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Tony Hawk's 4
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Turok Evolution
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The mighty armies of light and dark have gathered. The future of a tragile world hangs in the balance
Will you tollow the force for qood by becoming Sonic the superhero in a race for worldly peace? Or perhaps you will succumb fo the

dark and dastardly Shadow and reap terrible destruction upon the earth? The time has come. choose your hedgehog leader wisely

+ 30 action stages with over 50 missions. - Multiplayer modes featuring new battle stages and classic kart racing. - 12 Characters to choose from including
newcomers Metal Sonic. Amy. Chaos Zero and the comical Chao Walkers. - Enhanced [hao mode boasting new mini games
and including an exclusive link-up feature with Game Boy Advance.
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Time to take sides
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EXLCITE

If you're not fFamiliar with the term ‘E3’, then let me
spend a couple of seconds filling you in on the details:
E3 is the Electronics Entertainment Expo, it's held once
a year in Los Angeles, and it's the biggest videogames
show on Earth. Every developer and publisher worth
their salt uses E3 as an opportunity to showcase their
latest, greatest inventions — and Nintendo are no
different. This year they promised Legend of Zelda,
Mario Sunshine, 1080° 2, Starfox Adventures, Metroid
Prime, Mario Party 4 and the previously unheard of
Wario World - and they didn't fail to deliver. We sent
Geraint over to play every last Gamecube game, and
vou'll be able to read real verdicts from the show floor
on all of Nintendo's games — plus the best of the rest,
including Resident Evil 0, Lord of the Rings, Harry
Potter, Monkey Ball 2 and Star Wars: Bounty Hunter.

FIRST AND BEST

The real bonus for you this year is that our deadline
was slap bang on E3, meaning we could bring you ALL
the screenshots, ALL the info, and ALL the secrets
before anyone else. And we're still delivering the very
best writing too, using the very best sources: have a
look at our preview of Resident Evil O on page 26 to
see what we mean. That game is more hush-hush than
Jud’'s gun club meetings, but we still managed to wring
every last drop of secret stuff out of it, including

important impressions on how it plays.

LIFE REALLY IS A GAME

Our E3 special starts on page six and lasts for 41
pages. 41 pages! If this year's E3 was an indication of
anything it's that Gamecube is taking the world by
storm. We ve seen and played more games during this
month than we saw and played during the entire time

N64 was out and about. The response to

Nintendo’'s new machine is
phenomenal — we're getting the
big sequels now, the big
franchises, but we're also the
only console that's also

getting Zelda and Mario.
Fantastic, isn't it?

Tim Weaver Editor

PREVIEWS

B The Legend of Zelda

B Wario World

M Mario Party 4

B 1080°: Winter Storm

B Metroid Prime

B Mario Sunshine
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THE LEGEND e
UF ZELDA the Mario 64 sequel - and 3

Cel of the century! Amazing new it’s looking incredible...
info and shots — in your face!

MEET EN.JIK:

_9 She’s probably the
best-looking girl
we ve ever met.
Apart from Kylie. Though
we never technically
‘met’ her. Well, we met
her on our monitor. Er,
anyway, Enjiki’'s here to
guide you through the
beautiful new NBL. Ah,
Enjiki. How you tease us

THE BEST OF ELF!

Zeldd's here and it's hot stuff. We
elbowed through the stinky
crowds to play it at E3. ..

4 NGC ISSUE BS
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RESIDENT
EVIL ZERD

Train of brains! The amazing prequel
clawed to sticky pieces at E3...
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WARIO WORLD

Waaaaaaaaaaaaaaaaaa! Get ready for
pain-filled platforming mayhem as
Wazza gets his first proper game...

Six-page review! Shigsy’s
hatstand vegetable RTS gets
kicked around the garden.
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Over the coming m

ZELDA!

onths we'll bring

latest screens, info and
straight from

. Read it
Nintendo in Japan-
first in NGEG.

A Link's brand-new mode of transport is a Chinese-style dragon boat. It can leap above the water to collect floating rupees as it sails from island to island.

THELEGEND

The most incredible graphics
ever devised, and the greatest
legend ever told. ..

hen a game series with
a strong story and

\ ‘ | ’ mythology runs for as

many sequels as Zelda

nas seen over the years,

the authors will eventually exhaust
their supply of potential plots.

That's why, like Majora’s Mask, the
latest Legend of Zelda is another step
away from Link’s Ganon-battling,
princess-saving heritage, with
another brand-new world for the
pointy-eared adventurer to explore.

In the concisely titled Legend of
Zelda for Gamecube, young Link and
his sister are living a peaceful
existence on a remote desert island
when a strange multicoloured bird

swoops out of the sky and snatches
the girl. Being a heroic sort of guy,
Link finds himself a boat and sets off
in search of his abducted sibling.

Nintendo's sprawling E3 stand had
stacks of demo machines running
Legend of Zelda, and the heaving
throng of sweaty men jostling to get
their hands on the controllers
demonstrated that not only was it by
Far the biggest attraction of the show,
but also that many of the people who
complained about ‘Kiddie Link’ and
the cel-shaded graphics are now
shame-facedly eating their words.

Because the game looks almost too
good to be true. The animation is
more detailed and vibrant than




A Break out the telescope on the X-button and you can see all the way to that
spooky castle in the background. Could that be where Link’s sister is held?

& 064

A The special effects are terrific, and always entirely in keeping with the game’s
strikingly coloured cartoon visuals. Nothing else looks quite like Legend of Zelda.

OF ZELD/

Link’s only a little Fella but he's
more than tough enough to haul
huge stone blocks and push giant
weights into holes. When things
fall into place you'll hear the

~ familiar Zelda chimes - music to
the ears of any Nintendo fan.

anything we've ever seen - so much
so that lumping it with other cel-
shaded games seems rather unfair.
Link’s whole world is like a living,
breathing cartoon. There's detailed
movement in every minor object in
the game, from the way the grass
sways in the breeze to the subtle
elasticity of anything that moves
suddenly - doors that wobble a little

when they get slammed, for example.

There are some blindingly good
wave effects for things like water and
lava — a bizarrely hypnotic rolling
motion that’s as difficult to describe
as it is to tear your eyes away from.

The animation on the actual
characters is jaw-dropping - there’s

so much personality in everyone Link
encounters, with even commonplace
enemies capable of incredible facial
expressions and body language.
Despite the apparent simplicity of

the game'’s colouring (everything is
shaded with a light half, a dark half
and a transitional colour in between),
it looks remarkably solid. Check out
the images on these pages and you'll
get an idea of how the lighting and

shadows work to make a convincing
3D effect. The entire thing looks as
good as a top-of-the-range Disney
production - in terms of imagination
and innovation it's leagues ahead of

THE ANIMATION IS MORE
' DETAILED AND VIBRANT THAN
ANYTHING WE'VE EVER SEEN 7|/

anything around right now. The E3
version features five main areas,
which we'll break down for you here:
First up is Island of Beginning, a
typical Zelda level with grass to cut
down and wandering townsfolk. An

EVIEVY

Link sets sail for a brand-new adventure

old man teaches Link how to fight,
patiently explaining all the various
slash types (which are the same as in
the N64 games). There are several
mini-quests to complete, including
one where you have to catch a
greasy pig, Hillbilly Olympics style.

