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AS JAMES BOND, AGENT 007, YOU MUST STOP THE
MYSTERIOUS TERRORIST KNOWN AS JANUS FROM USING
THE DEADLY GOLDENEYE SATELLITE TO BLACKMAIL THE |
WORLD. WE HAVE A TOP SECRET FILE CRAMMED WITH
MAPS AND TIPS FOR COMPLETING EVERY MISSION ON
EVERY DIFFICULTY LEVEL. FOR ENGLAND, JAMES.




CONTENTS

MUL.TI RACING Volume 99 August 1997
CHAMPIONSHIP

We took Ocean’s Multi Racing STRATEGY

Championship for a supremely
smooth test drive, and now it's GOLDENEYE 007

your turn to get behind the wheel

of the most exciting racing game MULTI RACING CHAMPIONSHIP
yet for the N64. Shift into high STAR FOX 64

gear with eight pages of racing

strategies and course maps from TETRISPHERE

the Nintendo Power pit crew.

You'll swear you can feel the ROBOTARON 64
rumble and throb of 500 horse-
power beneath your fingertips! BRUNSWICK WTOC

KEN GRIFFEY JR. PRESENTS: MLB
P.30 TETRIS PLUS

STARFOX 64
Even if you've won the final battle against SPECI AL FEATURES

Andross, the war is not over yet! Our top mili-

tary strategists have come up with mission MISCHIEF MAKERS PREVIEW

plans that will help you score hit points and

gold medals in every stage of Star Fox 64. Not BLAST CORPS COMIC:

only will you be a decorated war hero, but
you'll also enable a hidden extra mode with EPISODE THREE
tougher missions and new Vs Mode features.

EVERY ISSUE

PLAYER’S PULSE 6

POWER CHARTS 8

MEESSIFIED INFORMATION 38
HENYEcR’S POLL CONTEST 82
COUNSELORS’ CORNER 84
ARENA 92

NOW PLAYING 94

PAK WATCH 98

NEXT ISSUE 106

GAME LIST 106

TE — R E

If you're looking for a fresh challenge, you've
come to the right place. Tetrisphere’s 3-D puz-
zles will tax your physical and mental skills to
their limits. Our seven-page review will give you
everything you need to flip, nip and tuck your
way to Tetrisphere success—but we still can't
guarantee that youwan't have conniptions
along the way!




- ©1997 Nintendufns . Game by
Rare. © 1962, 1995 Danjaq, Inc. &
U.A.C. All Rights Reserved. © 1997
Eon Productions Ltd. & Mac B. Inc.

The Cold-War-is.0

the former Soviet s-of-ma .

One such device is the GoldenEye Satellite,/a space
¢ of delivering a devastating electro-

ning with th untimely demise of his friend and equal
Alec Trevelyan, British Secret Agent 006.
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GOLDENEYE 007

i

CAMERA'S R&LING..,ACTION 007‘9’

me exciting, actloﬁ-packed cinematic sequEnccs to Monty
Norman’s famous lal‘kcs Bond theme. mﬁ/}c, GoldenEye has al
the elements to make\you feel- Ilke/you re the leading man in
major motion plcture e animation sequénces also serve/a
double purposewﬂwese scenes contain vital cl d(es that will assist
you in meet’ ing your mission objectives. \
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SUA VE/ ND S OPHISJ'ICA TE

Bemg a secret agent means yoé\re in the mtelhgen e business—you‘re
required to use an equal measuye of-brains with your brawn. Many
mission objectives involve hr/eakignfilnto computer sf'ystems or locating™
and identifying allies at can assist you in your cause, which mirrors

Most first-person

perspective games

mvolve blasting

everything in sight,~

but GoldenEye chal- e -
lenges players to use their brains
with their brawn; espeeially
stealth missions in whichh
must locate allies oprfick in
computer systems. If

ize an innocent bystande
destroy the wrong com

your mission will be a failur
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TOOLS OF THE TRADE 00

GoldenEyejs packed wﬂ]* guns and gadget y While many first-person games focus

on creating
ers are rewar

rnage, th?developers at

might find easy ways oyt of their predicaments.

ally more than one wa;

ul]

until vou _cemplete

and get out of the scenario alive. The ot
files contain brief summaries of the sitpia-
tion and notes fiom your meetings or ¢on-
, Q and Moneypenny.

versations. with

INTENDO POWER|

@B@ETS

Espionage in the Information Age
has changed significantly since
the days of Dr. No. While 007
still carries his micro spy cam-
era, most of his new equipment
includes covert modems, door
decoders, automatic bomb
defusers and high speed data
copying devices.

