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THE GYROCOPTER HAS AN ALTITUDE CEILING 

OF AROUND 505 METERS, BUT WHY WOULD 

YOU WANT TO BE SO HIGH UP WHEN THE 

SCENERY IS SO GORGEOUS? 

$64, 000° 
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© THE SHOCKING DEPTH OF COLOUR IN 

EVERY SCREEN OF PILOTWINGS 64 

MAKES IT AN OBVIOUS 64-BIT GAME 

WHEN YOU SEE IT, AS PARADIGM’S 

MILITARY FLIGHT SIMULATION 

KNOWLEDGE HAS CLEARLY HELPED 

THEM IN MAKING THE LANDSCAPES 

AND MOTION MORE REALISTIC THAN 

ANYTHING EVER SEEN ON A HOME 

CONSOLE BEFORE. ON LEVELS WHERE 

YOU CAN FLY CLOSE TO STONE BRIDGES 

OR THE CASTLE, THE DETAIL ON THE 

SURFACES GETS BETTER INSTEAD OF 

WORSE THE CLOSER YOU GET — 32-BIT 

‘SYSTEMS HAVE THE EXACT OPPOSITE 

EFFECT. 

THE BONUS SKYDIVING GAME IS VERY TRICKY, 

HAVING TO COMPLETE AS MANY FORMATIONS 

WITH OTHER PILOTS AS YOU CAN BEFORE 

BREAKING THROUGH THE CLOUD AND LANDING. 

Can there be a game with 

more of that crucial pick-up- 

and-play appeal than the 

dazzling Mario 64? Think about it. If 

you have ten minutes before you have 

to be somewhere, that kind of time 

isn’t going to get you anywhere in 

Mario’s world, is it? It usually takes 

way longer than that to complete a 

level, but not with PilotWings. Even if 

you don’t make it, you can play 

through a full test from beginning to 

end within ten minutes. That is the 

reason for PilotWings being more 

friendly and less daunting. Nintendo 

themselves must have great faith in 

this title, if only because the Japanese 

TésT 1 Novice Rings 

| Fly through 
land on the 

RELAX. NINTENDO WOULD HARDLY SEND 

EVER FROST ISLAND HAS DANGEROUS 

MOUNTAIN PEAKS THAT CAN CATCH YOU BY 

SURPRISE IF YOU’RE CONCENTRATING ON 

THE RINGS, AND SOME STRONG WINDS. 

and American launches of the N64 

were accompanied by just two games: 

Mario 64 and PilotWings 64. 

TAKE FLIGHT 
The challenges in PilotWings are set in 

the skies above four beautiful islands, 

flying in Hang Gliders and Gyrocopters 

or blasting around using the Rocket 

Belt. As is the custom, further weird 

and wonderful forms of flight become 

available with the completion of certain 

tasks, but most of your time will be 

spent in the air with one of the initial 

three. 

The idea is to graduate from the 

lowest classes for each vehicle to the 

top. In order to do this, you are set 

various tests which you must perform 

with each of the craft around the 

islands, and these are usually simple 

things like flying through rings in the 

Gyrocopter, or photographing 

something while flying the Hang Glider. 

The differences in control between the 

Gyrocopter, Hang Glider and Rocket 

Belt are huge though, and each will 

take some considerable time to master. 

Beginning with the Gyrocopter, the 

best way to learn to pilot it well is to 

have a good concept of how it works. 

The little propeller at the rear is what 

controls your forward speed, while the 

big propeller above the pilot acts more 
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THE ART TO THE SKYDIVING BONUS GAME IS 

GETTING EACH FORMATION OUT OF THE WAY 

AS QUICKLY AS POSSIBLE. YOU’LL FIT MORE | 

INTO THE TIME AND SO GET HIGHER SCORES. | 

BY THE TIME YOU GET TO THE JUMBLE 

HOPPER BONUS GAME, IT SHOULDN’T 

PRESENT ANY SIGNIFICANT PROBLEMS TO 

YOU — YOU’ LL BE A PILOTWINGS PRO! 