Vast Ocean is @ minigame which is
accessed by paying the boat owner.
The aim is to collect treasure dotted
around the ocean course. Smaller
rupees can be collected by sailing
over them, and by holding R the boat
can be made to hop into the air to
collect the larger ones
found above barrels.

Next up is Dragon
Mountain, a dungeon level

JULY 2002 NGC 7
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"By pressing against ledges, Link can shuffle along walls”

GRAPPLING HOOK

This is a new one for Link. It replaces the old
hookshot, at least in the early stages that we've
seen, and is used for swinging across gaps or
grabbing hold of ledges as a last resort to prevent
Link falling to his death.

HEART METER

As in the previous games in the series, collecting
four quarters of a heart container adds a whole
heart to Link’s life gauge. Potions can be assigned
to the X and Y buttons to recover life during a
battle or whenever it's needed.

TELESCOPE

Scope out distant locations or just get a
better look at Link's surroundings with
this useful new piece of seafaring
equipment. Works in dungeons, too.

DUNGEON KEYS

[t wouldn't be Zelda without treasure ¢

keys. The dungeon shown in .rhese. shots J ) SHUULDER Bl.ﬂTﬂN

unlocked by Nintendo's coders so they could ' , , _
wander freely to take pictures, which is why they '- Like the B-button, the right shoulder button is

all show the same number of keys and rupees. totally context sensitive. Right now it’s being used
to bring up the shield, but at other times you can
use it to crouch, drop items, or raise your sails to
make the Dragon Boat leap into the air.

with unlockable chests, Getting caught means a trip to prison, haze adding to the atmosphere.

traditional Zelda puzzles with a network of tunnels to navigate Unquestionably the single most

such as lighting torches before returning to the main level. impressive thing at E3.

with a flaming stick, and a Finally there’s the Boss Battle area, As you've probably gathered, the
new sidling move borrowed from which is amazing to look at at. The _ s Bl increased emphasis on stealth in
Metal Gear Solid. By pressing against boss is a giant insectoid beast with a ™ certain levels is the only really big
the wall, Link can avoid detection and weak point in its eye, rather like —— ) change to the basic mechanics of the
shuffle across narrow ledges. Gohma, the first boss from Ocarina of K | N64 games, but all the controls have

Island of the Magic Beast features lime. Hitting it makes its head drop _ T been refined and work more

even more MGS/Gerudo Fortress down so Link can swipe it in the eye - intuitively than before. The much-
stealth antics. Link has to sneak past it's also possible to use the grappling imitated lock-on targeting is still there
loads of guards by hiding under a hook to climb to a gantry above and . | on the left shoulder button. Clicking it
barrel and creeping forwards when bring parts of the ceiling crashing g _, all the way down cycles between
theirﬂ backs are l‘:urned. To increase the dﬂ}wn on the ::r_eature’s rhead+ The bkl s A e ik charcas b multiple Dppuner]t&.:. which is simpler
tension, searchlights sweep across animation in this scene is among the his new whirlwind attack. He spins than the old targeting method.
the area, but Link can destroy them best in the entire demo version, with all over the place for a few The C-stick is used to move the
to make progress a little easier. fiery lighting and a constant heat seconds, decimating anything camera, and once you've set it to a

nearby. When he's done his eyes
roll and he gasps for breath. Cute!

8 NGC ISSUE BS
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A Check out the pool of two-tone light cast by Link's burning stick.

A The wide-eyed look of horror signifies the loss of Link's last bit of life...

certain position it will keep the same
angle, even during a fight. Much
better than having to keep tapping Z
to re-centre the camera on the N64.
Both the B and R buttons are now

wasn't a problem in any of the E3
levels but it might mean more digging
around in the menu screens later on.
Link can now pick up weapons
from defeated enemies, so he has the

'LUNGUESTIONAELY THE SINGLE
MOST IMPRESSIVE THING AT ES.

THE BEST GAME OF THE SHOW.

context-sensitive, and with A used as
the main action button, only X and Y
can be used to activate items (you
could have three items assigned to
the C-buttons in the N64 games). It

optionto use the large pikes and axes
carried by certain guards. These
bonus weapons will eventually break,
but they're very useful — particularly
if you find something like a wooden
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Link sets sail for a brand-new adventure
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A Smashing a pot can reveal a hidden treasure, but is unlikely to impress this pot-carrying young lady.

NGCVERDICT

A Our Ffirst glimpse of New Link from

Spaceworld 2001. The on-screen status

displays have changed
since this preview.

staff, which
can be used
like a Deku
stick to light
torches.

It's simply an
incredible game -
essentially an expansion of the N64
versions with the most beautiful
graphics ever created. Hopefully we
won't have to wait too long before
we see it (even though it's already
been delayed from November to
February). It will surely slip further,
but the E3 version is in English, so at
least the translation appears to be in
place. Fingers crossed. ..

Amazing. Simply

amazing. And did

we say it was

amazing? The only
downside is that the
gameplay hasn't
evolved that much
since the N64, but one
thing we did notice
after countless visits to
the Nintendo stand was
that there's a GBA link-
up feature that enables
a two-player co-op
mode. It seemed to be
in a very early state
and was entirely in
Japanese, running on a
single machine tucked
away at the back of the
stand, but it's definitely
in there at the moment
and will probably be
expanded in the
finished version. As it
stands, the GBA shows
an enhanced version of
Link's radar, and the
second player can move
a target around and
help out by confusing
enemies or collecting
items. It's like having a
human-controlled Navi-
style fairy. Weird.

@ THELEGEND OF ZELDA
A

e UK EUS
FEB 2003 FEB 2003 FEB 2003

WHAT WE WANT TO SEE INCLUDED

W Epona. Link's horse wasn't in the E3
demo version but we'll wager she can be
found somewhere later on in the game.
B Some kind of new function for the
ocarina or whatever new instrument the
musical Link plays.

B References to previous games. It would
be great to see Ganondorf drawn in the
new visual style.

ANTICIPATION RATING

JULY 2002 NGC S
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A Sections like this work in a 2D-platformer sort of way, but
there are plenty of larger, wide open areas to explore.
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- Wazza's debut as leading manin
a classic Game Boy threequel.
® Wario Land 4 Ean

(NBLC/62) _
The porky superstar’s fourth
starring role, this time on GBA.

Wario to grab hold of them in a slightly pervy manner.

WARIO WORLD

- : ell, we didn't see this | tread. These places are stashed with
WI th a Ca Ckl I ng Ia Ug h a nd ﬂ‘ one coming. Then again, SPIN sp|N valuable treasure, and there's nothing
- Wario values more than cold hard

. after doing such 3 |
a nose hke a I"Otten P |age|"- w marvellous job on Game 300 Mﬂw cash. Bet he wishes he'd won that

Boy over the years, it's mansion instead of Luigi.

soaked strawberry, the Anti- oy right wario's brand of platror i Warlo Workl the poor guy's

. . action should find a bigger stage. castle basement has been turned into
Mario arrives on Gamecube. = vorioworidis biled as a side- 2 parallel dimension, and all his
scrolling platformer, though it's treasure has been turned into
definitely nothing like the forced- monsters. Packing a bellyful of
perspective dullness of Kirby 64. In attitude and a man-size can of whup-
fact it's not really like any 2D ass, Wario must defeat the beasts and
platformer, since it throws elements recover all his hard-won loot.

of wrestling into the mix, and Instead of just stomping and

features large 3D stages to show off there’s no need to leave it lying on kicking his foes (which he also does,

Wario's fat-man moves. ::tm “:: pick it ""“ﬂ of course), Wario subjects them to
As per usual, Wario’s aim is to will "'I""I"! et oy -m;ue thiat massive doses of hurt by using

venture into the kind of hazardous can knock down anything standing whatever comes to hand as an

places his nemesis Mario fears to within range. There's loads of impromptu weapon.

slapstick humour to go with the
knockabout violence.