@MD@UNS

Pistols are easy to conceal, mak-
ing them the primary weapons for
most missions. Some handguns
can be fitted with silencers and
are ideal for covert assignments.

{ Other pistols have tremendous

power and are capable of firing
through doors and thin barriers.

—@memzc WEAPONS

The game features a massive
arsenal of automatic weapons
with various rapid rates of fire.
While these weapons are effec-
tive for holding large groups of
enemies at bay, most automatics
will recail slightly, throwing off
your aim as you fire repeatedly.

re added lots of cleaver devices, and play- i
for chgosing the ap ‘opriate tool for a given situation. There’s usu-
to complete a mission, and if players use the:r brains, they

@ 7
ol Bond's arsenal is filled with volatile
i explosives ranging from grenades
and plastic explosives to three ver-
sions of specialized mines. All mines

almost any kind of surface you'll find

in the game. Remote mines
are activated by a detonator

1 you carry on your watch, but

timed mines have a five

second fuse, so you must
lant them and run for cover.
roximity mines explode

when they sense motion—

| remember where you place

them so you don’t stumble
into your own trap.

@ECEAL WEAPONS

Q has a couple of fancy
weapons you can easily con-
ceal, like your handy Watch
Laser. There are other spe-
cial weapans hidden in
crates and alcoves through-
out the game. If you're
resourceful, you'll find that
these devices have multiple
applications.

—@JEC?WES

M BREFNG:
Hu e rtmd

M will brief you on your mis-
sion and give you detailed
background information out-
lining the key objectives nec-
essary for fulfilling your
assignment.

Q always has a tip or two on
how to use his gadgets in the
field. You'll receive special
tools to use on certain mis-
sions. Try to return them in one
piece.

| OHMSS
00 Agonl: Jimes Bond
Mission & Atkangelsk

The number of objectives on
amission increases when
you pick a higher difficulty
level. The most.common
directive is to minimize civil-
ian casualties,
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’\/ GOLDENEYE 007

THREE ,gms QF/THR!LL,S 1]

GoldenEye has three difficulty levels/ Agent, Secret Age ‘ and 00 Agent. While most

Servernaya’s Surface

OHMSS

acter, GoldenEye's r:{b\st c

first-person games mhke th:;id/lfﬁ’{llty Ieve]s harder by progressively weakening your char-
en assignments. For example, in_

ging levels h‘ave increas
smn beginning agents must cemplete one objective. 00 Agents
must sneak arour\d nd execute five times as many

00 Agont: James Bond
Mission 6: St. Petersburg
Part iv: Depot

PRIMARY OBJECTIVES;

2. Destioy lllegal atms cacho
b. Destioy computer notwork
¢. Obtain salo koy

d. Recover hellcopter bluoprints
0. Locate Trayelyan's train

PRIMARY OBJECTIVES:
. Logate Trevolyan's teain

You can shoot it

‘asmgnments before they’re allowed to move on to the

next assngnment N\

®

AGENT SECRET AGENT 00 AGENT

t with up to three cfther players in Gol[{enEye 5

Multiplayer Mode, just like Bond and Scaramanga did in The Man

with the Golden ElT"ﬁ?tuihplayer_ﬂMqéEEs a varied assortment of
arenas and characters featured in GoldenEye and- other-ﬂﬂz__rh_q\_u_e_s.
You'll find additional hidden agents fand arenas as you complete

GoldenEye’s Mission Mode at different difficulty levels.

/
-@ENAEHG@

Players can select from eight multi

scenarios including a competitive shoof=pu
free-for-all and variations of two-on-two,
three-on-one and two-on-one team play. There
are also special matches such as You Only Live
Twice, where players have only two lives, The
Man with the Golden Gun, where the player
with the Golden Gun can defeat enemies with
asingle shot, Licensed to Kill, where every hit
is fatal, and The Living Daylights, where the
winner is the player who carries the flag

the longest.

ERS

@-AEA@T

When you first start playing GoldenEye, you can choose between
nine different multiplayer arenas, but as you progress through the
levels in the Mission Game, you'll eventually earn access to two
special areas, including a secret arena you won't find until you
complete all of the missions as a 00 Agent. The mazes in each multi-
player arena vary in complexity, but victory often depends on how
familiar you are with your environment.

