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Nintendo GameCube?” is here. Are you ready to be inspired? Unlock the mysteries of 
Nintendo GameCube and discover all the new worlds and deeper levels of play with the 
source - Nintendo Power®. Nintendo GameCube is the ultimate system, and Nintendo 
Power is the ultimate guide with everything you need to succeed! 

PLUS, GET YOUR CHOICE OF FREE PLAYER'S GUIDES! 
Get ready for the cube with a full gear of tips and tricks, secret maps and 
moves* reviews and previews- we'll give you your choice of 
Nintendo GameCube players guides* FREE!* Choose from: 

■ Luigi's Mansion™ Player's Guide 
■ Wave Pace ® Blue Storm Player's Guide 

StarWats^Rogue Squadron^lPRogueLeader™ Player's Guide 
MPikmiri" Player's Guide 

Be the first on your block to conquer Nintendo GameCube with all the 
valuable inside info you'll get every month in Nintendo Power. Plus, you'll get 
subscriber-only perks like the huge January Bonus Issue, contests posters 
and more! That's an amazing gear of Nintendo Power for just 519.95 U.S. ($2795 CONJ- 
a savings of over 66% off the newsstand cover price. Urder now! 

Get your FREE* Players Guide! Order now at www.nintendo 



-Electronic Gaming Monthly 

The most powerful driving experience ever is blasting 
the Nintendo GameCube and Xbox. 
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jully examined boxes and boxes of 
Controllers to try to suss out any 
barklike qualities but failed miser¬ 
ably. Frankly, we have no idea 
what you're talking about 

My experience on getting the 
GCN on launch day: I only got 

vious night since I wanted to 
get to the local mall as early as 

1:45, I got dressed, woke my 
dad, got in the car and set off 
to the mall. When I arrived at 
the mall there were already six 
kids there. I turned on the 

trusty GBA. After half an hour, 
the sudden disappearance of 
Toad and his Kart brought the 
sudden realization that I for¬ 
got to replace my batteries. I 
sat there eating a bag of chips 

shower in the sky. I was frozen 
solid and began to think I was 

sleep. For another seven hours 
I stared at the sky and the kids 
who were at the doors. They 

the first in line. At 10 o’clock, I 
walked in the store, with the 
six other kids who had 
recently returned behind me. I 
paid my money and received 
my GCN, an extra Controller, a 
Memory Card, Luigis Man¬ 
sion, Wave Race: Blue Storm 
and Star Wars: Rogue Leader. I 
immediately went home and 
set up the system. As soon as I 
saw the cheerful startup 
screen, set the date and time, 
and fired up Luigis Mansion, I 
said to myself, "I definitely 
didn't overreact.” And I am 

LETTER PERFECT 
Nintendo receives thousands of letters and 
e-mails every week. At peak times, such as the 
holiday season, 6,000 or more letters, e-mails 
and art envelopes arrive at Nintendo in the span 
of a week. Incredibly, a large portion of the corre¬ 
spondence is addressed to the hardworkin’ people 
of Nintendo Power! While the NP Krew member in 
charge of each section of the magazine receives 
the e-mails sent to his or her address, the letters 
and art are another story. Mail arrives every day in Nintendo's 
A staff member sorts and counts the mail, then stores it until it’s 
be opened. The staff use a machine to open the envelopes and to staple 
the letters to their envelopes. Staffers scan and date-stamp the letters, 
which are then sent to the Correspondence department. There, staffers 
sort the mail into different types, do their best to answer any questions, 
then pass on many letters and pieces of art to Nintendo Power. Once 
they’re here, we try to pick the nicest art and choose letters that are 

interesting or thought-provoking or capture some¬ 
thing that many people are concerned with—or set up 
a joke for us to make. Each lette. 

it reaches NP. Even if your letter 
does not make it in the 

still enjoying the games as 
much as I did the first time I 
played them. 

Chris Pontrelli 
Via the Internet 

The Nintendo GameCube 
rulez. End o’ story. 

goofoagle 

still have what it takes. I’m 
a 35-year-old married father 

Nintendo GameCube at my 
first chance. It’s not just a kid’s 

1C 
Via the Internet 

I went out and purchased the 
GCN the day it came out, along 
with Star Wars: Rogue Leader 
and a Memory Card. I hurried 
home and quickly started play¬ 
ing. When I first powered up the 
‘cube, I was spellbound. The 
Controller is sleek and comfort¬ 
able, and the graphics are amaz¬ 
ing. Plus, after about a week, I 

you play as depend on the time 

of day you’re playing! That is a 

I get bored playing the same lev¬ 
els every time I play. 

Zac Ellis 

how great I think the Nintendo 
GameCube is. I’ve never been so 
impressed by a system. And to 
all those who wish to pass on 
Super Monkey Ball because they 
consider themselves “serious 
gamers,” don’t. You’ll regret it. 
On Thanksgiving, almost my 
whole family was getting into 

PLAYER'S 



ith. 

this great multiplayer game! H< 
about you guys give out dem 
with each issue? I’d be willing 
pay a few dollars extra a n 

Marc Deschar 

HOW TO SAY MELEE 
During school, my friends and I 
are always debating about the 
pronunciation of Super Smash 
Bros. Melee. Is it pronounced 
May-Lay or Me-Lee? 

Yankeez56 

you didn’t just look it up in the dic¬ 
tionary? That’s sort of sad. Anyway, 
“pay day” and “melee’’ rhyme. But 
give that dictionary thing a try some¬ 
time. You might like it 

A LESSON LEARNEP 

they are under the spell of a puffi- 

following Olimar’s or 

HOT PATES 

-esting, i il Told 
Tori. "It’s a fair price, so why not 
go for it?” I thought. I bought it, 
and it was awesome! I learned 
you can’t judge a game by its col¬ 
orful, cutesy graphics (which I've 

pie Pikmin1 
their heads. In one of them it 

ing them. In the other it looks 
like there are light blue Pikmin. 
But NP didn’t cover either. What 
are these Pikmin? 

We feel your pain, Simon, hut the 
problem is that we work on the 
magazine about two months ahead 
of the date you receive it It’s early 

magazine won’t be out until Febru¬ 
ary. Game developers and publish¬ 
ers change release dates all the time. 
The best way to keep up on release 
dates is to check the Internet for the 

mselves. Many have calendars 

PSYCHO-K-WHAT-IS? 
What does the “PK” stand for 

Melee attacks Hke PK Fire or PK 
Thunder? 

Via the Internet 
It stands for psychokinesis, which is 
the ability to move or control some¬ 
thing with the power of your mind. 

applauded. Life goes on. Later, know is, is it possible for you guys Kate< 

buy one last GBC game before 
there are no more new games. 
Looking over the store shelves 
past game after game, I saw noth- 

to love). WRITE AWAY RIGHT AWAY 

We hope everyone learns that lesson, 
Pengwin. You really should give all 

if the NP Krew gives 'em decent 
marks. On occasion, we’re right 

fiintendopower.c 
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THE GAME THAT ROARED 
Bloody Roar: Primal Fury for GCN is on its way to North America in April thanks to Activision’s 
far-east scouting division. The Activisionaries turned up the classic fighter lurking in Hudson 
Soft's GCN development labs and thought it looked good enough to eat. But instead of consum¬ 
ing the game on the spot, they’re bringing it home to you this spring. The game features 16 char¬ 
acters who can shift into hyperbeast form and use special attacks to fight their opponents. There 
are seven game modes, including five single-player and two head-to-head modes. The battles take 
place in nine multilevel interactive arenas with destructible walls and floors. Activision says that 
the game is one of 17 GCN titles in the works. 
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Get ready to juke and jive, drive the lane and throw 

| down like never before with Nintendo's NBA 

Courtside 2004for the Nintendo GameCube! 

