventually does
invade Europe, it will
do so in force.

“We have to launch with
enough Gamecubes for
everyone,” Shelly explains. "And
until Nintendo's judged how
successful the console is in Japan and
America, and how many machines need
to be allocated there, we can't pin
down exactly when Europe will take
delivery of enough consoles for launch.
We will hit that Spring 2002 date,
though — the sales in the US will have
the biggest effect on our Gamecube
allocation, but they can't up their
deliveries until after March."”

Sﬁringtime
for Ninty

A Spring release,
though, means Gamecube still misses
the Christmas market, just as the N64
did = and it's here that Nintendo seems
most blithe about the colossal European
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NES 1987

Good Bundled with Super Mario
Bros, an undisputed system seller.
Bad Sega's Master System was
cheaper, but neither blew the
roof off.

Ugly Released over two years
after the US, and a whole four
years after Japan.

Just some of the games that should
be done and dusted ready for
Gamecube’s spring launch in the UK.
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PR game time

GAME BOY 1989
Good Buried the Atari Lynx to
claim a monopoly in the
handheld market.
Bad A painfully dark screen
made the ‘Play anywhere’ ad
slogan iffy.
Ugly Does not apply. Game Boy
o L is Europe's most successful
— ' console. Ever.
market. Company  launch games for Europe. Shelly start talking to shops, preparing [ .
i J president Hiroshi rightfully points out there’s no point them for Gamecube's arrival. St i / SNES April 1992
e Yamauchi has releasing them all on day one - Retailers are already contacting e o i Good Bundled with
declared “this “realistically, people can't buy them all us anyway — they're incredibly e T o games like Mario
Christmas in one go" - but she says to expect a excited, their customers are il B World and Street
season is similar launch pattern to America, with,  excited, and everyone’s o Y Fighter 2.
critically unlike the Japanese launch, “something  anxious to get started.” ey Bad Arrived 14 months
important, for everybody" from launch day, The focus for getting after Sega's Megadrive,
especially in the  including non-Nintendo titles. Europeans down the shops A and at a steeper price.
United States. America's colossal marketing to buy Gamecube will be, 4 Ugly Sega won the Nintendo vs
We must release  campaign, late as it is, is also unsurprisingly, the games. @ Sega/Mario vs Sonic
the new encouraging. Shelly's claims that “we That's likely to mean TV * 22 advertising wars.
machine [by don't see ourselves competing” with advertising that turns its ._‘_.:',_,ﬁ‘g- @
thenl.” Is that an  the multimedia-focused Xbox has been  back on Sony's ridiculous * A ' N64 March 1997
implication that echoed by her US and Japanese talking ducks and third places, Good Queues formed
Europe’s outside games stores from

l?]amecu_be sales Eumman dﬁzens are used to midnight on launch day.

figures simply Bad Only three games at launch,

don't matter? . g and a huge drought in
il G EING treated as thirdclass s

P
is great,” says = 2 < Ugly Sony
Shelly. “"r“:::u'vggﬂt cltuens hv tl‘le Blg Nl = clgirfnecl at least
mums and dads saving up " : % ¥ 70 per cent of
and kids getting presents counterparts — but plainly, in game preferring to blow viewers ¢ ﬂ_,é the games
r from Santa. Japan and the US shops worldwide, Gamecube, Xbox and  away with stunning game ; market with

are both expecting huge sales this PS2 will be presented as direct rivals. footage. And Gamecube s cute e PlayStation.

December. But while we can build So, with almost $500 million of looks prnwde a unique marketing \§
Gamecubes quickly and in huge advertising, sponsorship and angle, too. “Gamecube’s unique - S GAME BOY
numbers, it'd be impossible to nationwide tours planned, Nintendo US  design helps us in the same way ﬁ' ADVANCE
introduce them to Europe so soon after  are all out to recapture the market they  that the look of the iMac and O \ June 2001
America. There are other key selling lost to Sony back in 1997. And the the new Beetle helped Apple - ., Good Near-
periods, such as Easter, and we've got a  signs point to Nintendo of Europe and VW," says Shelly. . simultaneous
great console that we're confident will following suit. Is Shelly confident of launch with America
sell well whatever the time of year. And Gamecube's success in Europe? — and with more
remember, Gamecube will be here for Waiting for Go-date “Games are what Nintendo do," games.
Christmas 2002." “It's clearly a hugely important launch she says. “You can't buy over 110 Bad Nasty retailers
for us,” says Shelly. “Expect the kind of  years in the entertainment business. put at least £20 on the price of
Shall we go to launch? huge marketing campaign that Other machines will reach only an odd every GBA sold.
There's one key advantage to a Spring Gamecube deserves. We will push it - sub-section of gamers — we'll appeal to Ugly Again, not applicable. Game
launch - the games. As our Luigi’s hard - in all the traditional ways, as everyone who loves playing games.” Boy Advance has been a rip-

Mansion poster mag demonstrates, by well as using a dedicated website We're sure we've said it before, but roaring Success.
early next year there'll be 30 to 40 similar to www.gameboyadvance.co.uk.  once again - it will be worth the wait.
Gamecube titles ready as potential And as soon as we have a date, we'll Still, what a wait... NGC
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Your one-stop spot for dates, stats and facts
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> 64 of Zelda GC Blue Storm | of Zelda GC _ o
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"l Mansion Biohazard Perfect Dark | “Bfoe Melee | 4
| Nintendo ADV Nintendo ACT | ’

Issue BT = B0%

JPN: Spring 2002, UK: 2002

Issue 42 « 36%

JPN: November, UK: Spring

Sin &
Punishment

Treasure SHT

Issue 51 » B9%

Perfect Dark
Zero

Nintendo/Rare ACT
ALL: Christmas 2002

Super Smash
Bros

Issue 36 = 90%

Pikmin

JPN: October, UK: Spring
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INFORMATION STATION

ULTRA RELEASE LIST

The latest information on every N64, Game Boy Advance and
Gamecube title currently in development - updated monthly.