1I0NGC ISSUE B9
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Wario's pile-driving new platformer exposed

000 000 " 000 @000

ﬂ Mml—’ﬂaﬂu flnds I:hat lifeisn't a bed of roses for the
small of stature. Actually, it's more like daisies.

000 " 000 @052

A This turtle looks like a down-and-out
Blastoise. Give him a swig of Wario's Spesh.

&0 CH D

A Hard to tell if that's fear or excitement etched on Wario's beautiful face. But the famous purple
nose has never looked better than it does on Gamecube.

A Almost anything can be picked up and
used as a battering tool.

A Wario isn't invincible like he is in his older Game Boy
outings, so be careful not to set his alco-breath alight.

T

L -

A Frolicking in Wario’s warehouse. A Spin the joystick to swing enemies.

NGCVERDICT

WW looks much like I"Tj WARIO WORLD

a convoluted 2D aliebidd

platformer,

although the open
areas allow for
movement into and out
of the screen. It doesn't
seem as though the
camera can be moved
very much - not in the
E3 version we played,
at least - and there's no
first-person view for

- -

A Don't you just want to explore this
game? Classic Nintendo stuff.

A It's all gone a bit Luigi’s Mansion on us. The creepy locations and strange
happenings are very similar to the vacuum-cleaning plumber’s game.

Wario can grab hold of anything he weak walls, and larger objects can be style area, a carnival level and

sees and use it in several ways. After
getting a grip on an enemy, he can
thump it against a wall, chuck it over
a ledge, use it to knock down any
other bad guys in the vicinity, or
launch himself into a piledriver move
to kill it stone-cold dead.

used as clubs or battering rams.
Wario can even uproot entire stone
columns and swing them around to
send his opponents flying.

the trusty power-dash and the ever-
useful butt-slam, are still included,

Conventional Wario moves, such as

a haunted house in the E3

version, and there are

sure to be many more.
Like previous

games in the series,

scores play a big part

in the gameplay - the

more treasure you

getting a better look at
the level. Perhaps it's
just not necessary. It's
a little confusing to
play, largely becuase
the game isn't quite
like anything else
around at the
moment. The fighting

= Ll
-

DEC

E=US
NOV acT

WHAT WE WANT TO SEE INCLUDED

B Loads of secret areas to explore.
B Wario's traditional transformation

abilities. Much as we tried, we couldn’t
set him on fire, turn him into a zombie,
squash him flat, make him swell up with
nasty allergic reactions, or do any of the
other things we're used to seeing on the

collect, the better the

reward you'll get at the

end, which suggests that

Wario World isn't going to be the

and throwing make it
unlike other platform
titles — and totally
unlike Wario's earlier

ARIO WORLD IS BILLED AS A

' SIDE-SCROLLING PLATFORMER,

BUT THIS AIN'T ANYKIREBY B

and are essentlal for smashing into

hidden areas bursting with treasure.
The basement is divided into

themed levels. We saw an Egyptian-

Grabbing pieces of moveable
scenery opens up a number of other
moves. Small objects can be thrown
as weapons or to break through

biggest game Nintendo have ever
produced. But with both Zelda and
Mario Sunshine likely to deliver the
longevity goods, there's plenty of
room for a slightly shorter — but
replayable - Luigi-style title.

games. It's fun to play,
though, and we can
always trust Nintendo
to deliver something
that'll compel us to fork
out another 40 quid
when it's released later
this year. The talented
so-and-sos.

Game Boy versions. Wario is evil and
needs to feel pain!

ANTICIPATION RATING
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= Mario Party
Mazza and his mates appeared |
in Hudson's original over three |
years ago. This is the best one.

A He's big, he's bad, he's Bowser -
and he likes the occasional shuffle.

A Nintendo characters in stealing
endorsement shocker!

A Feeling hot hot hot? You will be after running around dodging this Chain Chomp.

VR0 9
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A Gamble away your coins in Mario’s Vegas-style casino.

TTTTT
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MARIO PARTY 4

We get to grips with Hudson's
Gamecube fourqguel. Read on...

b veryone got a bit tired of
Hudson's Mario Party in
the end. The first was
great, the second was
much the same, and the
third was just plain silly. Fortunately,
with this Gamecube Mario Party, the
Japanese developers have introduced

THERE'S SO NEW EAME% BUT

THEY DON'T DEVIATE FRO
TRIED AND TESTED FORMULA

IZ2NGC ISSUE B3

THE

well over 50 new minigames, and
while they deviate little from the tried
and tested racing, target shooting
and timing events, Hudson have

varied the details enough to ensure
that they don't become too dull.

Early favourites of ours include a
frenzied basketball competition, a
rollercoaster race and the dubious-
sounding Bowser Shuffle. We were
also particularly taken by a challenge
where you compete to bounce on
squeezy blocks of ice on a beach,
which also allows the Cube to show
off some top transparency effects.

Granted, Mario Party 4 isn’'t meant
to blow you away on the eye-candy
front, but it is a presentational tour de
force, with classic Nintendo themes
and iconography running strongly
throughout the game. More over how
it progresses before very long. ..

NGCVERDICT

Unfortunately, o @
noneoftheboards § = = &
were available to

play at E3, so it was
difficult to get an
overall feel for how

Mario Party 4 would

pan out. The minigames

on offer were okay, but
didn't require you to do

a lot more than just tap

A very hard and very o

fast. Judging from the BEE - [

minigames, Hudson R

have stuck pretty much B UK

to the same themes as XMAS
the otehr games, so
we'll have to wait and
see whether this is

anything other than a

e 1

ESUS  [51JAPAN
28THOCT SEPT

ANTICIPATION RATING

better looking Party.
Fingers crossed.
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T ;r m 1080° Snowboarding -
(NBLC/14)

Superb original, replete with
some incredible snow effects:

M The Legend of Zelda 64
(NBC/23)

—Ihree and a half years on, and
it's still one of the very best.

A The detail on the snowflakes is outstanding.

1080": WHITE STORM

It's the welcome return of

n @ market of urban
sports sims that seemed
intent of revolving
around ludicrous stunts,
the original N64 version
of 7080° was a breath of fresh air. It
took a simple premise - race down a
mountain side — and lifted it to new
heights of analogue mastery and real
snow effects. But if you thought that
was good, get a load of this sequel.
Very much the new Wave Race's
spiritual brother, 71080°: White Storm
forgoes the hyperbolic slang-speak
and over-the-top tricks of SSX Tricky
for beautifully realised realism; it's
about as hardcore as you can get.
Once again, your border reacts to
the tiniest nuance on the mountain’s

Nintendo's slopes-based thriller.

surface, so what starts out as a
frustrating environment is soon
mastered and turned round to your
advantage: witness slightly raised
ground sections being used as
impromptu ramps, and steeper
inclines acting as natural turbos.