COURTSIDE 







Man-to-Man 

OFF: 82 DEF: 92 ALL: 83 



Sam Cassell and SG Ray Allen is the best 
backcourt in the game, while SF Glenn "Big 
Dog" Robinson and PF Anthony Mason give 
them scoring and toughness inside. The 
Bucks are a well-rounded, fun team to use. 

The Nets are the surprise of the 2001-2C 
season, and the trade for superstar PG 
Jason Kidd is looking better and better 
every day. Your biggest problem with the 
Nets will be finding playing time for PFs 
Keith Van Horn and Kenyon Martin—thoi 
Van Horn is a talented shooter who can | 
the SF position with little difficulty. 





Rock the Rim 

Small Ball 
ALL: 95 

Seattle 

Washin 
□FF: 90 

DEL: 76 ALL: 86 





Like a graphic novel turned into a 

video game, Ubi Soft’s adventure 

siuoops in unth Batman’s uiorst enemies 

and the most twisted caper of his careen 

l^Enr g B 





Whether you’re driving one of Batmans vehicles or relying on his utility belt, 
you’ll need to buckle up for plenty of high-risk Caped Crusader crime bust¬ 
ing. Though you’ll cruise in the Batmobile in one level and fly in the Batplane 
in another, you’ll do most of your work on foot and your utility belt will 
more than help you get by. Tap R to view which belt item you currently have 
equipped and press the L Button to cycle through your gadget inventory. 

Batgirl Guidance 
While Batman is out busting 
heads in Gotham City, Batgirl 
is holding down the fort at 
the Batcave. She's investi¬ 
gating the caper from mis- 

you guidance if you call her 
by pressing the L Button. 

Vengeance Vision 

With" he help of hisScope. 

targets. Get a closer look at 
things by selecting the Scope 
from your belt and using A or 

Blinded by Disarm or Destroy 

i Y IP8 ’ 1 1 il vmfm I^TBsL hr 



T.Siiaigr"<r" 
■1 aWHigi!/ 

i. 

irTBH 

IPHAMlMI 





From the Gargoyle to the Bridge Defeat the Kidnapper 

The Wrecking Ball Toby or Not Toby 

In the second phase of the Ji 
drop Mary's son, Toby, into Gi 

The Joker s Wild The Fall of Harley Quinn 

k m 



Guards 

WM 
You win points for thawing out frozen security guards, In the cryogenic tube room, grapple to the tower on the left, $en jump to the 
so make sure that you've defrosted the rent-a-cop in bridged towers below. Climb the ladder and glide to the next tower. Scale that 

one who's chilling in the vidi 

Storage Area Key '2 

guard. Free the frozen guard and grab Storage Area Key 

Ice Maidens 

' 1, which he'll drop. 

mobile platform overhead 
room, free the two frozen 

to reach the guard in the ct 
security guards. Ride the When you meet up with Mr. 
>rner who holds Storage his Ice Maidens to gang up i 

1 xfjl/il 
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The Netwire Puzzle in Isaac Evers's Laboratory NP 

cr°ssedwire$ 
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BLUE PUZZLE 

VELLOUI PUZZLE 
starting point. Once you've 
rewired a square, flip the puz- At Isaac Evers's lab, the security doors will lock and 

you'll have less than 15 minutes to hack into the system 
and disable it. Pull off the feat by joining the colored 

Gas and Electric 

BED PUZZLE 

Hall of Injustice 

you're low on health or weapons, climb the ladder and walk to the end of the 
ledge. Climb down to snag a health power-up and a large supply of ammo 

Laboratory Key 
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THIS ISSUE. niflTEriDa POWER GOES BACK TO COLLEGE TO 
DISCOUER lilHRT GOES On UIITHin THE UJRLLS OP nORTH 

nmERICR'S PREmiER UIDEO GRIT1E PROGRRmmiflG II1STITUTE. 

1 

I Claude Comair, president and 
founder of DigiPen Institute 
of Technology, likes what he 

1 sees—a classroom full of 
1 freshman students displaying 

the products of their first 

Time Interactive Simulation 

Sir 
1 program. “You can see the 

history of gaming here," he 
1 says, while walking among 

1 look much more like classic 
1 computer games than Com- 

1 here, you get to focus on the 

1 fun.” savs Comair. That's whv 

to the principles of video game creation, along with the hard sci¬ 
ence of mathematics, computer programming and physics, from 
the first day of class. When students see what they can bring to 
the screen in just weeks, “it gives them a reason to study math.” 

The promise of learning video game development and applied sci¬ 
ence has brought students to DigiPen for several years. Estab¬ 
lished in the late ’80s as a Vancouver, B.C., computer animation 
production company, DigiPen first offered video game program¬ 
ming courses in 1994. The schools two-year game development 
diploma certificate program was the first of its kind in North 
America. In 1997, aided by a long-standing relationship with Nin¬ 
tendo, the school established its Redmond campus and began a 
degree program. Students who complete the requirements of the 
school’s two-year Real Time Interactive Simulation program 
receive an associate degree of science, while four-year students 

uated in December. 
DigiPen also offers a 

that results in an 

nintendopower.com 
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"This is not the pretty picture department,” says Erhardt By the end of the first semester, programming students are 
while introducing some of the recent freshman projects. The able to create games with moving sprites and backgrounds, 
first-year games may not have the ✓---■>. complete with sound effects and 
artistic polish of commercially f "This IS not the pretty picture ^ music. Among the most recent 
available games, but they cer- V department.11—Christopher Erhardt J freshman projects are Jason Rosts 
tainly do have a lot of content and '---' p0ol Fun, a billiards simulation 
appeal for projects that have been developed over a three- with realistic physics, Matthew Clyne’s Fun Hack, a hacky 

month period by sack game that features a stick figure with a Mohawk, and 

ming novices. The 

freshman projects 
is due to both the 
dedication of the 
students and the 
availability of 
tools that give 
them a good start. 

designed 
people who are new to C programming get their game 
running in a hurry and to focus on the aspects of the g£ 
that make them fun to play. “Fun 

o let Joshua Billeaudeau's Blobby the Blob, in which a gelatinous 
ip and player-controlled character consumes its enemies to a banjo 

sound track. The one multiplayer offering in the slate of 
freshman projects is Stick jn /H ! \ \ 

enables you to visualize your game / "Pun enables you to visualize \ Fighter, developed by Luis Correa, 
idea," says Erhardt. But it’s not a l y OUT game idea."—Erhardt J The game is a 2-D brawler with stick 

.tp ^-—-/ fim.rp) it for technical knowledge. 
With the framework in place, students use C code to create the 
individual elements of their projects. 

figure fighter 

Stick figures and simple graphics are prevalent in the first- 
year projects, because the programming students create all of 