YOU INTO A SCARY NEW WORLD WITHOUT 

AMPLE GUIDANCE, WOULD THEY? FRIENDLY 

ADVICE IS GIVEN BEFORE EACH NEW TEST. 
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YOU NEED A CERTAIN KIND OF EITHER FAITH OR INSANITY TO ATTEMPT 

THIS TREACHEROUS, DEATH-DEFYING RUN IN THE HANG GLIDER. ONE 

WRONG MOVE OR GUST OF WIND CAN SEND YOU CRASHING INTO THE 

SIDE OF THE CHANNEL. THOUGH. 

MEMORY: 

Two INDEPENDENT 

SAVED GAMES, SIX 

PHOTOS. 

-ONTROLLER PAK: 

EXTRA SAVE GAMES 

ONLY. 

Memor 
Options 

like the wing of a plane. The A button 

controls how much power goes to the 

back propeller, while the Control Stick 

moves the rudder and flaps at the back 

in full analogue beauty. 

The innovative analogue pad that 

comes as Standard with the N64 lends 

itself so well to flying this light aircraft, 

and after a little practice the degree of 

HOLIDAY ISLAND IS A SWEET LITTLE 

FANTASY PLACE WITH A KIND OF FAIRY TALE 

FEEL TO IT. WHEN YOU KNOW YOUR WAY 

AROUND, TRY FLYING UNDER THE BRIDGES. 

THESE CUTE WHALES CAN BE FOUND ALL OVER THE PLACE, EMERGING 

| THROUGH THE SURFACE OF THE WATER. THEY DON’T EXPLODE INTO A 

MASS OF SMOKING BLUBBER WHEN YOU HIT THEM WITH A MISSILE 

Pilot Wings 

Flights of fancy 

Ste LEVEL PROTS 

SEA LEVEL 

fluidity which you can achieve in flight 

is amazing. The limitless supply of 

onboard missiles are still available on 

levels without anything to shoot, so 

you can just fly around launching them 

at boats and buildings if it takes your 

fancy. 

If you’re in any doubt about the 

power of the Nintendo 64, just let your 

jaw hit the floor as you gaze at the 

scenery which passes Slowly and 

smoothly below you during flight. 

There is simply no pixelation to be 

seen, and the ground only distorts 

slightly if you land and stare at it - 

not something you need to do. 

WALKING IN THE AIR 
The Hang Glider is powered in a very 

different way: just like the real thing, 

you have to depend on certain 

airflows to provide sufficient lift to 

keep you airborne. To make this 

possible in PilotWings 64, creator 

Paradigm has made circular columns 

TiHe 04°39" 48 
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SPEED PHOTO 

TAKE A PICTURE, QUICK! 

IT’S A STARRY NIGHT, AND YOU’RE JUST IN TIME TO SEE THE SHUTTLE LAUNCH. 

of warm air visible on both your 

radar and in the playing 

environment, and you sail into 

these zones to lift the Hang 

Glider higher in the air before it 

starts to fall slowly and silently 

again. There is a whole different 

feel to piloting the Hang Glider as 

opposed to the Gyrocopter, 

particularly because there is no 

engine noise, and obviously you 

are flying at a greatly reduced 

rate. A more relaxed, peaceful tune 

plays as you fly too, and enhances 

the airy, floating sensation. 

All you are ever required to do 

when flying the Hang Glider is 

guide it through rings or 

photograph something, sometimes 

both on the 

same level, and 

the aerial 

photography is 

made simple for 

you. Just hold 

BIRDMAN’ *” 
IF YOU CAN FIND THE RIGHT STAR HIDDEN NEAR 

THE COAST ON ONE OF THE ISLANDS, YOU WILL 

BE GIVEN THE BIRDMAN MODE AS AN EXTRA 

GAME! FLY AROUND, EXPLORING FOR AN 

UNLIMITED AMOUNT OF TIME, NOT 

CONSTRAINED ANY LONGER BY THINGS LIKE 

FUEL OR EVEN WIND — JUST FLAP! 

CANNONBALL RUN? 
ONE OF THE MORE AMUSING BONUS GAMES 

INCLUDED IS THE CANNONBALL GAME. PICK A 

PILOT, AND FIRE HIM OR HER OUT OF A HUGE 

CANNON! THE IDEA IS TO AIM FOR THE 

BULLSEYE ON THE MASSIVE TARGETS ON EACH 

STAGE, BUT REMEMBER TO ALLOW FOR THINGS 

LIKE WIND AND GRAVITY! 