Game name Publisher On Country Game namae Publisher On Country Game name Publisher On Country
October 2001 Rave: The Groove Adventure Konami NGC JPN Star Wars RPG*® LucasArts NGC ALL
Doom Activision GBAN US/UK Crazy Taxi Acclaim NGC UK Tarzan Ubi Soft NGE  ALL
Advance Wars MNintendo | EHHJ._ JPN Dave Mirra Freestyle BMX 2 Acclaim INCC US/UK Tetris Worlds THQ EBA ALL
Powerpuff Girls BAM! N&4 s Extreme G 3 Acclaim NGC UK The Land Before Time Universal NGC ALL
Pikmin Nintendo JPN Galleon Interplay { a-{"..’r US/UK The Road to El Dorado Ubi Soft NGC ALL
F Luigi’s Mansion Nintendo NGC UK Tony Hawk's Pro Skater 3 Activision %l;_lﬂ_::. ALL
November 2001 T MBA Courtside 2002 Nintendo [HNGE Us =
Advance Wars Nintendo SBAN US/UK Phantasy Star Online v2 Sega HEGE  ALL SHRE
All-Star Baseball 2002 Acclaim us Starfox Adventures Nintendo NGC ALL TBA bers
Animal Forest Nintendo us Star Wars: Rogue Leader LucasArts E NGC UK 1080° GC Nintende _NGC ALL
Batman: Dark Tomorrow Ubi Soft us Street Fighter Alpha 3 Capcom GBAE US/UK Advanced Columns Sega "GBAY  ALL
Crazy Taxi Acclaim i us Super Monkey Ball Sega HGEE UK Banjo-Kazooie: Grunty's Revenge Nintendo  GBA ALL
DK: Coconut Crackers Nintendo 8 US/UK Super Smash Bros Melee Nintendo NGC UK Bomberman Generations Hudson il G-ﬁ_ ALL
Extreme G 3 Acclaim us Virtua Striker 3 v2002 Sega INGCY US/UK Breath of Fire 1 Capcom GBA ALL
Final Fight One Capcom UK Wave Race: Blue Storm Nintendo NGC UK Breath of Fire 2 Capcom WCEAY  ALL
Luigi's Mansion Nintendo us e’ Crash Bandicoot: Wrath of Vortex Konami NGC ALL
Madden NFL 2001 EA Sports Us Summer Crouching Tiger, Hidden Dragon  Universal NGC ALL
Mario Party 3 Nintendo N64" UK Mario Sunshine* Nintendo NGC JPN Diddy Kong Pilot Rare GBA ALL
NFL Blitz 20-02 Midway NGE  US NBA Street EA Sports DNGE  ALL Donkey Kong Racing Rare NGE US/UK
NFL Quarterback Club 2002 Acclaim NGC US Turok Evolution Acclaim NGE  ALL Doshin the Giant Nintendo SHGE  ALL
NHL Hitz 20-02 Midway NGC us B Duke Nukem Forever Infogrames SNGE  ALL
Pokémon Crystal Nintendo SGBCS GBC Autumn s First-person shooter® Saffire .'E__&g:: ALL
Rogue Spear Ubi Soft NGC s Die Hard: Next Generation Fox Interact. NGC ALL Jurassic Park 1l Universal BSNGE US/UK
Simpsons Road Rage EA NGE  US ' ' Legend of Zelda Nintendo NGC US/UK
Spyro the Dragon Universal |GBA US/UK  Winter % Mario Kart for Gamecube* Nintendo NGC  ALL
Star Wars: Rogue Leader LucasArts i@ E Creatures Swing! _,-EEE_; ALL Mario Sunshine* Nintendo NGE US/UK
Super Monkey Ball Sega "NGC us Donald Duck Ubi Soft BNGCEY  ALL Metroid 4 Mintendo | GBA ALL
Super Street Fighter Il X Revival Capcom GBEA. US/ UK Hot Wheels THQ NGE  ALL Metroid Prime Nintendo ~NGC ALL
Universal Studios Kemco NGE J1PN/US Jeremy MeGrath Supercross Acclaim NGE US/UK Mickey for Gamecube” Capcom SNCCY  ALL
Wario Land Advance Nintendo FGBAY US/UK Jimmy Neutron: Boy Genius THQ NGC ALL Mortal Kombat Midway NGC ALL
Wave Race: Blue Storm Nintendo "NGC Us Kameo: Elements of Power Rare NGE  ALL Pocket Music GBA Nintendo "GBA®  ALL
= g Largo Winch Ubi Soft §0C  ALL Pokémon GC* Nintendo E\E JPN
December 2001 Oy Legend of Zelda Nintendo NGC IPN Resident Evil: Zero Capcom NGC JPN
18 Wheeler Acclaim 'NGC us Legends of Wrestling Acclaim NEC  ALL Resident Evil 2 Capcom NGC.  JPN
Animal Forest + Nintendo FNGE  JPN Madden NFL 2001 EA Sports E UK Resident Evil 3 Capcom NGC JPN
Eternal Darkness Nintendo TNGE JPN/US NBA Courtside 2002 Nintendo | NGC UK Resident Evil: Code Veronica Capcom "NGC  JPN
Golden Sun Nintendo =I{EC JPN MNFL Blitz 20-02 Midway NGC UK Resident Evil 4 Capcom NGC JPN
Pikmin Nintendo |NGC  US NFL Quarterback Club 2002 Acclaim | NGC UK Ridge Racer Next" Nintende INGEC  ALL
Powerpuff Girls BAM)! 'N64 UK NHL Hitz 20-02 Midway HIE'H: UK Rune From Soft. | NGC ALL
Super Smash Bros Melee Nintendo “NGE  JPN Perfect Dark Zero Rare HNGE|  ALL Sabre Wulf: Rumble in the Jungle Rare GBAT  ALL
Rogue Spear Ubi Soft | GBA US/UK Rally Simulation Ubi Soft NGE  ALL Saffire Saffire INGE Us/UK
SSX Tricky EA Sports | NGC us Rayman Tribe Ubisoft NGE  ALL Sonic The Hedgehog Advance Sega ﬁm
Super Smash Bros Melee Nintendo | NGC Us Resident Evil Zero Capcom _ﬁﬁﬂ ALL Sonic Adventure 2 Sega WGE  JPN
e Robocop* Titus NGE US/UK Soul Calibur 2 Namco “NGC ALL
2002 L Rogue Spear Ubi Soft INGE US/UK Thornado Factor 5 NGC ALL
¥ e Rugrats THQ INGE'  ALL WWF Road to Wrestlemania THQ GEA $ ALL
Virtua Striker 3 v2002 Sega ENGEY JPN Scooby-Doo THQ NGC ALL
Resident Evil: Biohazard Capcom NGC JPN Spider-Man: The Movie Activision [NGE ALL  *working title only and
VOTE! INFORMATION
There's only one way S l A I l 0 N F
we can keep track of TOP 5 vote 'n d‘r aw
your gaming needs,
and that's if you tell . My fivemost My five most [T 3N
us! Just fill out the plaved games are: wanted games ar
form and send it in! ' | ' RIS s i siisissiniisidiaias iveiissvidanss
And as if you
needed any more _ T ——
encouragement, each
month we’ll be putting
all the Information
Station slips into a big
hat and awarding a )
spanking new GBA or
N64 game to the first
one drawn. Just tell us d
which game youd like. POSECOE ......coovnmenmmcmmsmmrmnisssnsssansssrrsssssns
Game Wanted...........ccivviinnssssissassisssssssnens
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RESIDENT EVIL

TEASER OF TERROR

Trailers rarely get us as excited as this. Here’s a scene-by-scene breakdown of the thrilling video footage Capcom prepared for
their press conference. As you can see, Resident Evil has been given a complete overhaul, with lighting effects to die for...

icture it if you will. The office
is pretty quiet, and no-one
really expects any huge

announcements to come out of
Japan for a while because Gamecube
launch day is only 24 hours away.
Everyone hunches over their desks in
a desperate attempt to clear their
backlog of work so they can claim
first rights to Luigi's Mansion when it
finally arrives in the office.

And then the bombshell drops.
One of our more resourceful
lapanese correspondents has
I,.-"'Tarlaged to blag his way into a press

!

onference headeg by two of the
aming world's biggest hitters, and
pDr’fEd back with some
'LLJE|H:‘-."-1b|E News

ANTICIPATION RATING

cmmnn’

vidently, Nintendo and Capcom

have been getting all chummy of
late, and the fruit of this new
friendship is more succulent than any
of us could ever have thought
possible. Capcom are bringing their
infamous Resident Evil franchise to
Gamecube - and only to Gamecube. /
PS2, Xbox and PC are all out of the /
picture — the world's most famous /
survival horror game is now E',-:clu%we
to Ninténdors. purplf box. | /

Moreover, it's-lpoking so uttPth
jaw-dropping that nn‘hf thp most /
cynical\gamer would fail fo-be
wooed by its gob-smacking

atmospherics. Get ready tou

E Aol | T

Make no mistake (thanks George
— Ed), this boasts atmospherics
unseen in any previous Resi game.

iquid next-gen gaming
st frightening forni




RESIDENT EVIL

Biohazard's gameplay borrows heavily from Resi's
first incarnation on PSOne, but on Gamecube
marks a giant leap forward in graphical splendour.

The animation on the main characters

really has to be seen to be believed. e
|
AR :
iy Both games use pre-rendered backgrounds with fixed Resident Evil on PlayStation was always limited in its
-55 and inter- changing camera angles. On the 'Cube, use of effects. This time you can expect some eye-
- however, expect a far more dvnamm system. .. popping particle effects and real-time lighting...
1 ‘.‘I" )
P L]
; ‘ - ""Jf‘r
[ .1 AT R
r:!. 1 [ b - . . I
II. :’ . o i‘l“"‘- | . : : ' s ] iy ) ;
- e - D The character models and environments in Biohazard As with all Resi games, it's all in the horror and
‘ .2 W b}/ are vastly improved, with superb use of textures on suspense. It's here that Gamecube excels, making it
- 0 N the scenery and the character’s clothes.. easier for Capcom to create exactly the right atmosphere.

. I \ -
ﬁ ﬁ b £ ¥ 0N he PSOne original breathed new  pump-action-fuelled orgy of violence, power is perfect for the franchise,
" .Iife into the survival-horror Resident Evil: Biohazard looks set to enabling the developers to create
legacy spawned by Alone in the  retain the suspense and horror of its exactly the right kind of creepy,
Dark, and, in its day, was one of the PlayStation daddy, while using the atmospheric environment. This all
@) best reasons to go out and buy Sony's power of Gamecube to deliver a becomes apparent the second you see

% grey box. So it's with great delight — as

well as some hand-wringing and The Gamecubels superiur‘ pDWEI‘

cackling — that we welcome Resident

vl to Gamecube, a5 Capeom and ther - @i@lbles developers to create

biggest franchise defect to Nintendo. =
Resident Evil: Biohazard, as it's ctlv
L currently called, isn't an all-new title, €Xa the ﬂght atmosphere'
but essentially a remake of the first Resi
outing — and what a remake it's shaping  standard of visual flair as yet unseen in Capcom'’s impressive trailer. In the

up to be. Once again, you'll guide any other version of the acclaimed opening scenes the darkness is
S.T.A.R.S. agents Chris Redfield and Jill Resident Evil series. punctuated by lightning from outside
Valentine through the zombie-infested the mansion, revealing a massive,
Expect plenty of zombie-grappling action mansion of the original, in an attempt A greater evil highly-detailed dining hall. As the
as you uncover Umbrella’s secrets. to uncover the evil-doings of the vile The first thing you'll notice about this lightning continues to strike outside,

shadows flicker and dance across the
tiled floors and balconies, showing off

Umbrella Corporation. By engaging you
in same.bgain-teasige puzzles and a

revamped Resi is just how incredible it
all looks. The Gamecube's superior

-y

_—

PREVIOUSLY IN R.E...