“Of course, you still ^the art themselves. “Pro- 
have to know how to f “Uie present the fundamentals of programming A grammer art,” as Erhardt 
program,” offers Comair. one at a time, and as Uie go through the puts it, is not the empha- 
“We present the funda- l classes, me turn off areas of Fun."-Comair J sis for beginning stu- 
mentals of programming -—-' dents. What’s important 
one at a time, and as we go through the classes, we turn off is that they establish a foundation of programming knowl- 

is of Fun.” Eventually, students are able to create games edge and game development that they can take to the next 
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NINTENDO PC 
TOP TEN REASONS 

YOU WILL LOVE 





_ _ 
DRIVE YOURSELF NUTS PLAYING BY THE TOON RULES OF THIS 

GCN DEMOLITION DERBY. HANG ON FOR A LOONY RIDE! 
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International 

IIIIIITEIIJPm 
Play It Cool with Konami's Winter Decathlon 
While you can play ESPN International Winter Sports 2002 in the skiing, skating, snowboarding, curling and bobsleighing 
warmth of your home, Konami's cold-weather decathlon will man- competition will also test your timing, precision, rhythm 
age to numb your fingers like you've been in a blizzard without mit- and combo-crunching prowess. It may not be the Olympics, 
tens. Filled with blistering button-mashing games, the 10-event but it goes for the gold with just as much gusto. 

nintendopower.c 



OUT IN THE COLD 
Trial Mode Competition Mode 

Let the Games Begin! 

DOWNHILL 
Alpine Skiing: Men or Women 

Championship Mode: Men or Women 

In Championship Mode, you must use the same character to compete in a 
series of events. The Men's Championship features eight events (only men 
can participate in ski jumping), while the Women's Championship sports 
seven events (only women can participate in figure skating). To be the champ, 
you must have the most points at the end of the three-day competition. 

MEN'S GOLD MEDAL SCORE: 1:54.32 
WOMEN'S GOLD MEDAL SCORE: 1:58.42 

RECOMMENDED COONTRIES FOR MEN: GREAT BRITAIN. GERMANY 
RECOMMENDED COONTRIES FOR WOMEN: CANADA. GERMANY 

SLALOM 
Alpine Skiing: Men or Women 

MEN'S GOLD MEDAL SCORE: 1:04.72 
WOMEN'S GOLD MEDAL SCORE: 1:06.75 

RECOMMENDED COUNTRIES FOR MEN: GREAT BRITAIN, GERMANY 
RECOMMENDED COUNTRIES FOR WOMEN: CANADA. GERMANY 

NINTENDO GAMECUBE ( I INTERNATIONAL WINTER SPORTS ! 



GOLD MEDAL SCORE: 187.0 points 
RECOMMENDED COUNTRY: JAPAN 

K90-INDIVIDUAL 
Ski Jumping: Men Only 

Both ski jumping games are 
men-only affairs, and both 

ing. In the K90 jump, prep for 
takeoff by watching the bil¬ 
lowing wind flag carefhlly. 
You’ll have the least wind 

when the white line on the 
flag is perfectly horizontal. 

tion by pressing and holding 
L and R simultaneously. 

Simultaneously release the L and R 
Buttons right before you reach the red 
line on the ski jump. After launching, 
slowly tap L and R to lower the blue 
levels in your meter. Try to keep the 
levels even and just below the slowly 
descending yellow line on the meters. 

As your air time winds down, the yel¬ 
low line on the vertical meters and 
the yellow line on the diagonal 
meters will approach one another. To 
land, press the A Button the moment 
the yellow lines meet. If you're too 
early or too late, you’ll wipe out. 

Both your distance and landing will fig¬ 
ure into your final score, so you’ll need 
to fly far and touch down gracefully 
to bag the big points. 

K120-INDIVIDUAL 
Ski Jumping: Men Only recommended country: japan 

The K120 ski jump is longer 
than the K90, and the control 
setup is totally different. As in 
the K90 competition, your 
final score will be a combina¬ 
tion of two attempts and 
you’ll start your run by select¬ 
ing the wind resistance. 
Choose the wind (or lack 
thereof) by stopping the flag 
with a tap of the A Button. 

Once you've selected the wind resist¬ 
ance, alternately tap A and B as fast 
as you can to build up your inrun 
momentum. Keep the lower horizontal 
meter maxed out with blue power to 
ski down the slope at full speed. 

As you approach the end of the jump, the yellow needle will approach the yel- 
jow line on the left curved side of the rneter. Tap the L Button just as the yel- 

Once you're airborne, alternately tap A and B as fast you can to increase your 
distance. As you approach the ground, the blue needle in the vertical meter on 
the right will slowly drop toward the blue bar. Tap L the moment they meet. 

MOGULS 
Freestyle Skiing: Men or Women 

MEN’S GOLD MEDAL SCORE: 6,401 points 
WOMEN'S GOLD MEDAL SCORE: 6.013 points 

RECOMMENDED COUNTRY FOR MEN: ITALY 
RECOMMENDED COUNTRIES FOR WOMEN: FRANCE. AUSTRIA 

Get ready for a bumpy ride in 
the Moguls freestyle event. 
The rugged slope will send 
you bobbing left and right as 
you ski downhill toward the 
runs two ramps. Alternately 
tap L and R in rhythm with 

the moguls. If you get into the 
swing of things, you’ll be able 
to max out your speed on the 
slope so you can catch mon- 

60 | NINTENDO I | VOLUME 



HALFPIPE 
Snowboarding: Men or Women 

RECOMMENDED CDDNTRIES FOR MEN: U.S.A.. CANADA 
RECOMMENDED COUNTRIES FOR WOMEN: U.S.A.. JAPAN 

In the freestyle snowboarding 
competition, you'll ride in a 
halfpipe and you must bust 

air. You’ll have seven chances 
to perform your stunts, and 
you'll be ranked according to 
how accurately you punch in 

The Rank Meter will fill up from left to right. Hit A, B, X or Y to stop the blue 
bar as soon as it enters the highlighted area. Each button activates a separate 

After you stop the Rank Meter, a Control Pad sequence will appear. You'll 
score bigger air and more time to punch in the combo if you stop the Rank 
Meter within the highlighted zone. Tap the combo as quickly as possible to 
complete your trick before landing. 

SPEEDSKATING 
500m: Men or Women 

MEN'S GOLD MEDAL SCORE: 35JID 
WOMEN'S GOLD MEDAL SCORE: 37JS2 

BOBSLEIGH 
Men or Women 

MEN'S GOLD MEDAL SCORE: 1:1108 
WOMEN'S GOLD MEDAL SCORE: 1:1158 

RECOMMENDED COUNTRIES FOR MEN: GREAT BRITAIN. GERMANY 
RECOMMENDED COUNTRIES FOR WOMEN: CANADA, GERMANY 

NINTENDO GAMECUBE | I I INTERNATIONAL WINTER SPORTS : 



CURLING 
Men or Women 

MEN'S GOLD MEDAL SCORE: G.000 points 
WOMEN'S GOLD MEDAL SCORE: 6.000 points 

In the sport of Curling, teams 
take turns sliding four stones 
across the ice into a circular tar¬ 
get called the "house." The 
team that lands the stone clos¬ 
est to the center of the house 
wins the point. The scoring 
team will also win additional 

has in the house as long as a 
rival stone isn't closer than they 

If you win your first match, you'll head To extend your stone's trip, tap A and The stone always travels along a 
to the semifinals. A victory in that B alternately so your teammates curving trajectory, so aim at either 
competition will land you in the finals sweep the ice. The faster they sweep, side of the house. Shoot for other 
to compete for the gold medal. Set the farther your stone will travel. Stop stones to nudge your resting stones 
your sights on victory by hitting the R sweeping if you want the stone to end closer to the center and to bounce the 
Button to adjust the camera angle. its journey. rival team's stones out of the house. 