THE LAST STAGE OF 

THE GYROCOPTER 

TAKES PLACE ON 

EVERFROST ISLAND 

AND AS WELL AS 

PERFORMING YOUR 

STUNTS, YOU MUST 

WATCH OUT FOR 

FROSTBITE! 
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FY Review my or EY 
The Cast 
DUE TO THEIR DIFFERENT SIZES, EACH OF THE SIX CHARACTERS REACT DIFFERENTLY TO YOUR CONTROL. THEY CAN BE SPLIT UP INTO SMALL, 

MEDIUM AND, WELL, FAT. 

LARK’ AND Kiwi’ GOOSE’ AND IBIS‘ 
HANG GLIDER: BECAUSE THEY’RE SO SMALL AND LIGHT, THEY HANG GLIDER: NOT SO SMALL AS TO HAVE HYPER-SENSITIVE 

REACT SENSITIVELY TO THE CONTROL STICK. REACTIONS, NOT BIG ENOUGH TO BE SLUGGISH. SOMEWHERE IN 

ROCKET BELT: THEY ARE NOT SO HEAVILY AFFECTED BY INERTIA BETWEEN. 

AND MOMENTUM AS THE OTHERS, BUT GET BLOWN AROUND BY ROCKET BELT: AS THEY’RE HEAVIER, THE WIND DOESN’T AFFECT 

THE WIND RATHER EASILY. THEM BUT THEY SUFFER FROM BAD INERTIA. 

GYROCOPTER: THEIR SIZE DOESN’T BRING THEM ANY REAL PROS GYROCOPTER: THE BEST PAIR FOR GYROCOPTER MISSIONS, VERY 

OR CONS ON THE GYRO EASILY MANOUVRABLE 

HAWK? AND ROBIN® 
HANG GLIDER: THESE 

CHUNKY OVERFED PILOTS 

ARE SLOW TO REACT ON 

THE HANG GLIDER. GO 

FOR LARK OR KIWI FOR 

THESE MISSIONS. 

ROCKET BELT: HAVING 

BEEFED UP ROCKET 

BELTS TO COMPENSATE, 

THEY HAVE AVERAGE 

PERFORMANCE AND 

__ REACTIONS. 

GYROCOPTER: LIKE THE 

HANG GLIDER, THEY ARE 

FAIRLY DIFFICULT TO FLY 

WITH BECAUSE OF THEIR 

SIZE. NO MORE es 

COOKIES. 

GYROCOPTER GROUND, SO IF YOU WANT TO HEAD 

Tee tet cu ue ecco SOMEWHERE IMMEDIATELY UPON 

TESTS WILL NOT START UNTIL YOU TAKEOFF YOU CAN PUSH THE STICK 
START MOVING BY PRESSING A, SO HARD [0 ONE SDE AS OU 
specie no acento ACCELERATE ALONG THE RUNWAY 
eoeece tu rc WITHOUT FEAR OF JUST TRUNDLING 
oe ONTO THE GRASS. THIS IS OFTEN THE 

MN 

S 
wi BEST WAY TO BEGIN THE METAL SHOOT SOMETHING, EITHER SWITCH TO THE EXTERNAL VIEW. AS 
wv HORIZON MISSION (TEST 2 IN CLASS BALLOONS, TARGETS OR MECA HAWK, FOR LANDING, YOU SIMPLY DON’T 