RESIDENT EVIL 2

The only Resi game to make it fo Né64 was

an absolute stunner. Taking on a more urban

B 3 feel, the game starred Claire, sister of Chris

The shadows cast by the lighting outside 5 ) - Redfield, and Leon, an all-new operative -
make the mansion come alive... N ' 2 both of whom were playable.

RESlDENT EVIL O . =D RESIDENT EVIL 3:
In terms of the chronology of the story, this ' NEMESIS

is the first instalment of the series.
Originally planned as an exclusive Né&4 title,
it was delayed in favour of a Gamecube
release, and is already quite some way
through development.

Another sprawling urban adventure which
explored the intricacies of the Umbrella
Corporation. RE3 featured lots more replay
value than previous instalments, with three
different endings and loads of secrets.




Zombies now burst through e
doorways in an attempt to give L
you a heart attack. Stab them
viciously in the eyes, then!
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Check out the detail on Chris = o L.
Redfield’s clothes! The textures b !" -

on the zombies are even more
spectacular. We. Can’'t. Wait.
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the ‘Cube’s real-time lighting effects Chris’ knife re‘ﬂects tl"E Iightr‘ing

like some macabre firework display.
You're then treated to shadowy ouwkl = 3 | _
glimpses of Chris Redfield creeping e as hE Pll.lngES lt II'ItO tl.'e - W
around the mansion, pistol in hand. - - - i
e e ve.  jugular of a nearby zombie. Nice. -

begin to appreciate just how awesome

Biohazard is going to be. The character  revamped. The way Chris skulks around Biohazard already looks set
models are animated with an amazing the mansion, for example, perfectly to become the benchmark by
degree of fluidity, doing away with the  reflects your own mood as he searches which the survival-horror
jerky movements which often plague the gloomy corridors of the mansion. genre — or any third-person
third-person adventures. Clothes and The level of detail on the brickwork, the  adventure for that matter -
weapons are also beautifully detailed, way the crackling fireplace sends dim will be judged. No doubt
with Chris' knife reflecting the strobing  flickering light through the darkness, newcomers and die-hard
effect of the lightning outside as he the sound of Chris' pistol clicks echoing  Resident Evil fans will be
plunges it into the jugular of a nearby around the cavernous hallways, and the  eager to get their hands on
zombie. Nice. constant, eerie moaning of the undead this — so the best news is
— all these details contribute to what is that we only have until
A tension to detail shaping up to be a startling gaming March to wait for the '
The look and feel of the game has been  experience. And this is a game that is Japanese release. Praise ‘

still quite some way from completion. be to Capcom! NGC

painstakingly redesigned and

The Resi series has experienced a number of successful outings on a wide
range of platforms. If you missed out, worry not, because not only are they
all Cube-bound, but we've compiled a handy summary for you...

RESIDENT EVIL.:
CODE VERONICA

Debuting on Sega's ill-fated Dreamcast, this

was the most visually impressive Resi. 3
Considered to be the best of the series, it
boasted a massive, complex plot and was

twice as big as any other RE tille.

RESIDENT EVIL 4

Originally destined for P52 and reportedly
well into development — Sony must be
spitting up blood now that Capcom have
made Resident Evil 4 a Gamecube exclusive.
Expect all the stops to be pulled out for this

beautiful baby.




Updating you on tomorrow’s games

COMING SOON
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strategy with root You are Luke Skywalker in Acclaim are readying this
vegelables, No, wait - this LucasArts/Factor 5 co- little beauty for a
come back! production. It's a stunner! Gamecube home run.

DOSHIN
THE GI

Revamped stompy
action for the GC.
Giant-sized fun!

Over 25 of the best characters from
the TV show are available to control,
take for a ride - or try to run over.

Five areas in which to cause traffic
havoc, incorporating over a hundred
Simpsons buildings and landmarks.

3ﬁﬁﬂ-pfayer modes, including straight
racing and Battle Mode, where you
can steal passengers from your rival.

“Radical Toon Renderer” and “H-
line technology” gives all the 3D
characters a suitable cartoony look.

KILLER Q

Crazy Taxi is a bit limited — what
are EA doing to ensure that The
B Simpsons lasts?

One word - upgrades. Rather
than giving you all the vehicles,
you'll have to earn new ones.
There's also the possibility of
finding ‘hidden’ passengers -
who'll earn you bonuses - and a
Sunday Driving mode that lets
you drive around at will, a mode
lacking from Crazy Taxi itself.

Unlike Crazy Taxi, everything in

Road Rage's Springfield is
destructible, so you can smash through
buildings and scenery. Woohoo!

The actors from the show will be

recording speech snippets - and
Matt Groening is ensuring the scripts
and maps stay true to the show.
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0, EA have nabbed the prized
BSJmpsans licence. And it's

tempting to expect a usually
imagination-free publisher to knock out
a dull Mario Kart clone, with Bart,
Homer and co jostling for position on
Springfield's streets.

Prepare, then, to be amazed. The
Simpsons: Road Rage isn't a straight
racer. Instead, it nicks one of Sega's
best ideas — the superb Crazy Taxi -
and puts a Simpsons spin on it to create
a game every bit as fast-paced,
maniacal, and laugh-out-loud funny as
its televisual daddy. The prospect of
speeding around Springfield, offering
lifts to your favourite characters, then
dragging them around at nightmarish
speeds should have you throwing your
head back and drooling, Homer-style.

Road Rage is due to be up against
Crazy Taxi itself on Gamecube's US
launch day, making the 18th November
the date of quite a battle. We'll bring
you more next month.

Two-player taxiing — a valid reason to shout all
those Simpsons catchphrases at your friend.

Reminiscent of the N&4's
South Park Rally, this.




ikmin is the sort of game
Eyuu won't appreciate fully

In ten minutes, so we were
glad of the chance to have
another good sit down with
Miyamoto's latest baby.

Pikmin has so far received a
toned-down version of the uproar
that greeted the new Zelda. Some
fans have been wondering why
Nintendo chose to go for a real-
time strategy that you'd expect to
see on a PC. This of course comes
from people who haven't played
it, so you can comfortably ignore
such codswallop. At Spaceworld
and the Nintendo Show we got a
much clearer idea of the grand
plan with Pikmin, and let's just
say you won't be disappointed.
We'll be bringin you a review of
the Japanese version of the game
Very, very soon.

Gotta love those Pikmin — and we've
heard tell of a secret fourth colour

Look at the size of those strawbs! Whao's
gone crazy with the Miracle-Gro, then?

These four-legged spidery

monstrositie.s can squish your

Pikmin flat. Run away!

FACT BLITZ

Gameplay is of a highly strategic

nature, where you have to think
about how to tackle thorny problems,
such as a big item or evil gribbly.

You can control the Pikmin

separately from your little spaceman
by using the yellow C-stick. Handy little
feature, that.

You'll need to keep an eye on the

time of day, since the environment
changes dynamically, and you have a
limited amount of time.

The different colours don't just relate to
the strength of the Pikmin sprout — each
has its strengths and weaknesses, so
you'll have to deploy them carefully.
Red Pikmin are fire-resistant, and so on.

RUMOURS

The air on the planet is poisonous,

which is why our intrepid
spaceman can't remove his helmet, and
has to get the critters do his bidding.

Rumours have been circulating that

Pikmin can become disenchanted
with their leader and desert him. Not
so. You don't have to worry about
sending hordes of them to their doom.

KILLER Q

olsn't there some kind of Majora's
Mask-style time system? How
B does that work exactly?

There are three days, each with
different things happening. You
only have a limited time (ie one
day, which equates to roughly 15
minutes) to achieve the task of
getting a piece of the spaceship
back to your home, If you fail to
achieve this within 24 virtual
hours, you'll have to start again
from the beginning, this time
much wiser.

ANTICIPATION RATING
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WHEN’S IT OUT?




PREVIEW

FACT BLITZ

Eleven main missions plus a handful
of bonus stages based on classic Star
Wars scenes.
Stunning visuals, including realistic
explosions and hundreds of ships on
screen at any one time.
Give commands to your wingmen
and troops on the ground using the
Gamecube's D-pad.
Real-time lighting means day and
night pass authentically as you set
about your mission.

KILLER @

,Why is everything a funny colour
Is some of these screenshots?

B Have the art folk messed up?

Nope, that's the heads-up radar,
as seen in the movies. Activated
by pressing Y, this highlights
every target in pastel colours -
dead handy when TIE Fighters
are attempting to lose
themselves against the black sky.

WHEN'’S IT OUT?

We caught sight of the Battle of Hoth
level in action for the first time at The
Nintendo Show. It's very Shadows of
the Empire - you can use B to jettison
your tow rope and wrap it around the
AT-ATs - but the visuals knock that six-
year-old N64 game into a cocked hat. It
looks like a movie. Amazing.