FIGURE SKATING# 
Women Only recommended countries: u.s.a.. japan 

PULLING RANK GOOD AS GOLD 
Earning Medals 

Congratulations! 

" jjEI JS ^.3% - 

: pi 01:54:05 . 

Register Your Score 

you'll win a medal. Check the word at KonamCswebsite to register 
Ranking/Awards section of the game your final standing and see how you 
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CLASSIFIED INFORMATION 
CODES THAT WORK. STRATEGIES THAT HELP. INFORMATION THAT YOU CAN USE. 

February finds us in a finding mood. This issue, we uncover every Secret Tape in the latest Tony 
Hawk skate jam, all of the tech upgrades in Rogue Squadron H and every CD in Wario Land 4. 
We’ve also located a mother lode of codes. Get cracking. 
BACK TRACK GBA TETRIS WORLDS GBA 
DOOM GBA TONY HAWK’S PRO SKATER 3 GCN 
LEGO BIONICLE GBA WARIO LAND 4 GBA 
NHL HITZ 20-02 GCN WAVE RACE: BLUE STORM GCN 
STAR WARS ROGUE SQUADRON II: ROGUE LEADER GCN 

BHL HITZ 20-02 BCnJ 

ROGUE SQUADRON II 
NABOO STARFIGHTER!—PAGE 66 

HITZ BLITZ CODES 
ADD MORE EXCITEMENT TO YOUR HITZ EXPERIENCE OR JUST MAKE YOUR 
SKATER’S HEAD REALLY BIG WITH A COLLECTION OF QUIRKY CODES. 
In the tradition of Midway classics NBA Jam and NFL Blitz, 
NHL Hitz 20-02 offers a huge selection of codes that allowyou 
to change the game. If you watch the crowd, you’ll see signs that 
due you in on the codes. After you select the matchup, you’ll 
have about 10 seconds to press the B, Y and X Buttons and 
push the Control Stick so that the symbols on the screen match 
the symbols on the signs. When you input a code correcdy, a 
confirmation tone will sound and a short description of the 
code effect will appear. Some codes shape the way the game 
plays, while others are just silly fun. 

The Input More Codes entry gives you about 10 more sec¬ 
onds to enter codes. If you enter the code several times in a 

B yYX CONTROL STICK 
a lot of codes. 

RESULT 
3 3 3 RIGHT INPUT MORE CODES 
0 1 0 DOWN IGNORE LAST CODE 

RULE CHANGES 
The First-to-Seven-Wins code ensures that blowouts end fast. 
The “Won Fight Equals Goal" code rewards fighting technique. 

B Y X CONTROL STICK RESULT 
323 LEFT FIRST TO SEVEN WINS 
202 LEFT WON FIGHT EQUALS GOAL 
4 2 4 DOWN NO FAKE SHOTS 
2 1 3 LEFT NO ONE-TIMERS 
1 1 1 DOWN NO PUCK OUT OF PLAY 

TWO-PLAYER SKILLS 

B Y X CONTROL STICK7 :o the Skills contest. 
RESULT 

2 2 2 DOWN SKILLS VERSUS 

HIGH SCORES, EXTRA SPEED, MORE HITZ 
The Bulldozer Puck flattens skaters. The Hitz Time code adds 
slow motion to some of the moves for dramatic effect. If you 
want to score big, the Show Hot Spot code reveals a place on 
the ice to shoot from for an increased scoring chance. The 
Domino Effect code knocks both skaters down after hits. 

B Y X CONTROL STICK RESULT_ 
2 1 2_LEFT_BULLDOZER PUCK 
1 0 4_RIGHT_HITZ TIME 
4 1 3_RIGHT_INFINITE TURBO 
0 0 2_UP_TURBO BOOST 
2 0 1_UP_SHOW HOT SPOT 
1 0 1_UP_SHOW SHOT SPEED 
2 3 4_DOWN_ALWAYS BIG HITS 
0 1 2_RIGHT_DOMINO EFFECT 
3 2 1 DOWN LATE HITS 

GAME PLAY ODDITIES AND WACKY GRAPHICS 
Use the Hockey Ball code to turn the puck into a very visible 
orange sphere. Use the Pinball Boards and Tennis Ball codes 
to add more bounce to the game. 

B Y X CONTROL STICK RESULT_ 
1 3 3_LEFT_HOCKEY BALL 
4 2 3_RIGHT_PINBALL BOARDS 
1 3 2_DOWN TENNIS BALL 
2 1 0_RIGHT_NO CROWD_ 
2 0 0_RIGHT BIG HEAD PLAYER 
3 0 0_RIGHT_HUGE HEAD PLAYER 
2 2 0_LEFT_BIG HEAD TEAM_ 
3 3 0_LEFT_HUGE HEAD TEAM 
12 1 UP BIG PUCK 
3 2 1_UP_HUGE PUCK_ 
1 4 1_LEFT_RAIN_ 
1 2 1 LEFT SNOW 







▼ UPGRADE UPSHOT power-up locations 
FIND TECH UPGRADES TO DEAL AN ADVANCED BLOW TO THE EMPIRE. 
You can keep up with the latest advances of the Rebellion by 
picking up power-up modules that are hidden in the 10 main 
missions. Three of the games 11 Tech Upgrades add to the 
strength of your ship. The other upgrades give your secondary 
weapons advanced capabilities. After you collect an upgrade 
then complete the current mission, you’ll be able to take 
advantage of the new technology. 

DEATH STAR ATTACK-ADVANCED SHIELDS 

After you destroy the Deflection Towers and begin the attack on the TIE 
fighter fleet, you II find an upgrade on the Death Star surface. Veer slightly 
to the left from your starting position and go low to collect the item. 

ISON CORRIDOR AMBUSH-ADVANCED PROTON TORPEDOES 

You'll see a large piece of debris at the bottom__ 
start the mission. Dive down to the chunk of space junk and fly through its 
rectangular opening to collect a proton torpedo power boost. 

BATTLE OF HOTH-ADVANCED BLASTERS 

PRISONS OF THE MAW-ADVANCED CLUSTER MISSILES 

While you fight to free the prisoners, you'll find a dome structure between 
the weapons storage building and the cluster of communications relays. 
Destroy the dome to reveal the prison's hidden upgrade. 

RAZOR RENDEZVOUS-ADVANCED PROTON BOMBS 

Tiission begins, head straight for the Star Destroyer and fly 
ive ship. If you manage to intercept and destroy an Imperial 
ncover a Tech Upgrade. 

VENGEANCE ON KOTHLIS-HOMING PROTON TORPEDOES 

rw 
As the Rebel transport lands, approach the crashed Star Destroyer from 
behind and fly through a hole in the command deck to pick up a power-up. 
IMPERIAL ACADEMY HEIST-ADVANCED CONCUSSION MISSILES 

__r?...r_emy. When you take on 
ion in the daytime, favor the right side of the academy complex as 

j approach the shuttle. You'll find the upgrade in a hangar. 
IMPERIAL ACADEMY HEIST-SPREAD PROTON BOMBS 

ist two Star Destroyers. In the last section of the mission, you'll go up against tw_ 
As you approach the huge ships, veer left and down, and look for a s. 
mering white dot against the background of the planet. That's the upgrade. 