& B) WHERE YOU ARE ASKED TO IT IS ADVISABLE THAT YOU SWITCH WANT TO ATTEMPT IT WITHOUT 

7 DESTROY ALL THE TARGETS AND TO THE INSIDE VIEW (PRESS R) TO BEING ABLE TO SEE THE WHEELS, 

S$ : LAND. THE FIRST TARGETS ARE VERY GET THE GYROCOPTER OUT OF YOUR ESPECIALLY AS LANDING IMPACT IS 

w CLOSE TO THE END OF THE RUNWAY FIELD OF VISION WHILE AIMING. ONE OF THE AREAS YOU ARE BEING 

= AND SO YOU CAN OFTEN OVERSHOOT BECAUSE YOU HAVE NO SENSE OF ASSESSED ON. A ROUGH LANDING 

N THEM STRAIGHT AWAY, USING UP THE SIZE OF YOUR GYRO WHEN WITH ANY OF THE VEHICLES CAN 

On : VALUABLE TIME HAVING TO FLY BACK USING THE INSIDE VIEW YOU WILL MEAN ANYTHING FROM LOSINGA 

(q0} SN TO TRY AGAIN. PROBABLY FIND IT MUCH EASIER TO FEW POINTS FOR LANDING ACCURACY 

e if 4 4 cm | i WHENEVER YOU ARE PLAYING A MAKE IT THROUGH DIFFICULT SPACES AND LANDING IMPACT TO A 

s TT ee an MISSION THAT REQUIRES YOU TO SUCH AS UNDER BRIDGES IF YOU BOUNCING SPINNING DEATH. 



PilotWings“ 

We say: Up, up and away! 

SEA LEVEL 

down the Z button and the red frame Scoring is awarded on how close your landing the damn thing, and getting you need to take care not to make the 

appears. When you let go of the pictures are to what the message at the perfect landing can be a real glider lose altitude too quickly, as you 

button, whatever was visible at that the beginning of the test said was your headache. More on this in our guide can’t be saved unless you can get to 

time within the red border will be on aim. The most difficult part of the over the next few pages. 

your film. You get six pictures per test. | Hang Gliding experience however is Control is as you would expect, but 

HANG GLIDER 
THE MOST DIFFICULT PART OF 

FLYING THE HANG GLIDER IS 

GETTING A PERFECT LANDING. 

YOU WILL PROBABLY FIND YOU 

CAN DO THE REST OF THE 

MISSIONS FLAWLESSLY WITH 

- oe PRACTICE, BEFORE YOU LEARN 

OU kesh : 45 = THE CORRECT METHOD OF 
SPEEG SEA LEVEL LANDING. THIS CAN HAVE THE 

EFFECT OF KEEPING YOU STUCK 

IN A CERTAIN CLASS WHICH YOU 

SHOULDN’T BE IN ANYMORE, 

BECAUSE YOUR TOTAL SCORING 

OUT OF 100 CAN SUFFER THE 

PENALTIES OF A BAD LANDING 

AND HINDER YOUR PROMOTION 

EVEN IF THE REST OF THE TEST 

WAS DONE WITHOUT FAULT. 

GET IN AS LOW TO THE GROUND 

AS YOU POSSIBLY CAN, BUT 

FACING FORWARD SO THE GLIDER 

1S ALIGNED HORIZONTALLY WITH 

THE GROUND, AND COME IN AS 

SLOW AS YOU CAN OVER THE 

LANDING SPOT. JUST AS YOU 

BEGIN TO FLY OVER THE TARGET 

AREA, PRESS AND HOLD A, AND 

IF YOU WERE LOW ENOUGH YOU 

WILL GET A PERFECT LANDING. “4 magazine Volume 1 °°” 
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the next warm updraft. Gently banking 

by just moving the Control Stick a little 

off center, and turning shallow is the 

way to do it. 

WINTER BREEZE 
The most challenging way to fly is 

with the Rocket Belt though. The 

control is like nothing you’ve ever 

experienced before, and you are 

TO GET A GOOD SHARP TURN IN THE 

GYROCOPTER WITHOUT HEADING OUT TO 

SEA TOO FAR, PRESS AND HOLD B AS YOu 

DIP THE NOSE AND TURN. THIS WAY YOU 

WON’T WASTE FUEL AND YOU’ LL SAVE TIME! 

bound to knock against a few 

buildings until your confidence 

increases. Moving the control stick 

left or right causes your pilot to 

rotate in that direction, and moving it 

up or down tilts the twin rockets 

forward or back. There are similar 

tests to the other vehicles in that you 

sometimes have to manoeuvre 

through the usual rings, but things 

SOMETIMES THE BEST WAY TO STAY IN THE 

AIR LONGER WHEN FLYING THE HANG 

GLIDER IS TO TAKE A BIG DIVE STRAIGHT 

DOWN, GAIN SPEED, AND HEAD BACK UP 

INTO THE AIR. 