RUMOURS

You can uncross your fingers — the

Millennium Falcon does appear as
a controllable craft in the game, and
you'll be able to pilot it through packed
asteroid fields.

Here's a new one. All Rogue Leader

intro and menu screens feature
short video clips from the three classic
movies, all streamed straight off the
disc. Now that's magic!

(L S 1T

24/ ({73 ISSUE 61

Woah-woah-woah! You'll be reaching for
the sick bag with mid-air turns this tight

e searched for it at Spaceworld,

but it wasn't there. We cried. A

few weeks later, at the Nintendo

Show UK, we spotted a transfixed

crowd. Fighting our way through, we
found what we were looking for — Star
Wars: Rogue Leader was up and
running, and looking as downright
incredible as ever.

Rogue Leader features the best
moments from your favourite Star
Wars movies = in
other words, no
Episode | — and
recreates

All your favourite Star Wars momentls,
including the Death Star trench run., Yes

The heads-up radar gives the AT-ATs
this purple glow. Suits them.

Sunset over the planet Bespin -
what a beautiful sight. Sigh.

George Lucas' universe, ships,
characters, and even sounds in
remarkable detail. At The Nintendo
Show, we raced along the Death Star at
breathtaking speed, blew giant air
balloons to bits above the sunset skies
of Bespin, and sent AT-ATs tumbling to
the ground on the snowy wasteland of
Hoth. All of it had us cackling aloud
with pleasure.
We're hoping to bring you an
in-depth look at Star Wars:
Rogue Leader in
next month's
NGC Stay tuned.




emember Doshin the Giant on

house-sized giant to help
stranded islanders - had great
potential, but shoddy execution
and archaic visuals simply helped

But while the appearance of
Doshin GC might bring the words
horse, stable door and bolted to
mind, this is anything but a tired
rehash of the 64DD nightmare.
The developers (sorry, developer)
will ensure that the graphics are

given a Gamecube-worthy
polish, the pace of the title is
' quickened, and the final game
gives its spiritual PC brother Black
& White a run for its money.

We're expecting Doshin the
Giant to be done and dusted early
next year, by which time we'll be
itching to repeat the satisfying
process of picking up villagers and
lobbing them into the sea. Yay!

That's evil Doshin on the right
there - the result of squishing

the 64DD? The concept — use a

too many innocent villagers

seal the doomed disc drive's coffin.

Based on the first game released for
the N64's ill-fated disc drive add-on,
the 64DD.

Guide Doshin around a colossal
island and help or hinder the
villagers with your biiilig hands.

Doshin turns yellow or red -
signifying good and evil respectively
- depending on your actions.

Clever day and night system means
having to complete your deeds
before the giant falls asleep.

RUMOURS

When we spoke to Giles Goddard
for our Making of Super Mario
64 feature (see page 90), he revealed
to us that it's he who's coding Doshin
the Giant. Japanese coders Marigul
have handed over some visuals - now
he's building a game around them all
on his own!

WHEN'’S IT OUT?
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new console launch in the US?
mThat’ll mean publishers scurrying

to bring their flagship sporting
titles to the machine — and sure
enough, All-Star Baseball, Acclaim’s
sporting cash cow, is poised to swing
into action on 18th November.

Ostensibly, ASBE 2002 is a port of

the same game on PlayStation 2. But
Gamecube's developer-friendly innards
mean we'll be seeing much more
beautiful baseball than on the pig-to-

=\, e
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ACTION
REPLAY |

program PS2, and loading times for the
comically vast range of animations,
player stats, game modes and bonus
bits and pieces should be all but nil.

N64 veterans should indulge
themselves in a small smile upon the
news that ASB's intuitive batting and
fielding system has been preserved -
and if you prefer to keep off the grass,
a new General Manager mode lets you
juggle players and teams to your heart's
content. Steee-rike!

Base - check. Ball = check. Hundreds of
all-star players - check. 2002 - er...

FACT BLITZ

There are 30 real-life Major League
teams to choose from, including
over 700 players.

Over 30 stadiums, complete with
scoreboards, giant TVs, animated
crowds, and, er, waterfalls.

Over 1500 different animations and
texture-mapped faces for
disturbingly lifelike players.

Commentary from Bob Brenly and
Thom Brennaman. We're not
making this up.

NEW!

The PlayStation 2 version of All-Star
Baseball 2002, released recently to an
impressive reception, might have been
a decent enough game - but it didn't
count Puerto Rico and All-Star Safeco
amongst its many stadiums, did it?
Chalk those up as exclusives for the
Gamecube interpretation of ASB 2002.
Whoop, whoop!

ANTICIPATION RATING

WHEN’S IT OUT?

Sy
18 Nov 2002 TBA
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NG ARENA

NGC has one of the toughest scoring systems
around. We won't award our Star Game accolade
until we're sure you're getting your money’s worth.

- | 84-70 | ©69-80 49-20 19-0

Only afte ing a game If we award a game Every so often a game Here you'll'find'games that | The disaster zone. There

to the end will we more than 70 you can comes along that’s were lazily programmed or have been a couple and
consider awarding it be certain it's fantastic, | perfectly playable, but just | hurriedly cobbled together | we‘ve not shied away from
our Star Game seal. if flawed, fun. not special in any way. - or simply bad ideas. giving them a firm kicking.
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*  team nicely, and has already made 1 ;_ No need to hunt for Tim in 'i
| ace: Blue S5torm save games. 2 E\ certain to I‘md you first. With# ¥
‘_ { Afraid of the dark, 1‘ E.m__ __/// oo
We've tried to provide the most comprehensive reviews around, but if | Greener? "Nope.” Then § b — o ”‘b.,\ 4

you're in a real hurry, or just can't be bothered to read the full review, why are you curled up _;: / v"x‘“‘—
you can always just use our Verdict box! into a ball and wailing J - '
N

, for your mum? "Leave S Y '_ / ""5_""
PLUSES AND MINUSES A me alone.” Y & o . -
These tell you the good and bad bits about the game, Ty {““] WEBB
\\\\_ / ) # Taking advantage of ".,1

breaking them down into easy-to-spot pluses and minuses,
the dark, Jud assumed
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The 18-year-old claimed % o skl "‘_.[f.-n‘n of earplugs.

b T

‘ he could set the room 3—-"" \\\__ __.-'f

= ablaze with his fiery libido. 2
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_ALAN MADDRELL AUL EDWARDS,

"Who needs a torch?” % .': “This is exactly like 3
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IF YOU LIKE THIS...

There are hundreds and hundreds of games out there ~ some
of which will be similar to the one we're reviewing. This bit
helps you seek out another title of the same type. 'If you liked
GoldenEye, you might also like Turok2 or Quake'. See?
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“Isunls What does the game do with Gamecube's
blistering graphical power? -

snumns How good are the game's sound effects
and music?

MASTEHY How well does the game make use of the
Gamecube and its incredible hardware?

Will the game last you for months or a ' said Alan. His last words T midnight surfing!” 1.’;

matter of hours? é before tumbling down a £ s caimed Paul. "Thanks to iT
____________________________________ iy 5 staircase and spending # 3 the small pool of liquid .
'*L'_lhree weeks in traction & ﬂ".,l_m now standing in.” ‘,:g_.‘r

“Ennl An overall opinion of just how good the ., r . Fo
game actually is. Plus, of course, a score. h\“*-.-.______,.-f"‘l N"\____/
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INFO BURST

LUIGI'S
MANSION

DEVELOPER Mintendo

PUBLISHER Mintendo
FLAYERS 1
RUMBLE FUNCTION: Yes
GBA LINK-UP No?
MNUMBER OF DISCS 1
OMNLINE PLAY Mo
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FURNITURE Shake it,
rattle it and suck it. More
often than not it hides
jewels, health and even
ghosts. Go easy now.

HEALTH Withoul
any of this it's good
night to Luigi's
ghostbusting antics.
Seek out extra hearts
from the surrounding
furniture.

BACKPACK This is
what it's all about,
The backpack allows
you to suck up ghosts
and blow fire, water
and ice. Get used to
the dual analogue
control quickly — or
die horribly.

GHOSTS Mean,

t.'JI.;-'.I'.I'JLI.: Eros, {'.UH.I'HII'.":‘_E

and ripe for hoovering.

Ferret them out with
your torch, then suck
them up to progress.

TORCH Without this
you wouldn't be able
to see anything. It also
acts as a very handy
ghost stunner, so keep
it out at all times.

GAME BOY Very

handy, this. It
shows your map,
current freasure

haul, and works as
a camera, which is

essential for

spotting shy spooks.




WELCOME TO THE HOUSE OF FUN

L0 AT 7-BreEt BASLON
DTN THINT LELHL - - -,

There's not much of an intro for Luigi's Mansion, but it does introduce you to what
lies ahead rather nicely. It starts off with a rather jittery Luigi making his way through
the woods to his recently acquired mansion looming in the distance. After this short
sequence, you're straight into the main hallway where you can briefly familiarise
yourself with the basic controls. Enter the first room and a new sequence kicks in
where a strange little professor-type character introduces you to the vacuum cleaner.
After a complete breakdown of the controls and the chance to practice your
ghostbusting skills in a specially-designed arena, you're on your own. Good luck!