STRIKE AT THE CORE-ADVANCED TARGETING COMPUTER 

races at the end of the tunnel. 

CLASSIFIED INFORMATION | 
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As you rejoin the road, grab After the Time Extension, favor the right side of the 
and veer to the right when you see the Cutter. You'll 
Risky Route on a snow-packed ramp. 
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Race 10 different speed machines through 14 tracks 
Three gameplay modes - Cruis'n Cup, Championship 
and Freestyle mode j 
Game Link® Cable support lets B 

I you challenge up to four 
your friends ' If 
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Something odd is happening on Mt. 
Garrick, and only a brash snowboarder has 
the novas to get to the bottom of the 
mountain ... and the mystery. 

Chief O’Leary is hiding something, 
and Naya must keep a cool head as 
she explores and tricks her way 
down the slopes of Mt. Garrick. 
tTiQs dark snowboarding thriller 
or Nintendo GameCube combines 

stunts, exploration and challenges 
for a mountain of fun. f ii’ 11 
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Hula the Mountain 
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The Bonbs 0 pts. 
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Q) Groomer Gap: 30,000 pts. (7) Amy Boots? 20,000 pts. 

9] Grab Bone Air: 30,000 pts. 

rt^TTKTJ KS 
/f MBA to reach the Cor 

ly to the^right. Try pulling a backflip Jo gain extra height. Look out for 

Jib 8tr0«t: 10,0X50 pts. 
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“Kao the Kangaroo 
is a hopping mad 

knockout of a game 
fhaf's highly recomended 

for fans of plafformers” 

“'Titus’ sfoneage 
side-scroller rocks” 
-Nintendo Power 

"Planet Monsters 
is an addictive fun-test that 

you can play For hours...” 
-nlgaming.com 

“Prehistorik Man rocks!’ 



Pokemon Center New York opened on November 16—the same weekend that the 
Nintendo GameCube launched in the U.S. Hundreds of invited guests attended the 
preopening event the day before the Pokemon Center opened to the public. 

Pokemon Trainers can check the Ultra Pokedex to 
see all 251 Pokemon as they appear in the Game Boy 
games, on the Nintendo 64 and in animated form. 
Trainers can also pick op small PVC Pokemon figures, 
which are displayed on either side of the TV screen. 

h, the man who designed 
ire, played a patriotic 
1 the Pikachu Ukulele. 



Contrary to our previous report, you aren't gua 
anteed to get a Celebi at the PokPmon Center. 
Instead, you'll get a randomly generated crea¬ 
ture that is unusually colored, or shiny, from 
the Pokemon Catch 'Em Machine. 

There are many cool things to do at Pokemon Center New 
York. You can shop, of course, but you can also play a 
Pokemon Trading Card match, try out the latest Nintendo 
games and even receive a gift of a rare Pokemon from the 
store’s exclusive machine. 

POKeCENTER | 95 



Uii 

The Colosseum is the place where Pokemon Trainers gather 
to show off their Pokemon teams. It’s also a place to learn 
more about training and battling Pokemon teams. 

Nicholas Jacobs, another stalwart member of the online Pokemon commun 
“bell-resting” team he'd like to share. His Miltank 9 is the core of his team, 
uses Heal Bell to cure the status problems of every member on the team. Heal Bell can 
any status problem, even the sleep caused by Rest, which Nicholas says is a real boon to his 
team. Miltank is a strong Pokemon in its own right, too, and it uses Attract and Body Slam 
together to make things very uncomfortable for any male Pokemon it's fighting. 

moves such as Rest, Milk Drink, Heal Bell and, to a lesser extent! 
Giga Drain. Recovery and healing moves can add longevity to your 
Pokemon by allowing them to regain HP or fix status problems. 
Mint Berries and Miracleberries can work with moves like Rest to 

The Scope Lens attached to 
Nicholas's Machamp raises th 
chance of a Critical Hit. Cross 
already has a good chance for 
Critical Hit on its own, and the 
matches Machamp's type, which 
boosts its power to 1.5 times its 
normal strength. 

wake the Pokemon up immediately from their healing sleep. 
Nicholas’s Zapdos is rounded out with the powerful and accurate 
Thunderbolt, the paralyzing Thunder Wave and the dependable 
Drill Peck. Tyranitar doesn’t have a recovery move, but it does have 
a powerful roster of hard-hitting offensive moves. 

| NINTENDO POWER | VOLUME 15 
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Swing out to LTi. for a screening of 

Spider-Man and land a role in*a futi 

Spider-Man game from Ttctiuision! 



.ENTER TO WIN! 
Of if IIwI_I I I If^ti YOUR VOT 
Fly out to Los Angeles, land of superstars and super- COUNTS 
heroes, where you’ll enjoy celebrity treatment ,Fvou0do“tseZtini 
while you catch a screening of Spider-Man. Then 
drop by Activision, where you’ll get your close-up for 

your role in a future Spider-Man game. To help 

you maintain your celeb status, you’ll also take home 

a Nintendo GameCube and Activision’s Spider- 
Man the movie game for both 
Nintendo GameCube 
and Game Boy 
Advance. 

5 winners will web-sling their way 
to superstardom at home with their 
own copy of Spider-Man the 

movie game for both Nintendo 
GameCube and Game Boy Advance. 

50 winners will go into 
stealth mode with our cool 
new Nintendo Power T-shirts. 



Relax, I'll 
handle this. 



battle. A revolutionary ^(‘kk-and-^uU/i! engine 

makes Cel Damage"'part demolition derby, part whacked-out 

cartoon. Crash into 12 UVteiuaative, envi/m/wtU i 

and smash your friends wfaunrplcufeji ipAt me&i 

mode. So buckle up, the ’toons rule the road. i 



* ■ 
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Armchair quarterbacks, get ready! The franchise 

that focuses on the field general is marching toward 

the Nintendo GameCube, from Acclaim Sports. 

ARMED AND DANGEROUS 



EXHIBITION 

You can cut to the chase and play some football in a 
hurry by starting an exhibition game. Every NFL 
team is represented, and up to four players can par- 



QUARTERBACK CHALLENGE/ 

atings in five subcategories, which indu 











Sonic might have started the whole Hedgehog story line, but 
he’s bumped into lots of friends who can hold their own over the 
years, including three more who join him for his GBA game. All 

are playable, and each brings a dramatically different mode ^ 
of attack and transport to the game. We recommend playing 
through with Sonic first then trying the others later. 

tmr ©nn# %$mmm 
Separate from the epic Sonic struggle raging throughout 
the cosmos is a pleasantly pokey garden in which you can 
raise a tiny Chao creature from eggy beginnings into a pet 

Playpen for Personal Pet 

with its own unique characteristics. By playing Chao 
mini-games, you can earn your toddler special gifts— 
while developing your mental powers at the same time. 

Chao Wants to Chow 

room for development. Swimming, fly¬ 
ing, running and other attributes can all 
be built up, given the right care and 
attention. %u can even pat your Chao 
on its head for a warm response. 

games, you can buy exotic 
fruits and other entertaining 
gifts to give to your Chao. 
\bur tiny pet will be overjoyed 

attributes further based on 
which gifts you give. 