61 keh 
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can get far more dangerous with the 

Rocket Belt. For a start, the rings will 

often be situated in more confined 

areas, like between the buildings of 

a city, and the odd controls don’t 

make it easy to avoid touching the 

ground every once in a while, and so 

Scraping two points each time off of 

your final score. You even end up 

having to navigate your way through 

IF YOU FIND THE TIME, TAKE OUT SOME 

UNQUALIFYABLE FRUSTRATION BY ZIPPING 

OFF MISSILES AT QUAINT LITTLE CIVILIAN 

SETTINGS. A HEALTHY MIND IS IMPORTANT 

IN A PILOT, SO TAKE NOTE. 

AS POSSIBLE AFTER ONE 

ANOTHER. YOU'LL BE SURPRISED 

HOW MANY TIMES YOU CAN CATCH 

HIM TWICE USING THIS 

TECHNIQUE BEFORE HE YELLS AND 

RUNS AWAY. GETTING TWO SHOTS 

eS Ural 
Ereenm 

IN ON A SINGLE FLYBY WILL 

GREATLY REDUCE THE AMOUNT OF 

TIME YOU HAVE TO SPEND IN THE 

AIR TOO, SO YOU CAN LAND MUCH 

SOONER AND PICK UP THOSE 

TIME POINTS! THE MOST LIKELY 

an underground tunnel that cuts 

through one of the islands, and it’s 

the kind of journey that has your 

heart rate speeding and your hands 

sweating. On later levels you are 

required to push a huge ball around 

the scenery by bumping into it, trying 

to roll it towards the defined target 

elsewhere on the island, and for this 

you really need to master the quirky 

ON THE WAY TO PHOTOGRAPH THE 

SMOKING CHIMNEY WHILE FLYING THE 

HANG GLIDER, TRY NOT TO GET TOO CLOSE 

TO THE SMOKE — IT’S HOT! You DON’T 

WANT TO END UP BOILED IN THE BAG. 

iie 
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WAY TO RAPIDLY SHOOT MECA 

TWICE OR MORE IS IF YOU 

MANAGE TO COME IN BEHIND HIM, 

BEARING IN MIND THAT PERFECT 

30 METERS ALTITUDE, AND SHOOT 

HIM IN THE BACK. WHEN THE 

controls and learn to hover without 

using up too much fuel. 

BIRDMAN OF ALCATRAZ 
The best asset which PilotWings 64 

has is the immense freedom offered 

as you fly around these great 

landscapes, exploring the area for as 

long as there’s fuel in the tank. A trip 

on the Little States island (a scaled 

down version of the USA as the name 

suggests) can keep you enthralled 

for long periods of time, buzzing 

such faithfully reproduced details as 

the Seattle Monument, the Statue of 

Liberty just off little New York, or the 

launching space shuttle at Cape 

Canaveral. 

With moments of both total 

tranquility and frantic action, 

PilotWings 64 is an excellent game to 

accompany your new super console, 

and although it’s pretty, prolonged 

playing has shown that it’s not 

just a looker. 

FIRST SHOT HITS, HE’LL RAISE HIS 

ARMS AND RUN AWAY, BUT 

NORMALLY HE’LL RUN FORWARDS, 

SO THE SECOND MISSILE SHOULD 

CATCH HIM TOO BEFORE HE RUNS 

OUT OF RANGE. 

SEA LEVEL 

PilotWings”™ 

L: Nothing 

B: Flare/ 
weak thrust/ 
idalaeyaacsmele) in 

R: Viewpoint 

A: Flare/ 
strong thrust/ 
idg}celan(emele) 

Yellow Up: Look down ¢ Yellow left: Look 
left * Yellow right: Look right « Yellow 
Down: Look up. 

D-pad: Not Z: Take Picture/ 

used airbrake/ missiles 

Summing up: 
A GAME WITH FANTASTIC GAMEPLAY 

THAT IS BOUND TO BECOME A 

CLASSIC. PICK IT UP. 

We say: Up, up and away! 
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Bot a vig —o MINI Then get this! 
printed in the.UK * a Paragon Publishing magazine 

The reason dinosaurs 

became extinct 
ties 

magazine 

Uper 
Mario” 

ast! Mario is back in his 

greatest adventure to date! 

duge 12 page review ofthe ~— 

sreatest Star Wars game ever! 