E5ED {l. » AN
DR - el

R

§ Flall D
it~ .

CoELIF Ba’ -BED A FIv1

GAME BOY | RR




J=UULNY

L
BeXBEF A t=F

GAMEBOY || R

30Tk

Enter this room and
you you'll find it
seemingly empty of
ghostly presences.
It's here that the old
grey matter comes
intp play. Scan the
room with your
Game Boy Horror
camera and target
the resulting ghost
in the viewfinder.

REEPY CORRIDOR

You won't be
able to bag the
old hag straight
away, though, so
pull back the
curtain to
distract her
before sucking
her up into your
backpack. The
reward? A key to
the nursery.

These ceiling
ghosts are a handy
supply of hearts.

W — 6
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You'll discover
something truly great
in this room. Point
your vacuum at the
fan on the ceiling and
start hoovering. The
longer you leave it
going, the faster the

fan rotates, finally
spraying loads of

in the nursery. After waking up the stroppy. He'll then whisk you off onto a lovely notes all over
genuinely disturbing little babber. suck giant cot to do battle. Now, where did we _. Luigr: Two very smart
up the ball and take aim. leave our nappies...? : effects in one.

Another example of the kind of 'puzzle’ By smacking the ball into the unsuspecting
you'll need to solve in Luigi's Mansion is baby’s face you, unsurprisingly, make it all




Luigi's backpack
can also blow as
well as suck.
Giunide the
plumber up to
the fireplace,
blast the embers
with a strong
burst of air and
walch the fire
erupt with a
fovely golden
glow. Beaut!

| Rl
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Smaller ghosts like mice
are dead easy to trap.

The first encounter with one of the trickier ghosts is a nice
introduction to how Luigi's Mansion requires you to think. Here,
you have to turn your back on the ghost in the rocking chair for
him to reveal himself. Wait for him to yawn and you’ll be given a
prime opportunily to capture him.

Many corridors hold hidden dangers.
Always be wary of doors which don'l
show up on the map as they'll fly open
and squash Luigi against the wall.
Annoying, but a nice effect all the same




SPECIAL
SELHETS

Keep your eye out
for anything
strange or
unusual. Take this
little seedling for
example — by
visiting the garden
every now and
again and giving it
a healfthy dose of
water, it will grow
bit by bit before
blooming into a
massive treasure-
giving flower.
Luigi's Mansion 15
full of secrets like
this — it just takes
a little time to
find them all and
figure out how to
exploit them.

Marvellous. Not only is Luigi's vacuum cleaner a tasty piece of kit in it's
own right, but it can also double up as a flamethrower, water can
ice blower — essential for catching them ghosts.

Ghosts not only try
to grab Luigi, but
also lob bombs
around. Tsk.

Armed with your modified vacuum,
head for the torch in the corner of the
room and suck. A little fire sprite will
now emerge lo be captured.

I':hT'd'” 1.']'” ”?{' filr]'{:!.';-f:: -Duf Crf. ”H':; Foom r__-'||”.‘-_-f
you'll be rewarded with the fire icon.
With this in hand, you're now able to
suck up fire energy.

Always make sure
you suck anything
and everything
inside the mansion.

Armed with your flame-hoover, you
can now go out and light stuff with it
And those candles floating in mid-air
sure look suspicious. ..

Once it's salely in the backpack a
meter appears on the botiom of the
screen to indicate how much firepower
you have
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Use your Game Boy Horror camera (o
reveal the truth. There's a ghost Lhere,
ripe for the sucking — if you could
actually make him appear

Whip out your blower and use it to
torch his candles alight. Surprise,
surprise — in a genuine Nintendo
puzzling cliché, there he is!

ighty then. Slap the tiny green disc

into the tray and turn on your

beloved Gamecube. Chances are
that if you're lucky enough to be an early
adopter, Luigi's Mansion will be the first




Hitting this beefcake
with the punchbags
makes him vulnerable.

This water emblem allows Luigi to turn
his vacuum into a fire-fighting hosepipe.
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Sucking off a poster in the mirror room
reveals the switch to a trapdoor,
releasing a swarming mass of Boos.
From here, it's up to you to track them
down - and it's all the fault of this
dastardly Big Boo

game you pick up. Why? Because a
Nintendo console launch just wouldn't
be the same without a Brooklyn-based
Italian plumber being involved, and, in
any case, it's an almost cast-iron
guarantee that you'll be indulging in a
blissful gaming experience

Just a few seconds after turning on
the '‘Cube you begin to remember
exactly why you love Nintendo. As the
Mansion looms on the title screen you
can't help but be quietly impressed by
just how solid and accomplished it all

Here Luigi introduces a
fountain to his vacuum nozzle.
Effects like this are wonderful.

Once you've managed to clear a room of
all the ‘normal’ ghosts, your Game Boy
Horror will let you know if there's a Boo
hiding in the newly lit room. The only
trouble is — how to find him? Here’s
where the GBH comes into its own.

looks. There's no doubt about it — even
after just 15 seconds of looking at
Luigi's Mansion, you can almost see the
Nintendo varnish drying off. From the
instantly accessible front end
(instinctively navigable even with
Japanese text) to the simple ghost-
sucking practice mode, the design is
consistently appealing, and before you
know it, Luigi's tentatively pushing
open the front door to the mansion
before embarking on what is a
genuinely original and thoroughly
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Focus your camera on a mirror and press A. This will warp the screen -
sending you back to the main hallway and central hub of the game. Mirrors
also have uses, from catching ghosts to solving puzzles. For example, while
searching one of the back rooms in the mansion, it seems as though there's
nothing of interest. Wrong. Looking in the mirror reveals a switch on the front
wall. By using the reflection to position yourself correctly you can open up a
secret room — just a minor example of how Gamecube's special effects can

enhance your gaming pleasure.

The glowing ghost effects are terrific, filling
the rooms with an eerie glow. Very smart.

Watch the flashing on the top of the
GBH. If it starts flickering quickly before
turning red, you're very close to the Boo's
hiding place. Whip out your vacuum and
start sucking the furniture. Eventually the
little fella will show himself.

entertaining, not to mention spooky,
ittle Nintendo adventure.

To the mansion born

So what's it all about then? Well,
starting out in the mansion hallway, you
explore the landing area before being
presented with a key to the first room.
Unexplored areas always begin in near
total darkness, so it's up to you to
manoeuvre Luigi around the gloom,
shinning the torchlight via the analogue
C-stick. Walking up to furniture, light

No matter where you go, you'll never be
safe from the clutches of giggling ghosts.

Once the Boo's been drawn out of
hiding, all you have to do is keep
sucking away at his energy. Il’s easier
said than done - he can fly through
walls, and you can't. With over 50 Boos
to find, this habit can be very irritating.

fixtures and paintings and tapping the
A button makes Luigi knock or shake
the object of your attention, hopefully
releasing money, health or, more
importantly, ghosts. If a spectre reveals
itself you quickly shine your torch to
stun it before using the shoulder button
to train your vacuum cleaner on the
giggling ghoul and suck it into your
backpack. Once all the ghosts have
been found, the lights are turned on -
indicating that the room is safe — and
more often than not a chest will appear

NG




As Luigi trots around the mansion he'll whistle and hum
the game's theme tune. Also, tapping at A makes him call
out for Mario. As Luigi gets weaker his whistling takes on
a decidedly more frantic pace — and hit A and he'll warble
out a very worried-sounding “Maaaariiio?" Bless.

Now this we really do like. Entering this darkened music
room, you can walk up to the instruments and jostle them

into tunetul action

containing a key to another darkened
mansion room = and so it continues.

If you were to believe some of the
clearly delusional postings on some
internet message boards, you'd think
that was all there was to it. Not so.
Luigi's Mansion is far more engaging
than that. True, it's mostly a case of
moving from room to room hunting
down ghostly residents, but the

experience is actually far more dynamic.

While the standard ghosts can be easily
dispatched with the torch and hoover

%

ghostly composer.

combo, many others need to be
trapped by far more devious means. In
some instances you need to employ the
scenery around you in conjuction with
some of Luigi's gadgets — such as the
Game Boy Horror - to seek out and
capture them. Some ghosts can be seen
only with the camera, and once they're
identified you'll need to use the blow
function on your vacuum to light
candles and activate scenery around
you to make them appear. In one
instance, you have to ignore the ghosts

Instrument by instrument, they all combine to play the
theme from the original Super Mario Bros, awakening a

On your travels you come across some right scary-looking
folk — it's just a shame you can't read what they say.
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The ghost will now play you a tune from a past Mario
game. If you guess which instalment the song comes

from, you get to hoover her up. Smart.

altogether until they make themselves
vulnerable, before distracting them and
sucking them up. No matter how
difficult it seems at first, the answers
can always be found through thorough
investigation of your surroundings and
logical thinking.