The game attains realism by virtue
of detail. As you swoosh downhill, the
wind causes your baggy trews to
balloon, while ice clings to the zips on
your anorak top. Take a hard right by
pulling back on the analogue to dig
the back of the board into the snow,
and you'll see particles bellow up.

Add a four-player mode, and
things are set up nicely for 7080° to
be the only snowboarding experience
you Il ever want to bother with.

A Stunts are based around various grabs and spins.

Storming onto your Cube

A It’s p0551ble to use track side uhjects as ramps.

Unfortunately,

White Storm wasn't

playable at the

show - and judging

by the look of the
footage on offer at
Nintendo's stand, it's:
little wonder: the game
plainly is a long, long
way from being
finished. The areas are
pretty sparse and
unpopulated, and there = o o
was just one boarder. Y. . /S f"&&;“m4 L.
However, the snow BE LUK Eus » | JAPAN
effects were excellent 2003 2003 2003

and all the scenery was
ANTICIPATION RATING

polygonal, so you're

not going to be looking
JULY 2002 NGC 13

at cardboard cut-out
trees. A way to go, but
looking good.
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THIS LOT
ALSO DID...

® Turok: Dinosaur Hunter
(NGLC /1)

Well, kind of. Some of the
Metroid team worked on Turok.

® Quake I

(PC)

Again - some of the team 'did’ a
‘iob’ on the PC version of Quake.

A The weapons all follow the same
kind of shape and dimensions.

A Don't be fooled. Metroid Prime's
not just another mindless bug hunt.

L awy ¥
& ol L e

A The game features a third-person

mode, enabling Samus to look around.

"‘4—.5:

-ﬂ

A Bring it on! Millions and millions of
bugs see you as the ideal meal. Idiots.

METROID PRIME

We worried about it, but now
we're wondering why. Find out
why Turok might be nervous...

14 NGC ISSUE BS

ith the CVs some of its

ﬂ‘ team boast, you'd have
\ | ’ thought development of
Metroid Prime would be
' a walk in the park. After
all, anyone who worked on Half-Life
and Turok must know a thing or two
about making first-person shooters.
But working for the likes of Acclaim
and working for Nintendo are two
different things — as Metroid coders
Retro found to their cost when The
Big N turned up at their Texas HQ and
shut down virtually the entire

operation (which included games like
Car Combat and RPG Raven Blade).

a Beeitlew

Samus’ helmet makes up a large
part of Metroid. It operates as a
scanner — areas of importance
glow orange and pressing L scans
them. It'll scan just about anything,
including corpses - it'll even tell
you what they died of. Very useful.

Fortunately, Metroid was the one
game that survived the cull, and now
we're starting to see why. At E3 this
month Retro really came up trumps.

Most impressive initially are the
environments: rich, vast alien worlds
that are slightly reminiscent of
Turok Z's Hive levels and the latter
part of Half-Life. The corridors are
hugely atmospheric — walls seem to
drip with slime and the textures are
brilliantly realised, actually looking
squidgy, grim and otherworldly.

The story pretty much takes off
where Super Metroid left off: after
seeing off Mother Brain and the space



A Visually, this has got to be one of Gamecube's strongest titles so far, making
ingenious use of the hardware with expansive, immersive, outstanding locales.

Incredible new gameplay details on Gamecube Metroid

A The helmet view looks like being a superb touch: as well as doing all manner of
useful things, it will also react to different weather conditions, and even mist up.

Sk ViE W

A Samus rolls up into a ball and
shoots through one of the tunnels.
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A This wreck is where Samus leaps
from at the beginning of the game.

=T “' """"'.'""” £
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A Multi-level areas let
you spy on enemies below.

A Mm-mmmm. Bet she looks real nice out of the
costume. Er, we meant, she... oh.

NGCVERDICT

A Gulp. Enemies won't just sit and wait For you to blow their heads apart... they'll come down and attack you.

pirates, Samus leaves for distant and
deserted planet, Tallon IV, and, erm,
more space pirates. But, as the trailer
at Nintendo's press conference so

turns foes into popsicles, is back, and
as before, some weapons require
charging before firing. Each gun has
impressive reflections too, with

PERHAPS METROID'S BIGGEST
PLLUS IS THE PACE AT WHICHIT

MUOVES - IT'S VERY, VERY FAST

tantalisingly stated, there's a big, big
surprise in store for her. Intriguing.
The weapons look interesting, too.
Some hark back to Super Metroid on
the SNES: the Freeze Beam, which

barrels glinting in the light as you
pass through corridors.

Perhaps Metroid's biggest plus,
though, is the pace at which it moves
— this game is fast. And not only does

Samus crack along, but the enemies
do too. Even the bosses launch
lightning-quick attacks at you,
whipping and ducking towards you
before you've had a chance to even
blink. One of particular note is a
hideous dragon-like beast that breaks
out of the earth before raining fiery
death down upon you.

And then, of course, there's Samus’

suit, which is still shrouded in secrecy
despite the playable code at E3. One
key thing, though, is her ability to roll
up into a ball and shoot through tiny
otherwise inaccessible corridors.
December can't come too soon...

Metroid isn't far
behind Mario and
Zelda in terms of

‘wow’ factor — after

spending a good time
with it, we left only to
find ourselves wanting
a bit more. It's obvious
a lot of thought has
gone into making it
something other than
just another First-
person shooter; this is
probably most evident
in terms of Samus’ suit
and the way it moves,
shape-shifts and reacts
to enemies. Equally
iImpressive are the
smaller touches. For
example, when you fire
into a wall, the screen
shakes and brightens,
and you can see Samus’
reflection in the helmet.
But it does the big
things well, too - the
bosses, to take one
example, are incredible,
with the E3 demo
sporting a first-level
beast that was simply
amazing. After all the
problems, this is now
looking stunning.

SRR
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WHAT WE WANT TO SEE INCLUDED

B More human foes. There's certainly
plenty of bugs to fire at in Metroid, but
we want real people to kill too!

m Come on, let's have a multiplayer
mode. Retro and Nintendo are keeping
schtum so far, but it would work a treat.
B Running sections where you get to the
end of a level then have to belt it back,
sprinting away from an explosion.

ANTICIPATION RATING
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COINS
They're everywhere! Mario might
have travelled far from the
Mushroom Kingdom but he still
has an eye for other people’s
loose change. Collecting 100 coins
wins you an extra life.
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ALSO DID...

® Luigi’'s Mansion

(NBLC/67)

A starring role for the other
brother and his vacuum.

B Super Mario 64
(NBC/)

Six years and no sequel! We
forgive you now, Nintendo.

MARIO SUNSHINE

Going green and soaking up a
few rays with the game we've

waited six years to play...

16 NGC ISSUE B3

ink might have stolen
the show at E3 but
Nintendo's original
mascot isn’t about to
roll over and let some
pixie stomp all over him. No, sir!

Super Mario Sunshine is the game
we all hoped in vain was going to
arrive on the N64 a few years ago -
the sequel to the ground-breaking
Super Mario 64. It's taken a while but
the wait has been worth it.

Having played the E3 version we
can confidently predict that the N64's
1996 launch title's days as the best
3D platformer ever made are
numbered. July 28th this year is
when Super Mario Sunshine will be

....
------
5 |

released in Japan, with the PAL
conversion following not very long
after in October.