Minigames for Miniprizes An Added Dimension 
Using the Nintendo GameCube 
Game Boy Advance Link Cable, 
you can port your Chao back and 
forth between Sonic Advance and 
Sonic Adventure 2: Battle for the 
Nintendo GameCube, in which 
Chaos compete in swimming, run¬ 
ning and other challenges. 

Tiny Chao Garden includes two minigames, in which you can earn gift-buying 
points. One involves quickly matching colors and hand signals tD symbols speed¬ 
ing around a ring; the other is a variation on the classic game of Concentration. 



xm$ 9 / *cr f 
Fans of the Sonic series will know Neo Green Hill Zone—beach¬ 
front property, palm trees and cabanas crawling with crabs. Wide- 
open spaces make it easier to learn the classic Sonic game 

elements, like how to launch toward high spots via springs and 
speed through loop-the-loops. The maps in this article show 
approximate placement only, not all the background details. 

Investigate whether your 
flight path from a spring will 
be safe—or even prof¬ 
itable—by using the Control 
Pad tolookupinthedirec- 





zom 9 / Mr 2 
You can pass Neo Green Hill Zone after you take on Sonic's long- many throughout the game—explore the layered levels of Zone i, 
time foe, Dr. Eggman (a.k.a. Dr. Robotnik) at the end of the zone. Art 2. You’ll often find great power-ups and lots more rings if you 
Until you take on Eggman and his tech monstrosity—one of backtrack on other platforms. 

Private Grind Route Against the Tide Sonic’s Old Nemesis 

1991 Z / ACI* 9 € 9 
You’ll need to be a pinball wizard to fly through the Casino Par- cus casino gone horribly w 
adise Zone. Sonic turns into a hedgehog ball among flippers, ing clowns and other big-t 
bumpers and other pinball machine tricks. And like a Circus Cir- silly grin off Sonic's face. 

Pinball Wizard Honey-Covered Evil Cannonball Cross Fire 



MOMS « / ACTS 9 « i 
You'll scale the highest peaks, swim chilling channels and speed 
through crystalline loop-the-loops in the Ice Mountain Zone. 
Penguins, arctic fish and hot-tempered snowmen are on the 

prowl, but your worst e: 
ity to breathe underwater. You're on a quickly ticking oxygen t 
clock every moment you dawdle below sea level. 

Underwater Survival Abominable Snowmen Breathtaking Crisis 

Especially when you're on the five- 
second countdown, watch for the 
trickles of bubbles that signify an 
oxygen leak. Jump into the biggest 
bubbles to catch your breath. 

They might have heads that fire sud¬ 
den snowbursts upward, but you can 
take the flaky foes out of commission 

Sonic faces Eggman in a submerged cavern. Riding in a ceiling- 
clinging vehicle, Eggman pounds loose ice shards. The tips are dan¬ 
gerous, but if you can jump onto the flat tops, you can jump again 
toward air—if needed-or toward Eggman's bashable underside. 

MOMS S / ACTS V € * 
Angel Island Zone is another famous feature of the Sonic land- traps and chasms that drop dangerously into the sky. You’ll soon 
scape, a sky island that bears aloft an ancient civilization. Sonic’s discover that Eggman has corrupted the sacred spot in pursuit of 
pal Knuckles hails from the place filled with freaky critters, booby revenge against Sonic and friends. 

Yo-Yo Controls Creatures in the Clouds 

MOMS i / ACTS 9 4B I 
Act l begins in Egg Rocket Zone, where you rush into Eggman's 
spacebound rocket just as it’s blasting off for Cosmic Angel Zone, 

Bad Rap for Knuckles 

probes crowd the passages, while sci-fi modes of transport like 
hyperfast transport tubes and reverse-gravity fields make reach¬ 
ing Eggman a dizzying challenge. 



His third vehicle is a doozy-ii 

nonballs andlash ou’twith a 

possible, then when Eggmi 

mrsm sms 

Time’s a Killer Turn Tech against Eggman Cosmic K.O. 



Police Che Fleece! 



We figured that Epic Center would be well received, but a flood of e-mail comments about the new 
column has our editors cleaning out their in-boxes every 10 minutes. Still, we managed to find the 
time to track down information on three upcoming titles and research an Epic Tactics Golden Sun 
extravaganza that reveals the location of every Djinni in the game. And don't miss next month's 
issue, where we'll debut the Epic Center letters section. 

Fist of Mars. ZOE puts you in control of a young LEV pilot 
named Cage who has been recruited by the Mars underground 
resistance. (LEVs are giant robots used in warfare.) As Cage, you 
must aid the resistance by controlling multiple LEVs—as well as 
equipment such as tanks, trucks and infantrymen. The game 

tlefields to give gamers a taste of epic robot combat. Overseen by 
Noriaki Okamura, the creator/producer of the Zone of the 
Enders world, the new title is slated for a mid-February release in 
North America. Epic Center will present a complete ZOE: FOM 

More Mechs 
Speaking of mechs, TDK Mediactive has announced plans to 
bring a Robotech game to the GCN and GBA later in 2002—so 
fans who waited in vain for the long-rumored Robotech title on 
the N64 can gnash their teeth anew. 

Atlus Arrives 
Atlus Software has announced that its long-awaited GBA title 
Tactics Ogre Gaiden will hit North America in the second quarter 
of 2002. Atlus is also bringing out a sequel to its robot-collection 
titles Robopon Sun and Robopon Star. Called Robopon Advance, 
the new game should hit the GBA around the same time. 

Start the Evolution 
Finally, Epic Center has learned that UbiSoft's upcoming Nintendo 
GameCube RPG, Evolution Worlds, is a new adventure featuring 
characters from the Sega Dreamcast tides Evolution and Evolution 
2. The game uses turn-based combat, great-looking graphics, 
talented voice acting and plenty of dungeon crawling to create an 
inspired adventure. We'll have more on Evolution Worlds in the 
next few months, but in the meantime, feast your eyes on the 
exclusive screen shots below! 

| NINTENDO I | VOLUME IS 



Got Djinn? If not, then you've tunned to the night page—because ‘ -J 
Epic Centen has tnacked down the locations of all 28 of the little ' ' 
cnittens, and we'ne sending the intelligence youn way. Whethen you just stanted a new * 
quest on ane a seasoned vetenan looking ton that last Venus Djinni, oun guide is sune to tunn 
you into a Golden Sun master m 

~r« 

C THE Djinni locator 

• the numbered < 

(f-mrm 
7*- 

EPIC CENTER | 117 



I^GlISt TYPE: Jupiter ELEMENT: wind LOCATION: BILIBIN 







Corona TYPE: Fire OVERWORLD (NORTH OF XIAN) 

EPIC CENTER | 121 









THE CRAFTY COLLECTOR 
Here are a few more tips that every Djinni seeker should 1 
mind. Collect Djinn as early as possible—they'll boost your 
and make the adventure easier. Also note that the above 1 
Djinn is shown in the order that you collect them, but since Goldei 
Sun offers so much freedom of movement, you can tweak th< 
somewhat. (For example, you could collect the 18th Djinni, Scorch, 
at Kalay before grabbing the 15th and 16th Djinn in Vale and 
Vault.) And finally, pay close attention to whether your Djinn are 
on Set or Standby. Many Djinn that you must fight will run and 
force you to find them again, so have a few Djinn on Standby so you 
can summon a spirit in the first turn of a battle. Above all, 1 
ber the mantra of gamers everywhere: Save early and often! 