Well, blow me

S0 in essence, Luigi's Mansion is very
much a puzzler, where you're presented
with a room of ghosts that can only be
detected or trapped in increasingly

elaborate ways. But don't let that put
you off. Watching the beautifully
animated and hugely expressive Luigi
move around from room to room,
sucking and blowing anything and
everything is a joy to behold. The
mansion’s many environments, the
characters and the interactive scenery
are exceptionally solid, so much so that
it's almost like controlling an Aardman
Animations creation. This solidity goes a
long way to creating a highly immersive
atmosphere, and together with the




p-X—EER A=%=F
-

MORE
CHEESE

We initially
thought this might
be a weird Rare
joke-type-thing
and spent an hour
wandering the
mansion looking
for cheddar
treasure and
Wensleydale
riches. But we feit
like right fools
when the cheese
turned out to be
the home of a
ghost mouse,
which promptly
exploded into a
shower of coins.

some seriously odd

locations. Careful now.

Use your water-powered vacuum cleaner to

put out the flames blocking the doorway.

The mansion is surprisingly
large, and will take you to

Luigi's Mansion is full of curtains and other assorted

cloths that can be sucked from furniture. Bedspreads,
teatowels, dusters — you name it, Luigi's vacuum can
suck it off with the most gorgeous rippling effect
we've ever seen. He can also pull off the age-old rip-
off-the-tablecloth-and-leave-everything-standing
trick with ease — but what's even more impressive is
that when he leaves the room, everything spookily
returns to it's normal state.

It's incredible.
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The GBH map tells you where
you're gﬂmf, where you've been,
and which keys work and where,

Down this well you'll near
the awful truth - but we

won't spoil it for you.

multitude of superb graphical effects —
mirrors, silhouettes, rippling shower
curtains and Luigi's misty breath —
makes Luigi's haunted predicament all
the more believable. And a word of
warning — the soundtrack to Luigi's
Mansion is possibly the most infectious
you're ever likely to hear, probably
because it's actually hummed and
whistled by Luigi himself. If you're
anything like us, you'll find yourself
totally incapable of not humming it
throughout your daily life = and in a

way there's something rather reassuring
about that, as nearly all of Nintendo's
classic games have had exactly the
same brain-drilling musical effect.

It’s out there, man!

Naturally, this is all the kind of attention
to detail you'd expect from Nintendo,
but what about innovation? You won't
be disappointed here either. There are
some remarkably well thought-out set
pieces throughout the adventure. The
bosses in particular make for some very

pleasant surprises, requiring some tricky
tactics, controller aexterity and a little
luck to be successful. While beating
them isn't exactly the trickiest task in
the world, there's a great deal of
satisfaction to be gained from figuring
out their weaknesses.

But the most innovative aspect of
Luigi's Mansion is the actual game as a
whole. For want of a better phrase, it's
well and truly ‘out there'. There's
nothing that can really lay claim to
influencing the game’s direction other

than Nintendo's immensely talented
R&D department. The subtle blend of
exploration, puzzling, and, er, sucking,
makes for some strangely compelling
and therapeutic gameplaying, the likes
of which you won't find anywhere else.
In fact, if anything is responsible for the
way Luigi's Mansion was created then
it has to be the Gamecube's frankly
awesome controller. Much like Super
Mario 64 was to the Né4, Luigi’s
Mansion is a practice ground for
getting your head around the twin-stick

r'."\.

INGG




Attempting to go through these
sealed doors will harm the plumber.

These two little tykes are a
bathersome pair - suck ‘em, Luigi!

Keys like this are normally your
reward for seeing off ghosts.

After bagging one of the bigger bosses you'll
have to find a way lo dispose of it safely -
thankfully the professor is on hand to help.

Once your bag is full, you'll automatically be
taken back to his shed to empty your vacuum
cleaner into the Ghostbusters-style chamber.

Now, this is where it all gets a bit weird. Once
A inside the chamber, the ghosts are sealed safely
 away inside special paintings.

control, kidney-shaped buttons and
chunky shoulder triggers. Manoeuvring
Luigi around with the main stick while
controlling the torch and hoover with
the C-stick is initially tricky, but you'll
soon be a dual-analogue master,
hoovering up wailing ghosts like a
plumber possessed.

So, Luigi's Mansion is a perfectly
crafted piece of software, but — and as
much as it really pains us to say this —
it's not without it faults. Well, just the
one fault, to be honest. The size of the

Once trapped, you you hang the painting in your
trophy room. The more gold and ghosts you
collect, the more impressive the room becomes.

thing. It's short. As remarkable as
Luigi's Mansion is, there just isn't
enough of it, and as a result you can't
help but be left wanting. Every member
of the NGC team has played through it,
and no-one spent longer than eight-or-
so hours beating it, with most of the
collectables uncovered. Now call us
picky, but eight hours of play does not
a classic make — although there is some
incentive to play through again to beat
your own score, Each time you finish
the game you're given a slightly-




Thankfully, Toad is always on hand to
save your game in times of need.

TREASURE
HUNTER

Your score is of
great importance
in Luigi's Mansion.
By sucking and
jostling every
piece of furniture,
vou'll uncover
gold bullion,
jewels, notes and
coins. The bigger
hauls of cash can
only be found by
seeking out
hidden areas and
fulfilling certain
criteria. The larger
your score at the
end, the better
your ending
sequence will be -
so get hunting!

improved hoover, making hunting
secrets and hidden treasure much easier
and ensuring that repeating parts of the
game doesn't become too much of a
chore. But souped-up hoover or no
souped-up hoover, you're covering the
same ground as you did the first time,
albeit a whole lot quicker.

So, the question boils down to one
thing: is Luigi's Mansion worth
investing in? Well, due to the consistent
excellence of the experience, we'd say
absolutely. You won't find anything

Suck ghosts up by pulling away from them on
the analogue stick — kinda like fishing, really.

quite like this game anywhere,
especially when you consider how
beautifully presented it is — a testament
to Gamecube's power.

We can sum up Luigi's Mansion by
asking: what's important in a game?
We reckon it's experiencing a
thoroughly enjoyable, original and
beautiful adventure that will be
ingrained in your memory for the rest
of your gaming life. In which case,
Luigi's Mansion is not to be missed.

GERAINT EVANS

This is one of the

best effects in

Luigi's Mansion, as

the lighting

throughout is

superb. In one

instance you can

only see a bathing ghost by her rippling

shadow on the shower curtain - this

effect is taken further in the ‘cinema
room', where in order to progress
you have to turn on a projector,

I
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screen on the back wall. Brilliant.

% which casts a ghostly shadow on the
1
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@ Solid and gorgeous in
every conceivable way.

@ Genuinely original
and superb fun from
start to finish.

@ Very short with
limited replayability.

@ A lot of needless
walking around.

@ A little shallower than
we'd have hoped.

Beautifully rendered with
some excellent effects.
It's a living cartoon -
sublime in every way.

Typically Nintendo. You

won't stop humming the

theme for weeks and the
effects are spot-on.

Makes use of GC's power,
but occasionally slows
down - the console’s

capable of more.

A joy to play, but after a
month or so you'll be
left wanting, no matter
how good the game is.

Stunning to look at and
great fun — just slightly
lacking in depth.




RACERS The original Wave Race 64 riders have been
joined by the extreme sportsters from 1080°
Snowboarding, all of whom get the crowd whooping
with a repertoire of silky stunts.

TURBO New to Blue Storm is the
Turbo system. Weave your way
around five buoys and you can slam
on the gas, giving Wave Race a
much-needed shot of super-speed

WATER The world's most realistic
water? You'd better believe it. It's
as though someone’s poured a
crateful of Evian into your TV as
Wave Race'’s waves bob, ripple,
shimmer, tumble, crash and splash.

WAVE RACE

SCENERY [he backgrounds are gorgeous — but even betler is all the stuff going on around
you. Dolphins swimming beneath the surface, glacier chunks tumbling into the water, and
much, much more. Glorious.

INFU BURST

WAVE RACE:

BLUE STORM
DEVELOPER: NST
PUBLISHER: Nintendo
PLAYERS: 1-4
RUMBLE FUNCTION: Yes
GBA CONNECT: No
NUMBER OF DISCS 1
ONLINE PLAY No
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Nov18 Spring  Now

COST: ¥6,800
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squeezed a
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What's that Flipper? You're here to tell us about Wave Race: Blue
Storm’s multitude of modes? Lel's go!

P TIRAE |
LAY 2Ry

I|I"

r ) tutorial on to the
{’t!ﬁ' Blue Storm disc,
RN | 22 L e mver CHAMPIONSHIP You can TIME TRIAL A track clear of

tackle the trophy races in any rival riders means you can

order. Because the weather varies maximise your wave-surfing,

for each round, that means you buoy-negotiating, shortcut-taking
can tactically match your skills. You can save a single
favourite tracks to the best favourite best performance to the
conditions. A very nice addition. memory card, too.

and stunts, then
give them a go
vourself. Most of
Ny it's pretly obvious
o : stuff, but veteran
Tﬁﬂ 4 km/ ) | | Wave Racers will
- e T um = appreciate the
s - chance to learn
the new - and
often extremely
silly — stunts that
are on offer.