Quite a few things have changed
in the past six years, and the new
game sees Mario taking a vacation far
away from the Mushroom Kingdom.
Unfortunately his holiday paradise
has been blighted by hefty dollups of
pollution which take the form of
greasy oil slicks and giant copies of
traditional Mario enemies made from
the same sticky brown slime.

Mario's task is to clean up the mess
using the mysterious backpack that's
had us all speculating about its
possible functions ever since the first
screenshots were released. Getting

Over a decade after his Super Mario World
debut, everyone's favourite Koopa-munching

reptile returns to his rightful position - wedged
between Mario’s ample buttocks.

It's a holiday island and there’s loads of water
around the place. Mario swims in it, jetskis on it
uses it for propulsion and squirts it to clean things.

our hands on the controller has made
everything much clearer. The
backpack is used mainly for washing
away the muck which oozes around
the landscape, although it has a
couple of other uses that very
cleverly enhance Mario’s abilities.

By directing the nozzle at the
ground Mario can hover for a short
period of time or slow down towards
the end of a long jump to allow for a
precision landing. It's a very cool
feature that reduces the chance of
overshooting when trying to land on
a tiny platform, but doesn’t reduce
the all-important feeling of
triumphant accomplishment you get
when you complete an objective or




Eaililiiiﬁijl'. | : T _4-1-;. e

make it to an area that previously
seemed impossible to reach.

Mario can also blast things out of
the way using the water jet, which
leads to a brand new way of solving
problems. Weaker enemies can be

washed around the streets like
England fans in front of a police
water-cannon. If the bad guy is too
big to be sluiced away then there are
often other items such as beach balls

A The sun tokens, as seen in the background there, are what Mario
collects in the absence of the usual stars (they're back at Peach’s place).

A Don't waste your time talking to the hideous Brown Toad, Mario. He'll only try to steal
your limelight. Check out page 119 for some Fascinating Toad-related facts.

L

that can be blasted around and used
to attack certain weak points.

The main hub of the game is the
holiday island itself, with extra areas
and sub-levels hidden inside houses
or accessible only after Mario has

MARIOCANHOVERFORA
SHORT PERIODDOF TIMEDR
SLOW DOWN FOR LANDING...”

gained additional abilities and
unlocked doors. From what we could
tell during our time with the game
there seems to be an impressive
amount of things to see and do,

A Break out the water jet and see if Mario can
swoosh pineapples around the streets.

——— o r—

By
~ & 20t

HANGMAN

Admittedly, Mazza could do this in
Super Mario 64 too but not quite as
adeptly as he does now. And in
Sunshine there are rotating gates
set into the fences so he can get to
the other side with a swift, sharp
punch. Oh Mario, you hairy little
Italian beauty...

although
many areas
were locked off in
the E3 version. Rest

assured there will be plenty of
surprises in store, and what we saw
in Los Angeles was effectively just a
taste of what's to come.

As well as expanding on the
peerless gameplay of Super Mario 64,
this new outing includes
extra features from much
older Mario games. The
rotating gates set into

.!_E'%
R

.
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Sunshine sizzler!
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OLD MOVES

chain-link fences are

straight out of Super Mario

World, as is the game's

most pleasing new feature
— the return of Yoshi. Since making a
late, purely cosmetic appearance at
the end of Mario 64, the loveable
little lizard was last seen teaming up
with Mario in order to kick his face
off in Super Smash Bros.

Now he's restored to his original
role as Mario’s shock absorber,
pounding enemies into pancakes and
turning edible treats into extra lives.

“The most pleasing part of Sunshine is the return of Yoshi”

L

A It's a giant Piranha Plant made from what looks suspiciously like sewage. Spray it, Mazza!

There's loads more too. Mario's
shell-surfing antics are back with a
vengeance in a Wave Race-style sub-
game; rotating the stick before
jumping makes him do a super jump;
doing a belly-slide through a pool of
oil leaves a greasy trail on the ground
and a filthy (but washable) mess
down Mario’s front; squirting the
water gun while standing on a power
line makes the whole thing sway
back and forth... oh, there's loads.

And that's just in the six playable
areas shown at 3. Whoah!

18 NGC ISSLE B3

A Not a pretty sight. Mario and Peach wanted to have a quiet picnic in the town
square, but instead Toad has been engulfed by a tidal wave of living poo.
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A A strange bunch of people live on the island. Even the ‘men’ wear hula skirts,
which is probably why Mario ought to consider shaving that moustache.

NGCVERDIGT

It wasn't quite the )
most impressive —
looking game at
the show (Zelda is
much more striking)
but it was probably the
most fun to play. For
any fan of SMé4,
picking up the pad and
making Mario leap
around is like coming
home. The little guy has -
been away too long. | %
And even though Zelda
is more eye-catching
there are quite a few
moments in Mario
Sunshine that are every
bit as eye-poppingly
beautiful as the special
effects such as the
rippling paintings,
shimmering pools and
Metal Mario were in
1996. There's one scene
in which Mario can run
around a huge circular
mirror, making it tilt
and reflect the sky, the
sunlight, and the entire
world as it moves.
Thumbs up to
whichever Nintendo
code genius designed
that little number.

SUFER M0 S0

e UK E=US ‘& JAPAN
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WHAT WE WANT TO SEE INCLUDED

B To be honest it looks like Nintendo have
included about everything we could have
hoped for. Still no sign of that once-talked-
of two-player mode, though...

B The biggest unanswered question is
exactly how long the game will last for
experienced Mario players. We want it to
last a lot longer than Luigi's Mansion.

ANTICIPATION RATING
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THIS LOT
ALSO DID...

® GoldenEye

(NBGL/9)

A first-person shooter you may
have heard of. Breathtaking.

® Banjo-Kazooie

(NBLC/18)

Bird and Bear living in perfect
harmony. Brilliant platformer.

We get our hands on the latest
version of Rare’s Starfox
Adventures. And it's very, very
impressive stuff. ..
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he Rare rumour mill
might be operating at
somewhere north of full
power these days, but
you can rest assured
that Starfox Adventures is very
definitely a Gamecube exclusive.

And what an exclusive.

There is a plot of sorts but, as with
most Rare games, plot ain't what's
important - it's what your eyes are
seeing and your fingers are doing
that's the real meat. Suffice to say,
though, there’s not much to give
Hollywood scriptwriters sleepless
nights, as Fox McCloud gets to
explore vast dinosaur-littered worlds
in an attempt to see off the dastardly
General Scales, along with regular

sidekicks Slippy and Peppy plus
newbies (ahem) Tricky and Rob.

The accusation that Starfox plays
like a Zelda clone with talking foxes
and dinosaurs is easy to pull out of
the hat, but it's justified all the same.
That tricky-to-locate Z button on the

.

OUITE SIM

Gamecube joypad acts as a lock-on
device, meaning that Link-style
circling of enemies can be combined
with a variety of fancy-looking rolling
and jumping moves, which would see

/RARE'S GAMES ALWAYS LOOK
GORGEDUS, BUT STARFOXIS
PLY SOMETHING ELSE

you careering off the screen under
lesser control systems. Certainly, if
you're going to be blatant about
wearing your development influences
on your sleeve, you might as well
plunder from the pad perfection that
is Ocarina of Time - perhaps the

greatest, most expertly built control
system ever created.

But Rare’'s latest baby also contains
a few tantalising quirks of its own
First up, Fox is able to shape-shift into




A Regional accents ahoy! Starfox boasts a

colourful cast... all with stupid West Country voices.