PREPARED TD NEUTRALIZE SOME TANGOS? 

THE UPCOMING CHAPTER OF THE RAINBOW 

SIX SERIES WILL PIT YOU AGAINST THE 

SUBVERSIVE TWERPS AND PUT THE FATE OF 

THE WORLD IN YOUR HANDS ONCE MORE, 

WITH A COOPERATIVE MODE ON GAME BOY 

ADVANCE THAT MIGHT BLOW THE DOORS OFF WHAT 

WE'VE SEEN FROM MULTIPLAYER PLAY IN THE PAST. 





ASSAULT OPERATIVE 

Equipped with medium-armor, an assault rifle, 
pistol and tango-blinding flashbangs, the 
Assault operative is perfect for rushing into an 
enemy-occupied building and quickly rescuing 
hostages from an armed group of tangos. 
Assault operatives have also got strong health 
and speed, which makes them part of your 
frontline strategy. 

DEMOLITION OPERATIVE 

Protected by the strongest armor, the Demoli¬ 
tion operative totes the most explosive power of 
the group, carrying frag grenades, a demolitions 
kit andt i standard-: 
pistol just in case. Ubi Soft suggests that the best 
use for the Demolition operative is to prop him 
up in the front of any team, because of his strong 
health and armor. 

RECDN OPERATIVE 

The Recon (short for reconnaissance) operative 
possesses the high stealth and speed to go 
behind enemy lines and get the sneak peek at 
tango operations that are critical for planning a 
mission. Recon operatives are equipped with 

and a pistol. His heartbeat sensor clues the team 
in on nearby tangos on the mission map. 

SNIPER OPERATIVE 

Plan to cover your back with the Sniper opera¬ 
tive, who has high aiming and stealth skills. 

ments or buildings with large interiors to make 
the most of his very long-range shooting capa¬ 
bility. Sniper operatives will be equipped with 
light armor, a pistol and, of course, their essen¬ 
tial sniper rile. 

*s' 
: I; 
igglfSP D. Chave: 
-Assault Stealth 

if " IM 



GOOD TEAMWORK 

After our pathetic first attempt to rescue the hostage 
in Cooperative Mode, we played through a few more 
times and eventually realized that one person had to 
be the leader, taking feedback but ultimately calling 
all the shots clearly, coolly and descriptively. Eventu¬ 
ally, we got our game down and won the day. 

Once you’ve disengaged from the 

specific operatives and pick up 

Assault guy and need another 
Assault operative to help you rush 

Using the above techniques, you 

Let’s say you hear a tango ahead. 
You could drop your weak Recon 

guy off out of harm's way, position 

your Sniper at a vantage point, 
then draw the tango into your 
strategic spiderweb. 

3 shots until h«*s ii 

ETEVEN: “I’ll nanual-target. Tou charge in." 
PATBs “Good plan. Okay, 3... 2... 1. Go!" 
STEVEN: “I’n targeting. I’m targeting! Tango down?" 
DATE: “ESP, hold your fire. “ ‘ 

heard; 
ETEVEN: “Sou scout. We’ll trail you fron a distance.” 
DATE: “Good thinking. Okay, this gallery’s clear.” 
STEVEN: “Extraction point should b« just ahead, 

right?" 
DATE: “There’s the door! Mission eonpleted. Hostage 

GAME BOY , 



easier to tell apart when heard. 

BREACHING 
Breaking into a room by blowing a door down. In Rogue 

INSERTION ZONE 
The spot where the team begins it; 
the most strategically sound spot 

TALKING THE TALK 
Rogue Spear is filled with Tom Clancy jargon 
from his covert world of secret missions. Ubi 
Soft armed us with some useful explanations. 



^tionron»nerG5!| 

Kapcomtsliiimeiessih.iqntinq Masterpieces 
Ifeonquetltne^amefBov Advance System. 

GAME BOY advance™ 
■ . ;■# 3 capcom 
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engine to further her career, the fate of the world depends on one slightly 
underpowered half-genie named Shantae. The harem-pants-wearing hero has 
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Wafer ^-realUre 

%gmrnr"i 
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nack the grill in the upper right of Attack the little round enemy before you reach the first platform or after 
le first room to make your way into you're already there. Blue enemies will pop up out of the water. Smack 
_ them yduf (,ajr or wajt unt|| they return to the water to continue. 

GAME BOY COLOR | SHANTAE | 135 _ 





Many brilliant adventures await players savvy enough to pick up this Pak. Shan- 
tae dances her way through dozens of clever puzzles and difficult dungeons on 
her enemy-laden journey to defeat Risky Boots. Developer WayForward 
(Wendy: Every Witch Way) proves that great things can come in GBC packages 
with this enormous, challenging, complex and entertaining game. 9 

TV\e ye ^as \T Ji|p 

The monster guarding the fountains ancient relic, the Drib¬ 
ble Stone, is very tough. Practice your dance before you 

W TV\e tEyebaM tETye 

Save up 300 

the Fighter^ 





Surging adrenaline. 
Intense thrills. Sweaty 
palms. There's only 
one place to be when 
you're a diehard 
Nintendo® fan. We 
pack as much fun into 

Whether you're 
looking for the latest 
GameCube” or 
Game Boy® Advance 
games, or the coolest 

that make your 

you'll get it all here. 

5 Off 

best 
boy 

TurnOntheFun 

© 2002 Best Buy 









Balance is everything in the two- 
man bobsleigh event. Watch the 
racing line indicator and keep the 

“ « j 

It's easy to let one miss in the 
snowboard slalom snowball into 

down and correct your path. 

f 
&_t_i 
The key to success in the skiing 
slalom is control. Build up speed 
if you can, but not so much that 
you miss gates. 
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CONSTRUCTION ZONE 
Sega's ChuChu Rocket for GBA stars cats and mice, but you < 
critters with some of Sega’s other popular characters by using the games Let’s 
Create a Character Mode. Refer to the picture grids below to create a Super Mon¬ 
key Ball or Sonic the Hedgehog theme for your game. To soften the edges and add 
dimension to your creations, select Color then edit your palette. By adjusting the amount of red, 
green and blue in your colors, you can create subde shading effects. Once everything’s picture perfect,; 
your characters—the upper save slot replaces the mice while the bottom save slot replaces the cats. 

SUPER MONKEY BALI. 

Aiai the monkey can chase bananas, and Sonic 
the Hedgehog can chase rings in ChuChu 
Rocket. Re-create the grids on the right in the 
game's Let's Create a Character Mode. 

CUSTOM CHARACTERS 

you'll need to reuse a 

Mrisr* 

ilEifcrH 
Dial 
Sonic the Hedsehos 

2 

"VOL. 152 ANSWERS: Pokemon Puzzle League 
Puzzle 1: C7<-»D7 
Puzzle 2: C3 «-* D3, C3 D3 (while the first move is in motion) 
Puzzle 3: C5 <^D5, C2 <-*D2 (while the first move is in motion), D3 <-»E3 (while the first two moves are in motion) 

ENTER THE ARENA 
Mail us your Twisted Challenges or send us a photo of your high; 
for this months Arena Challenge. E-mail your digital photo or se: 

the envelope). Include your full name and mailing address in your e-mail 
on the back of your photo. We'll print the names and scores of the top five 
qualifiers in a future issue. If we print your score or Twisted Challenge, you’ll 
receive an NP T-shirt. Entries must be received befor March 4,2002. 