- S
-
T

Godlike steering is
required for this tunnel,

AEL
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STUNT MODE A superb idea, FREE RUN /f you're tired of the
first seen in Wave Race 64, clock/score meter/other riders
You're still against the clock, but breathing down your neck, this
the main aim is to rack up points allows you to explore the

by steering through rings, leaping beautiful tracks in your own time
off ramps and performing stunt — and search out the plentiful
after stunt after stunt. shortcuts and secrets.

Your efforts to steer around.a buoy. will
often be scuppered by rival racers,
who'll simply barge you off course to
keep to their own route. Water rage?

Too much
time spent in
the air makes
for a slower
race time.

It's four years since the original
Wave Race splashed onto Né4 and
redefined racing with its lip
smackingly lifelike water and jetski beautifully
jostling. Now, courtesy of US coders exploited our
NST, it's back for a new generation love of the wet stuff.
Authentic waves that
T hey say we humans, with our glistened in the sunlight and

some areas, it's rough
around the edges to say
the least. But by mixing up old

fishy ancestors, have developed  rippled, bobbed and crashed just
a unique affinity with water. like the real thing made up most of

That doesn't explain why some joyless its appeal. Videogaming had never seen ideas with new, developers NST
idiots wear raincoats on Alton Towers' water so real, and crashing through the have more than equalled Nintendo's
Log Flume, but it does give an idea waters on a jetski, leaping off a wave racing seem suddenly very, very dull. original masterpiece.

why watery racers like Wave Race hold  here and dunking below the surface So, the good news: Wave Race:

a particular appeal. Wave Race 64, one  there, kicking up drops of water like Blue Storm is every bit as good as its The big (old) blue

of the Né4's very first games, clouds of confetti, made tarmac-based N64 daddy. The bad news is that in It's partly because NST have avoided
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Pass the yellow buoys on the lert
and the red on the right, or miss five
in succession for instant game over.
Each group of three or four - such as
these near Ethnic Lagoon's start line
- usually has a nice straight line
running through it. Hit that line and
yvou'll feel like God. On a jetski.

On the Hard route, take a
good hard look at this
cracked wall = in fact, take
a really close look and
vou'll smash through,
revealing a handy shortcut.

® e
| l i =
It's a return to Wave Race 64's Dolphin Park for the first
championship, but hasn't it grown? The natural rock arch still stands,
the speed-sapping sandy beach is as dangerous to approach as ever,
and the native dolphins still dive and dance alongside your jetski -
but everything looks at least ten billion times
as good as it did on Né4. The landscape and
the gently bobbing waters stretch miles off
into the distance, and you can see below
the waves and
stare In awe at
the captivating
coral reef.
Gasp.

h

the temptation to do too much
of their own thing. At least 90
per cent of Blue Storm has
consciously been copied
from its forebear. The
soothing “Welcome to..."
speech before each
round, the 'ting’
sound that rings
out as you snake
@ around each
>

JRe buoy - even a
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There's a subtlety to Blue
Storm’s controls that other
walery racers can only
dream of.

For the first corner,
simply shoving the
analogue stick left should
drag you around with very

little incident.

Sharper turns require

sharper turning - pull
back on the stick to spin on
a sixpence,

Press L or R lo stick

your foot in the drink
for even tighter control,
ideal for getting around 5-
bends like this.

Interestingly, riding over
certain parts of scenery -
such as this little ramp -
give you an automatic burst
of speed. Nice little detail
to know

It won't take long to realise thal
the super-intelligent riders don't
just want to win — they're out for
blood. Your leg kick can
sometimes send them flying, but
yvou're better off simply avoiding
confrontation with the Turbo

¥ # iy
1'06°066

Dolphins follow in your
wake — and, depressingly,
actually overtake at points.

couple of the tracks have been dragged
over from the original. If you've never
played Wave Race, you could argue
that's all laziness on NST's part; if you
have, you'll appreciate that it's best not
to mess with perfection, and, like
listening to a new Qasis album, you'll
be filled with the warm glow that
comes with experiencing something
new, yet comfortingly familiar.

Of course, where NST have
improvements, they're hardly subtle.

The water, simply, is too good for
words. It's hard to play Blue Storm
without a small crowd gathering behind
to “Oohl!"”, “"Ahh!" and "Lawks!" as
the Gamecube recreates an entire
ocean on your TV,

Holy water!

Some of the most gobsmacking
features are obvious from screenshots -
the entire landscape reflected on the
shimmering surface, the still waters



Another one of those auto-
turboing shortcuts, but it'’s a
toughie. Veer left just after the
start to find this narrow set of
steps that cut out the first
hairpin bend.

The tide gradually goes out on
Southern Beach, demonstrating
the different course layouts for
each Wave Race /ap.

Lap one, and with the water
at its highest, you can simply
buzz straight over this
submerged boal.

Lap two, where the tide has
receded to reveal a ramp, which
can be used to leap over the
now floating barge.

Lap three, and even reaching
the boat is tricky — the low tide
reveals previously sunken rocks
and other obstacles.

FOGGY Usually means slightly bigger
waves and little else, although you
might see the light conditions change
as the race nears its end.

dotted with splashes from thousands of
raindrops, the menacing killer whales
glimpsed beneath the arctic sea. It's
incidental details like this that give Blue
Storm its initial kick, and knock Wave
Race 64's visuals — once
groundbreaking, now laughably
primitive — into a cocked hat.

But still screenshots can't hope to
express just how magnificent Blue
Storms’s water is in motion. Early on,
clear weather and the gentle bobbing

-114\'/

OVERCAST Light rain, but it's the
wind that makes things tricky, whipping
up the waves and making it harder to
steer around buoys and turn tightly.

=07 E*-:-]:‘],i!
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of the huge expanse of ocean ahead is
reason enough to gasp — especially on
Dolphin Park, where colourful blooms
of coral reef are clearly visible in the
crystal-clear waters. But later, the waves
arrive, and arrive in style — rolling in
from every direction, visibly rippling and
tumbling, causing buoys and floating
crates to leap and dance in their wake.
And unlike Wave Race 64, which
craftily placed its camera low to
disguise how few waves it was

First seen in Wave Race 64. What a beauty!

The snaking routes make missing
buoys an inevitability — and the
punishment is harsh. Not only do
you slow down and have your turbo
meter resel to zero, you also have
just four misses left until game over.

One of the pleasures of Blue
Storm is the freedom to do
things your own way. You
could simply race around this
pier, for example — but you
can also soar over it with the
aid of a local ramp, or leap
and dive to tunnel
underneath it.

T
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Southern Beach’s coast features rows of mini-
waves, which will bump you up and down as you
race through, slowing you down. To avoid that,
use B to dampen your bounce, or push forward
to avoid too much time spent in the air.

HEAVY RAIN [ook - you can see it
pelting down and peppering the water
with circular splashes, and raindrops

will actually moisten the ‘camera’ lens.

managing to draw, Blue Storm oceans
are visibly tumultuous even miles away.
Wave Race veterans will experience
a familiar feeling as they weave their
jetski around the unforgiving ocean -
the sensation of actually being there. It
sounds ridiculous, we know. But plug
your Gamecube into a big TV, don a
pair of headphones, and the huge
plumes of water that explode out of the
screen with a deafening crash as you
plough through a wave head-on are so

With Blue Storm’s variable weather, you'll be experiencing water from above as well as below.

THUNDERSTORM Darkened skies;
forked lightning on the horizon; waves
that rise to the top of the screen and
literally crash down. This. Is. Incredible.

real, it almost seems as if they're right
there in your living room.

Splash! Ahh-ahhh!

When the rain comes, Blue Storm
graduates from simply impressive to
totally immersive. Water streams down
the screen, the lens of the ‘camera’ is
dotted with splashes of water, distant
dark clouds glow ominously as lightning
rips through them - and unlikely as it
seems, you actually feel cold. It's all a
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If you're wearing headphones, the
w&i#r‘f&” can come as a bit of a
shock, ‘appearing’ suddenly on
your right side as you pass, and
making one heck of a din.

Drive up a small ramp near the
course's end and you'll turbo -
and break the wooden start sign
to bits if you time it right.

Blue

FIREWORKS /f you make it to the
Expert mode, a section of City Harbor
is illuminated by a stunning fireworks
display. Don’t get distracted now..

perfect demonstration of how to
correctly apply Gamecube's power. In
the hands of a lesser developer, you'd
have had photo-quality backgrounds
and jetskis decorated in reflective paint.
NST, however, have directed the
machine's power at the water and the
weather, and the results are staggering.
We could harp on about the water
all day, but Wave Race’s real genius lies
in the way your jetski interacts with it.
Every ripple, no matter how tiny, has an
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Try not to glance at Aspen Lake's
trackside, or you'll be subjected to
the disturbing sight of these happy
campers, .I_'.wz.-i'r're'.';}r stuck in their
positions forever. You'll see the
odd grizzly bear wandering nearby
— maybe they're frozen in fright.