=VIEWY

Rare’s fox-fresh Zelda-'em-up nears completion. ..

_—

A Using the C-stick to select additional items, Fox can call on a wide

e hE

A The game may be seton a planet ruled by tyrannical dinosaurs, but from the quk of the temple here,

those beasts also know a thing or two about architecture. Clever lot.

The ground-level environments are
looking pretty darn swanky in
Starfox. Despite the fact that the
obligatory fire- and ice-themed
levels are all present and correct,
the attention to detail in the
roaring furnace, as well as on the
shimmering lakes, will make all but
the hardest cynic raise an

an array of other beings, which
enables him to pass through tricky or
otherwise non-negotiable areas in the
gaming world and out the other side.

Interestingly, there's also a prime
role played by Prince Tricky, your
faithful triceratops of an old hound-
dawg. With a few deft flicks of the C-
stick, he can be ordered around like a
kind of semi-autonomous monster.
For instance, pushing down will cause
him to dig around in the ground for
hidden items. Later on, this translates
into an increased element of strategy,
where.Iricky becomes a vital aid
during battles - you can command
your horned friend to distract one
enemy while you face up to the other.
And he’s not just an extension of

range of extras when in combat, including enchantment spells.

Fox's searching
abilities, either.
On the evidence of
what we played at E3,
what's most impressive is
the general texture work and, in
particular, the detail on the animals
themselves. Rare’s games always look
gorgeous, but Starfox Adventures is
something else — genuinely the next
stage in visual evolution. Beautiful.
The clincher will be how well the
Zelda-esque exploring and snappy
space-blasting mesh together - from
what we've seen it seems to work
well, but the space battles don't look
as compelling as the adventuring,
which should make the final, 40-hour
version very interesting to behold.

A The game uses a Zelda-style lock-on combat
system, so moves like this are a cinch to execute.

A Even the fur looks real
on the character models.

A Your Faithful dino companion Prince Tricky shuffles after you as you explore the
vast game areas. He can also be called into action with a flick of the C-stick.

NGCVERDICT

First off, you'll be
amazed by the
visuvals: stunning
locations, a super-
smooth frame-rate, and
some unbelievable
textures. The game
itself isn't too
shabby either. The
control system is
pretty simplistic -
most of the main
actions, such as
unsheathing
weapons and picking
up and using objects,
are performed via the
A-button. Aside from
that, this feels very
similar to Ocarina of
Time: you canuse Z to
lock on to enemies to
allow for circle strafing,
at which point tapping
A or X will unleash a
variety of combos and
backflips. To be Ffair,
though, the moves
available to Fox are
much more flamboyant
than those available to
Link. The only downside
Is the awflul, awful
regional accents...
shame about that.

A= UK = LUS
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e o O STARFOX ADVENTURES
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WHAT WE WANT TO SEE INCLUDED

B The ability to change the names of your
allies. Who wants to call on someone
named Rob The Robot for help? Rare
make great games, but they definitely
don 't do great names.

B An option for subtitles only. The accents
in Starfox are truly excruciating.

B More rain effects! When it pours down
on Dinosaur Planet, it looks stunning.

ANTICIPATION RATING
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impressed eyebrow. Nicely done.
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Make your moves at lightspeed in the new Star Wars Trading
Card Game. Three different arenas command your attention
as you direct the action using characters, weapons and ships
from the Star Wars: Attack of the Llones movie.

www.wizards.com/starwvars
Game Support Line: 08457 125588

™ Utficial Star Wars Web Site www.starwars.com

© 2002 Lucashim Lid. & TM. All rights reserved. : ,*-—*‘
The Wizards of the Coast logo is a registered trademark of Wizards of the Coast, Inc. -\/ L

T EA D I N E EA R D EAM E A Hasbro Group Company.

Available From:

WHSmith and all good independent toy & hobby shops
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Bond returns to Cube under the guiding hand of Eurocom

L

il

A Nightfire introduces a totally new Bond and a new Bond storyline. To be Fair,
Agent Under Fire had a decent script - it just wasn't quite good enough at the rest.

A Cut-scenes help to shove the story A Night sights. These beauties come A It's unclear as of yet whether this eyebrow-arching fool is a nemesis of yours or not. However, you can rest assured that
along and introduce the villians... in handy during the snowy opener. ladies will make up a large part of the Nightfire experience. Okay, probably about time we attempted re-entry...

s 007 NIGHTFIRE

Agent Under Fire is coming out here next month — and you won't
have to wait long for the follow-up. Now pay attention...

e e e S it S s, PP (e FEEUE | FThal WS g O TEm Mot

. levels; bunlt' by the developers close to finishing off an all-new Bond ended. In this instance - and just for Forget the other
—-behind-Need for. adventure. This time though you'll be the record — we ‘popped’ them. versions of

ol =

e —— s} 303 B ack after a few sly and taking out guards at gunpoint
' | Martinis, Eurocom, the until you manage to infiltrate the
team behind The World swanky party going on inside.
Is Not Enough and this Populated with high class ladies of N.Ec VERDIB I
- ech month’s Harry Potter ill-repute and shifty-looking Russian
-~ combine with tasty drivinc (turn the page for more on that) are spies, it's like the Cold War never

e ———— " ; :-1_i| 1 ".':.-." l_-;_;-| f_HI.*__I H"'__.I e i

s '!i-'*-”-""-*'-mﬂf"_'fﬁ'"-'"" ailabl journeying from the depths of the Bond aficionados will be relieved to ”fgtff“' f appearing
—————————iromQrinclvdmg-the-Q-tiook Pacific Ocean to the vastness of zero- hear that a comprehensive range of ot W

ravity outer space, on a mission to izmos and gadgets will be available this s the one that .
g y HONE, J 9409 counts. Developed by

ree: . prevent supervillain Rafael Drake to use from the Q-Lab. Additionally, Eivortm Froorcorateh
tovelies with ERosoms——= from crushing the globe. Job done. the game stays true to the Bond films (you might remember
— Nightfire is an all-new Bond outing - and the recent Agent Under Fire, they did the same with

E——————— W | W - P W8 P P Py | e |
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« TRy TRRSLENNENS
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T“ : based on nothing but the imagination reviewed last issue on US import - by The World is Not
Is I'OI — of, er, EA, and buys into the stealth interjecting the first-person action Enough), this Bond p
Al.so DlD... — trend of many contemporary first- with a number of chase scenes, done adventure looks terrific,

with some gorgeous

person shooters, giving you the by the Need For Speed creators. ool fncloding o Rnaie

nptipn .mf sneaking‘amund _and Nightfire a_ism‘includﬁ anod to it In Shace, istierars
picking off guards in a meticulous GoldenEye with its four-player mode; the weapons, beefy and
manner, or running in, guns ablaze. and while it doesn’t look like living up - like GoldenEye - each
For instance, an early level sees to Rare’s defining moment, it should offering a different,
you prowling outside an old stately offer enough atmosphere and stylish tactical experience.

castle in the snow, scaling its walls action to stand proud on its own. There's a way to go yet,
but this is promising.
Good old Eurocom.

# Duke Nukem Zero Hour
(NGLC/28)

A superior 3D action shooter,
with Nukem offing pigs. Neat.
B 40 Winks

(NBL/35)

A great-looking, but ultimately
disappointing, 5D platformer,

2= UK
WINTER

== US
WINTER

ANTICIPATION RATING
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ALSO DID...