S £ -BOLTS 







ESPN INTERNATIONAL WINTER SPORTS 2002 
Stay cool with Konami’s 10-event sports extravaganza. 

ESPN 
lal Winter Sports fall into an unusual subgenr 

of sports games, since they tend to highlight timin 
and rapid-fire button tapping rather than tech 
nique specific to the event. In the Moguls < 
example, you don't have 
along the fell line—you’] 
perfect path between the bumps by tapping L ant 
alternately in perfect rhythm. While it may not con¬ 
vey the sensation of the event, Konami's test of dex¬ 
terity will please fans of rat-a-tat tapping. 

For gamers who want more control, the Down¬ 
hill, Slalom and Bobsleigh competitions are good 
bets, because they give you the freedom to swerve 
and steer wherever you see fit. The Halfjpipe event 

freestyle as it should be since you can 
.st out only the combo that appears on-screen. 
ie action freezes to display the required trick, 
the stop-and-go setup might disappoint fans 

mt games like SSX Tricky, 
worry about steering While most of the games 10 events offer fleeting 

tically find the satisfaction, Curling and Figure Skating whip up 
replayable fun. Curling demands strategy and pre¬ 
cision, while Figure Skatings rhythm-game 
turns the sport into a zippy version of PaRappa th< 
Rapper on ice. If you like quick fixes of short-tern 
entertainment and dig games that test your 
skills, you won't be left cold by Konami’s 
looking mishmash—you’ll be cool with it. 

COMMENTS: Andy-Until 
PaRappa, I'll be playing the Figure 
ing event nonstop. I felt so ... 
Scott—The play control in some 
tries to mimic the physical experiei 
the real event. Unfortunately in 

SMASHING DRIVE 
Hit the streets and everything on them in Namco’s reckless racer. 

but the third taxi racer to hit GCN shares little in 
common with the drive-and-deliver setup of the 
Sega game. Like Crazy Taxi, Namco's Smashing 
Drive gives you the keys to a virtually unstoppable 
cab that can plow through traffic and bounce cars in 
the air like they’re toys. From there, the similarities 
end—Smashing Drive owes more to San Francisco 
Rush because it sends you on a reckless race down 
city streets stocked with outrageous shortcuts. 

The Risky Routes are the highlight of the game, 
and you can smash through buildings 

boat, catching a lift from a water fountain, and 
defying gravity on a vertical cruise up the side of a 
skyscraper to chase King Kong. Based on an 
arcade game, Smashing Drive was designed to 
keep you on the go, so you’ll rarely spin out or get 
hung up when you scrape by obstacles or building 
comers. To prevent the fest-paced action from 
screeching to a halt, the game lines the edges of your 
path with invisible barriers that help funnel your 
cab down the right track. Paired with power-ups 

launch (such as monster truck tires and a horn that blows 
•osting up traffic), the sleek design lets Smashing Drive dc 
nclude what it’s supposed to—deliver 10 courses filled with 

crashing through glass-encased exhibits in a high-speed, reckless thrills and instant arcade fun. 
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CASTING CALL 
Write a brief review and include your rating in stars for a current online—just search for them at, www.nintendo.com and dick on - 
game, then e-mail it to us at nowplaying(a)nintendo.com (please “Cast your vote." We'll print reader ratings andportions of con- 
indude your, name and hometown). You can also rate games structive ancj insightful reviews in future Now Playing artides. 

To describe their unique, ®©@©@©©®#® JASON: ©##®©@®® <§>(§) 

ZrrlriticsShaTCl°kcdNto ©©©••©@®@® * ©•©©©•®@©@ 
game genres in order of prefer- CHRIS: ©®#@@®#@®® SCOTT: ©@®®@®©##® 
ence, with the favorite type of 
game appearing first. GEORGE: @©®®®®©@®@ 

ESRB RATINGS 
The Entertainment Software 
Rating Board evaluates each 
games content and assigns one 
of the following ratings to 
reflect the appropriate age 
group for the game. 

■ 

P| Early Childhood Eileen (13+) f|| 

|j^*3j| Everyone |[^jj Mature (17+) |[^| 

Adult (18+) 

Rating Pending 





WMERRORN WAVE RACE CHALLENGE 
Welcome to the second Wave Race Challenge, hosted ( ueaaime: \ 

by Ricky Winterbom. Held in Dolphin Park under V arc lit y 
sunny conditions, this Stunt Mode challenge is to earn the 

highest possible total score from the course. To take the challenge, enter the password below 
nto the game's Password menu. Choose any character. After you complete the race, the game 
11 provide you a 24-character results code. To enter the contest, you must send your results 

code and top score on a postcard as detailed below. 

\« iiUSING THE PASSWORD 

The competitor with the highest score will win a new 32" 
TV and a trip to Nintendo and Nintendo Software Tech¬ 
nology Corp. in August! 

| ^ ▼ SUBMITTING THE RESULTS CODE \ 

Once you've completed the challenge, enter your initials to receive your 24-character code. Write it down, 
along with your total score. You can take the challenge as often as you like, but send in only your top score 
and its corresponding code on your Ricky Winterbom Wave Race Challenge entry. Make sure the letters 
and numbers are written clearly and in the correct order. Illegible or improper codes will invalidate your 
entry. Persons over 13 years of age can also enter online atwaverace-bluestonn.com/npenterditnil. 

MAIL YOUR ENTRY TO: 
RICKY WINTERBORN 
WAVE RACE CHALLENGE 
P.O. BOX 3481 
REDMOND, WA 98073-3481 
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sh Bros. Melee fan should be without the only 
from the experts at Nintendo. 

Look what's inside 
the Official Super 
Smash Bros. Melee 
Player's Guide: 

Secrets to unlocking all 
the hidden characters 

All the moves, stages and 
classic combos you can't 
win without 

Adventure Mode walk-throughs 
and maps 

nrget Test strategies lor every 



Vou found the 
Ocarina! 

Includes a Songbook and Tutorial with simple 
finger notation for many songs and fancy tricks, 
plus Lullabies, Serenades and Minuets! 

Made from high-fired Ceramic in 3 styles: 

• SWeet Potato (octave +1) 

Extended Range Suieet Potato (octave +4) 
Includes Extended Range Songbook plus Regular Songbook I 

Raku Pendant Ocarina (with necklace) 

can also order: 

Silk Carrying Case 
(padded, w/zipper, handle and embroidered dragons) 

ocartna.com 
h 

Pricing Info: 

Sweet Potato Ocarina..$39.95 
Extended Range Sweet Potato...$49.95 
Raku Pendant Ocarina.. 
Dragon Boy T-Shirt. 
Silk Carrying Case. 
Songbook II-- 

Shipping Info: 

Shipping & Handling. 
(Please " ' ' ' ' ' 

Priority Shipping.... 
(When available, allow 2-4 days for delivery.) ’ 

send checks (U.S. only) payable to: Y 
Songbird Ocarinas * 

4IOAnacapaSt 

.$10.00 

a . 
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