Storm’s best incidental touches...

PENGUINS Unsurprisingly, you'll spot
these on the Arctic Ocean course,
staring dejectedly from up high as you
race past

0°'48"114
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effect on your machine - and equally,
every touch on the stick, no matter
how slight, does too. So, the skill lies in
not just snaking your way around the
deviously-placed buoys, but also using
the currents — which are anything but
random - to your advantage.

Wave on

The best and most exhilarating example
crops up on the first track proper,
Ethnic Lagoon. Near the finish, a tall

Wave Race 64’s Drake Lake in all but name...

Aspen Lake is the perfect example of the multiple

routes used for the

Easy, Hard and Expert

championships on all tracks. On Easy, you've a
fairly simple route around the ring-shaped lake,
making finishing in pole position a cinch. On later
levels, the buoys change layout, taking you on a
jetski-wrecking path between the area’s many rocks
and boulders. Nightmarish

The weather conditions of good old Drake Lake are
replicated in ‘Misty’ mode, in tribute to Wave Race 64,
On lap one, you're thrown into a real pea-souper — but
as lap two begins, the skies clear to reveal the beautiful
crystal-clear waters. We guarantee there’ll be a tear in

your eye.

TIME

ﬂ 05°498

CRATES Another City Harbor
speciality, as colossal crates come
crashing down from on high - creating
a handy ramp for later laps

rolling wave comes sweeping in from
the right. Get it wrong and you'll simply
smash through it. Get it right, and
you'll catch the top of the wave, and
with judicious use of a turbo, ride the
crest all the way to the finish line.
This, in combination with the
simple-yet-subtle controls that allow
the jetski to turn, dip, pull back, speed
up and somersault with ease, makes
Blue Storm much deeper than it first
appears. After a few hours, you'll be
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RIPPLES As each course loads — it only
takes a few seconds - you can create
your own water patterns on this screen
using the analogue. Nice.

speeding round the track with only a
handful of scrapes — after a few days,
you'll be slingshotting around buoys
and cutting a turbo-charged swathe
through the troughs between house-
sized waves. By then, you'll appreciate
that the waves aren't just there for
effect, but are there to be studied and
exploited for tip-top times.

And you'd better practise — because
Wave Race: Blue Storm is tough. Giant
waves throw you off course, wooden



Unlike in the original Wave Race,
obstacles aren't just there to slow
you down.

Bobbing ¢rates can be

smashed through - but you'll
need to get up some speed.

Great slabs of rock act as

impromptu ramps, allowing
yvou to leap over stuff.

Give a rival rider a shove and

they'll go barging into objects
like... er, barges.
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STUNTS

Over 14 stunts are
accessible in Blue Storm
— and they all take your
Turbo meter up a
notch. Here's a few...

posts and rocks are perfectly placed to
throw you off your bike — and, nail-
tearingly, the CPU racers have
graduated from the Mario Kart 64
school of racing, with magical
acceleration, flawless steering, and a
nasty tendency to simply bash you off
your bike to take the lead.

Get down and dirty
Some Wave Racers won't like the idea
of dishonest rivals — it didn't happen in

Sunken City is where
the water really starts
rumbling, and NST
truly show off their
skills, You'll feel ill
as the waves send
your jetski lurching
up and down - but
the splashing,
crashing H20 looks
incredible, and
learning to ride the
crest of a wave by
pulling back on the
stick is a joy.

Wave Race 64, and admittedly had us
coming close to testing how resistant
our brand-new Gamecubes would be
to being punched repeatedly. But
you're guaranteed a nail-biting race
with lots of heart-stopping jostling
amongst the pack of eight. And there's
nothing more satisfying than wreaking
revenge on cocky CPU players and
screaming over the finish in first place.
So, what about those problems?

The time trial mode is the worst culprit.

On Hard mode, the route takes you between
lwo docked liners. There's a gorgeous wave
slapping against the twin boats — subtle
analogue touches allow you to speed across
the top of it. Sheer brilliance.

It might be fun to scream up
and over ramps, but it doesn’t
halt stow you down. 5Steering
around them can give you the
edge over the CPU.
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Everything above the water surface is reflected - you
can even see the full moon shimmering on the waves.
Gorgeous stuff, but it's not entirely cosmetic, as the
rippling and bouncing of the reflected image gives
you a hint of how choppy the water ahead is.

Blue Storm's sublime racing should
have made for many enjoyable months
spent obsessively shaving milliseconds
off your best times. It is fun — until you
clock up your first top time...

Ghost in the machine

Like all racing games, you're then up
against a ghostly apparition of that
record-breaking performance — but for
some inexplicable reason, your best run
isn't recreated by a jetski, but by — get

this — a tiny hovering helicopter. It's an
absolutely appalling idea. It means you
can't judge the nuances of your last
run, compare new techniques with old,
work out whether shortcuts are actually
shortcuts — you're not even able to tell
if you're ahead or behind of your little
helicopter buddy at any particularly
moment, because he doesn't even
appear on the track map. As such,
beating your own best times becomes a
matter of pot luck rather than skill, and
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Halfway around the course, a
slab of ice slides off a glacier,
creating the biggest wave you've
ever seen in your life. Heart-
stopping stuff

Now you're in the arctic circle, where
polar bears stare at you from atop icebergs
— and, gob-smackingly, killer whales can
be glimpsed below the surface. And that's
before the black-and-white fellas come
leaping out the water, right in front of
vour jetski. ..
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New to Wave
Race: Blue Storm
is this replay
mode that
rewinds the
entire race before
your eyes.

TOP SPEED

Obviously useful when it
comes to winning races,
especially on straights -
heavy riders like chubby
Dave Mariner excel.

ACCELERATION
Toppling off your bike is a
common occurrence in
Blue Storm, so this ability
— an Akari Hayami special
- is invaluable.

HANDLING

Probably the most vital
stal, as veering around
buoys is the only way to
win. Nigel Carver's your
man here.

STUNTS

The young Ricky Winterborn

just loves stunts. Handier

than you think, as each trick
pulled adds a notch to the

old Turbometer.

It's as cold as ice, but there's no sacrifice of speed.

How am I driving? Brilliantly, the joypad's built-
in rumbler tells all. Heavy jolts mean your craft's
bouncing all over the shop — push back or
forward and you'll ride the top or bottom of big
waves, and the pad will stop juddering to show
you're riding ‘radical’. Magic.
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Another neat shortcut - hop over a small
slab of ice to leap through this gigantic
arch. As you approach it, the sheer scale of
this course becomes eye-wateringly clear;
it's as though the whole ocean is stretched
out in front of you. Make the most of the
sense of freedom with a cheeky turbo.
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7 0977329

Big Dave Mariner struggles to turn at the
best of times. But in mid-air? Forget it.

i
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Most wooden objects will splinter if you

race your jetski through them. Vandal!




AQUA MAZE
The ‘streets’ of
this mock Venice
veer viciously
left and right -
you'll need to
pull back and
use R to make it
around. This is
where the turbo
reveals one of its
many hidden
facets. Use it to
sharpen up your
turn = or, In our
case, smash into
a concrete wall
every single
bleedin’ time.

Another failed shortcut attempt — we're about

to smash straight into that bridge. Curses

It's a secret! Speed
out of the course
boundary on
Dolphin Park and
you’ll find this
mysterious ring of
buoys - and some
truly spectacular
waves in the
middle. What's it
all about? We've
absolutely no
idea, although
perhaps the
dolphin who lags
along with you is
a clue.

VICTORY GATE

You'll be ploughing into huge rocks every few seconds
here, highlighting one of Blue Storm’s most irritating
features. Fall off, and your jetski will whirl around to
face in the wrong direction. And is swinging the bike
around easy? Is it heck. Swinging it back round seems
to take 100 years, as the rest of the pack screams past.

Like Wave Race 64, this has set
the standard by which all future
water-based games will be judged.
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The replay mode recreales
vour best racing moments

We've made it through the
ring — but fallen off. Grrr.
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You'll need a
decent TV to
gel the most
out of Wave

Race: Blue

Storm = but

even on d

cheap
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the Blue Storm mode with the most
potential lies in ruins.

That's not the only problem we
have with Wave Race. The multiplayer
isn't much cop either, because of a
lack of a handicap option — unless
your mates have been playing Blue
Storm as obsessively as you have,
races are boring, boring, boring. The
points-based stunt mode is much
better, but having to wait for the
game to cycle through five different
screens between each try soon
becomes very grating. And the game
is worryingly short of bonus modes
and extras. If you've completed the
four championships, you've pretty

much seen
everything there is
on offer.

But if you can live
with those issues — and