® The World is Not Enough
(NBLC/449)

Not quite as good as Rare’s
GoldenEye, but still a great
Bond first-person shooter.
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AST SPELLS

THE LIKES OF

OANING MYRTLE
AND COMPLETE MlNlEAMES

A Watch the Potter Boy as he fires off spells.

A Wow. The game purports to offer freedom - imagine if you can go inside all the buildings...

ARRY POTTER

AND THE CHAMBER OF SECRETS

Return to Hogwarts with the
Potterer in Eurocom’s latest. ..

alling this a ‘free-
roaming adventure' is a
bold claim - a 3D
adventure along the
lines of Mario would be
closer to the mark, though plainly
nowhere near as good. Still, this
gaming rendition of JK Rowling's

universe is shaping up nicely under
the guiding hand of Eurocom.

The plot follows the book fairly
closely, with Harry returning to
Hogwarts to learn second-year spells,

along with mates Hermione, Ron,

Hagrid and Hedwig, in an effort to
discover who the heck the Heir of
Slytherin is. Mmm. Interesting.

This translates into a tidy little
game, with the opportunity to cast
spells, as well as move around and
interact with the characters that
inhabit Harry's world, including
Moaning Myrtle and Ron. There's also
some nice-looking minigames, such
as de-gnoming Mrs Weasley's garden
and challenging other students in
Professor Lockhart's Dueling Club.

If we had one criticism of this, it
would be that in comparison with
what Nintendo dished out at E3 with
Mazza, Zelda and Starfox, this wasn't
quite doing enough to convince us.

A The locations are looking very pleasant.

A Rustle up a brew and test it out on the inhabitants of Hogwart.

A This reminds us a little of Eurocom’s N64 game 40 Winks.

NGC VERDII:T

Eurocom are - as

expected - doing a

sterling job turning

the books into a

neat, playable
adventure. The TWINE
coders have really
captured the magical
feel of Hogwarts,
though we still remain
bigger fans of their
first-person shooters
than we do of their
third-person Ry = |
adventures. Still, we're = UK Eus » | JAPAN
willing to give this a go NOV NOV
as it develops over the
coming months. We're
told it will broomstick

UNLIKELY

ANTICIPATION RATING

its way to us in time for
a late November
release. Good show.
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Codemasters get Cubed with McRae threequel
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A Drive like a madman to save
seconds on straights like these.

A Relay modes veer towards the
photo-realistic end of the scale...

A The gigantic number of polygons used on the cars alone mean that everything from active brake lights to the insides of the
vehicles can be seen. Mind you, the snow and tree effects aren’t too shabby either...
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ews that Codemasters
are bringing some of
their most renowned
franchises to Nintendo's
dinky box of tricks
should have rally enthusiasts grinning
from ear to ear. Why? In short, Colin
McRae Rally 3: the latest in what's
generally regarded as the greatest

fangegaa | NS | R RSeS|\ ¥
SJITIRS FFEFLY L SWTLTLIRnrieE o Ui LY TaLrsy,

series of console rally games ever.

The structure is simple enough -

compete for the Ford Rally Sport

International Championship over
three game-years — but the reality is
much harder: negotiating rain, hail
and snow as you tour the world in
search of more impressive times is a
tough task, even before you take into
account the game's spot-on handling.

Get ready to be careering down
mud-laden country lanes one minute
then negotiating a precarious

Decent if old-school N64 racer.
Nice little multiplayer, mind.

m Colin McRae Rally 2
(PlayStation, PC)

Fantastic sequel to an already
impressive first game.

COLIN
MCRAE
RALLY 5

We've got the skinny on McRae's first Nintendo outing...

mountain edge the next, all set in real
outdoors locations. Thankfully, this is
where the handling really kicks in: like
past incarnations of the series, you
have to practise then practise some
more, mastering every last nuance.

As well as actually getting to ‘be’
Colin McRae, Codemasters promise
that you'll be able to interact with his
real-life co-driver a lot better than
before - this feature, though, is being
kept under wraps at their HQ.

Even by next-gen console
standards, Colin McRae looks stupidly
impressive, with everything from
exhaust fumes, reflections and rain to
interior detail being accurately
modelled. The obscene number of
polygons per car - rumoured to be
well over the 10,000 mark — may just
have something to do with that.

We're looking forward to this.

A When viewing the game live from the driver’s seat, the weather conditions not
only affect your car’s performance on the road, but your vision too.

A Judicious use of the brakes should
stop you falling off here. We hope.

A The fog and mist effects add to the
atmosphere of certain stages.

NGCVERDICT
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Codemasters only = e -

made the official B ™

announcement AN o e e

about McRae for

Cube a couple of days
before E3, so there
wasn't a playable
version at the show.
However, the Xbox
version — which is going
to be pretty much
identical to Gamecube -
is further along, and
was looking very nice
indeed. Fans of Colin
will rejoice at the pixel-
perfect handling, but
what really stands out
is the attention to detail

- the scenery, for one,
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is outstanding. Blimey,
things are looking up.
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eptoechnsny A Just look at the detail in the background artwork. Very atmospheric.
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| ) _ A Zombies to the left of her, zombies to A Like the other GC Resi, it’s possible to A The trusty shotgun proves to be a A Two characters means
e e the right. Thank goodness for firearms... switch auto-targets between zombies. reliable way to put them to sleep. double the firepower.

-~ THIS LOT
~ ALSO DID...
R3] ® Resident Evil
ATl (m“)

Visually stunning reworking of
the original PlayStation game.
® Resident Evil 2

E: (NGL/36)
At 512Mb, this occupied the

£ EVI L z E R u

n June 1998, Special and it's a videogame classic. But what

The Or|g | nal SU I"VIVal horror Tactics and Rescue FANIB happened to Bravo Team during the
Squad (S.T.A.RS.) Bravo day leading up to the gruesome
ga me goes ba Ck to the SOU rce Team was dispatched by . discovery? How could the recently
. helicopter to investigate | deceased be walking around in the
to brl ng yOU a n U n tOId Story Of a series of bizarre, apparently ' forest? And who in the world was
. . cannibalistic murders committed in _ responsible for the carnage?
Zom bleS a nd rU naway tra | nS B the mountains outside the Mid- : T - This is where Resident Evil Zero
western US town of Raccoon City. - comes in, filling in the gaps from the
Twenty-four hours later all contact A previous 24 hours to reveal the true
with the six team members had been S horror of Bravo Team's fate and
lost, and a second group, Alpha explain what they had uncovered
Team, was sent out to search for ~ about the origin of the undead horde.
them. The wreckage of the helicopter 't begins with the team deciding to
was discovered in the woods, along split up to check out two separate
with the half-eaten remains of what locations — one of which is a train,
used to be Bravo Team... stopped dead on the tracks that are

It's a story you'll be familiar with if running through the woods.
you've played the first Resident Evil Inexperienced S.T.AR.S. officer

26 NGC ISSUE B3



Stunning prequel to the original survival horror game

BILLY COHEN

Handcuff-wearing former Navy SEAL Billy Cohen was accused of

.

£5 murders (don't you just hate it when that happens?), but escaped
being transported to prison on the train. Given the situation he finds
himself in right now, he may well wish he was safely tucked up in jail, even
if that meant sharing a slop bucket with Bubba-Ray Doorshunter.

LIGHT FANTASTIC

Ihe lighting effects are stunning. It's
hard to believe the game uses pre-
rendered backgrounds, because the
way light from outside the windows
casts flickering shadows when the
train starts to move makes it look
incredibly ‘alive’. Except all but two of
the passengers are dead. ..

REBECCA CHAMBERS

A rookie S.TA.R.S. special officer who's going to
have to toughen up very, very quickly as she
becomes drawn Further into the most dangerous
and most unsavoury assignment of her brief
career to date. .. That's why she’s wearing pop
SOcks and turn-ups.

TICKETS, PLEASE

Regular rail travellers will be well used to dealing
with shambling, slurring, Funny-smelling staff
members, but on this particular commuter
express the train's crew are genuine zombies.
Railcard or no railcard, these guys will demand the
ultimate excess fare - your brains!

Rebecca Chambers duly sets off with items in other Resi games can only be
two colleagues to investigate. . . thrown away or exchanged by

In terms of gameplay, it seems like opening trunks - a legacy of the
typical Resident Evil stuff, and very limited memory and saving capacity
much like the other Gamecube Resi available when the series began on
title. But after a few minutes of play, it the PlayStation. Now that it's possible
becomes apparent just what a to actually discard something you

YOU CAN SWITCH BETWEEN
BILLY AND REBECCA VIA THE
PARTNER-ZAPPING FEATURE

difference two big new additions didn’t mean to pick up, it's a rather
make to the way action progresses. more lifelike experience.
First up is the ability to drop The second addition is
objects anywhere you like. [t might more fundamental - a
not sound like much, but inventory second playable character.

l (e
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“You play a convicted mass murderer”

RLINAWAY TRAIN

UL

A Didn’t the one on the right used to play in defence for Burnley? All zombies had
a former life, but there’s no time to feel sorry for them when they're after you.

A Both characters are very adept at gunplay - Billy slightly more so, which makes
sense given that rather embarrassing 23-people-slaughtered episode.

m He's wearing a uniform, so maybe he only wants to check your ticket or remind you not to put your feet on
“the seats. Then again, perhaps the peeling skin, rotten breath and murmurs of “brraaains™ are warning signs.

i

& ‘Nnnuuh... nnnuh hstnuubppp;. .
Chiiipppenhaaaaammmmm..."

Once you've found the

condemned prisoner Billy

Cohen, you can switch

between him and Rebecca
at any time via the ‘partner zapping

feature. They can be sent off to

[ ] Nu this isn't the same plcture _
He just knocked Rebecca’s hat off.

Rebecca is an 18-year-old girl), so
they'll have to work as a team.

One thing to bear in mind is that if
you leave one character alone and
wander off with the other, your
abandoned friend will be vulnerable

‘THE VISUALS ARE IN THE SAME

STYLE AS RESI
THE BETTER-LD

separate locations to solve certain
puzzles, or you can just choose to
control the character you like the
best. Naturally, each has specific

strengths and weaknesses (Billy is a

convicted mass-murderer while

28 NGC ISSUE B3

BUT ZERO IS

DKING GAME ||

to zombies, and may be attacked.
When they're in the same room,
though, the character you're not
directly controlling will pitch in. And

we're not talking about firing a couple

of random shots, Rogue Leader style.

— | T—

[

Say you're playing
as Billy, for example
— a zombie descends
on you, your trigger
clicks down on an
empty chamber, and
just as you're about to
get your face eaten off,
Rebecca sticks a pistol in its
mouth and ventilates the back of
its head. Gruesome, yet effective.
The visuals are done in the same
style as Resi/ 1, and even share some
of the animation routines, but Zerois
the better-looking game. It's hard to
put a finger on it - maybe it's just
because the train environment lends
itself to such spooky moving light
effects. But it's definitely better.

NGC VERDII:T

We can't overstate
how impressive
this game looks.

When Capcom

showed the first video
footage at their pre-E3
press conference there
were gasps and
spontaneous applause
from an audience
used to getting
sneak peeks at big
forthcoming
titles. If we have
one negative
comment it
would have to
be that for all its
visual flair it's just

another Resi with a

few clever new
features - although at
the show the 180° turn
on the C-stick seemed
to be missing. Bizarre.
Still, this is going to be
outstanding. In fact, it's
so good it'll make even
the staunchest of PS2
fans sprint to the
nearest hardware shop
and hand over the
money for Nintendo's
little purple wonder.
Get ready for gore...

C' RESIDENT EVIL ZERU

=

UK EEUS » JAPAN
TBA TBA AUGUST

WHAT WE WANT TO SEE INCLUDED

B Plenty of use made of the character
switching feature. It's the most significant
update to Resi's gameplay in ages.

W Loads and loads of gore. Goes without
saying, really. But - genuinely - /oads.

B Less of the kind of scenes that see you
legging it from an unkillable number of
zombies, and more of the kind of sudden
frights that can soil a trouser at 20 paces.

ANTICIPATION RATING
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A Watch him roll! Aiai makes his way along one of Monkey Ball 2's courses - another beautiful environment surrounds it like a perfectly fitting glove. Yum.
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THIS LOT
ALSO DID...

® Super Monkey Ball
(NBLC/67)

A terrific Gamecube take on
Marble Madness. Play it now.

CAN YOUKICKIT?
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® Sonic Adventure 2
(NBL/67) <
Seqa at half-power. Good, just A

not as brilliant as it should be.

ith its genius premise,

Bingo! The monkeys are back — 77 Jusiaiits
bigger, better and ballier than LR

. puzzles, the original

ever. We give you the U ndown .  Monkey Ball was loved by just about
anyone who spent a couple of
seconds with it. So as we wandered
into the Simian section of E3, it
wasn't too much of a surprise to see
a gaggle of hungry homo sapiens
haggling for a go on this sequel.

If, like us, you're still ripping out
hair over the original’s puzzle mode, While the original quartet of Aiai, in 3 brand-new story mode set over
the revelation that the sequel comes Meemee, Baby and Gongon are ten themed worlds and — more
with 150 all-new floors to strut your back, speculation is mounting that excitingly — a whole wealth of added
monkey stuff on should be enough to new characters will be added to extras like Monkey Rafting and

i the monkey melting pot. We've Monkey Soccer, and this super-sequel
push you firmly over the edge. Add ot iaaianeaiey s iah Tnlthe onkey Soccer, iS sup q

Monkey Target game, but there
could be even more to come.
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A Kittsy loved these. But especially
the arenas where you got to punch.
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WET ANDWILD

Rejoice at Monkey Ball Z's all-new extras - football, parachuting, ten-pin bowling, pool, baseball and tennis.
Boy oh boy. Best of all, though, has to be Monkey Rafting... and you thought monkeys and H20 didn’t mix.
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is already starting to look like a
whoooole lot of fun.

LET THE GAMES BEGIN
The extra Monkey games are really
what sets this release apart from its
predecessor: Monkey Rafting is basic
but brilliant fun, as is getting all kitted
out for what amounts to a giant
school sports day in Monkey Tennis,
Monkey Baseball, Monkey Shot and
Monkey Soccer. Our hopes for a Bare
Knuckle Monkey Fighting mode were
dashed, but everything else is very
much in place in Monkey Ball 2.

If the new games aren’t enough to
get you salivating like a Terrier after
too much Pedigree Chum, the news

that all six of the original pa<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>