Players initially can choose to assume
one of eight different personalities
from the GoldenEye movie in a multi-
player contest, but you'll find more
characters as you finish the various
difficulty levels in the Mission Mode.
There are a total of four additional hid-
den characters, so depending on how
far you progress in your missions; you
could choose from a dozen different
characters.

Select Character

Selact Character

Trevelyan

79 OGN3ININ
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MISSION 1: ARk/\NCFmK
| f‘mﬁ")?r* 7 YA A

|Bond’s odyssey begms qﬁne years ago, at- th&Smuef controlled chem-
l;al weapons facility in/Arkangelsk, U.S.S.R. The erve gas produced
Rere has turned up in the hands of international/terrorists. Infiltrate
th\e fauhty through a yent in the Byelomorye Dam.

After the bungee jump, 007 scramhles msrde a small vent
connected |to the Arkangelsk Famllty The chemical
weapons factory is teeming” with smentlsts and military
personnel, and there/sa  double agent hiding in one of the
labs. Bond musk get the door decoder from the spy so he

can Imk k up w:th\hls trusted ally, Agent 086 /

Qurumov: Three

2 ‘_I_ _/

We need to know the hlppmg contacts
for the chemical weappns supply, so |
want you to attach this covert modem R - "
on the cable next to the facility’s satel- ; I'm giving you five remote :
lite dish. The modem automatically mines to use on the ten

activates when you attach its adhesive chemical weapons stor-

base near the computer monitor. We’ll age tanks. These mines

get a copy of everything they transmit, have adhesive bases and

including the terrorist group locations. SCIGRS as SNT S (RN C8
g group attached any surface. Your

watch is the detonator. -
Attach all five mines so they face another tank
before you detonate the charges.

CRATES
. BARREL

Three computer rooms
control remote access
doors connected to the
Laboratory. All of the com-
puter rooms are guarded,
and it’s important to neu-
tralize the sentries with-
out doing collateral dam-
age to the

door controls. R!*

7 Directly beneath the faclh- e
ty’s satellite dishisanall: |
T e e e S AGENT OBJECTIVES,
This is the uplink computer |- &
that transmits order infor-
mation to and from the
chemical weapons Iaclnry
Activate your Covert
Modem and attachit
near the monitor.

-@ BUN

Byelomoryethas four
alarm stations. The first
oneis beneathi
lite dish and'the other
stations are on the dam.
Use the sniper rifle to
take out the guards near
each alarm. N
W

T

\g,,,,.-v_.,.\m..-.w-m

.,
et et |

'ﬁ{oa AGENT
|

NINTENDO POWER

This is the most dangerous part

| of the mission. Infiltrate'thedam
through one of the three tower:

hasements and work your way
along the corridor to:the opera-
tions center: Some of the crates
in the hallway contain explosives,
so try taking out the guards from
a distance by destroying the
boxes. The center’s mainframe
computer has the

data files.

The bungee jump off the p!al-' :

form at Byelomorye Dam is
automatic on all three agent
modes. Step off the platform
after you've completed your
objectives and watchithe
cinematic sequence showing
Bond making the 700-foot leap

_oﬁ the dam. R




BOTTLING :

_ROOM____ | : -{:};}@Eamﬁmus wi

=i Bl ot ~ | Your fellow agent, Alec Treuelvan i
= i is waiting for yowinside the chem- &

ical weapons bottlingroom. Talk

to Alec until the game tells you -

that your missionobjective is

accomplished, then'quickly plat:a

the remote chargeson . .

the storage tanks.

‘ _@3’?3 TROY THEEOTTLING ROOM TANKS

You have five remote mines to use on
ten storage tanks. The only way to
complete the joltis to place the
charges on each tank so they face an
adjacent tank. Once you plant a mine,

there's no way to remove it,'so do the
the facility. He'll recognize

job right the first time. xm ﬁ
{
]
you and will give you a door

decoder when you make ¢ : e . _E JliEren CIND THE B E’'S
contact. You'll use the e, I}Dﬂ“ HE PLANE
decoder on the sealed door ' ¥ NITION KEY

leading to the TR The : E
3 plane’s ignition key is in the shack on the left side
ngﬂ}:'cga:;:;apons R ﬁ of the loading dock. Use a grenade or two to neutralize
: the security force guarding the office, then snatch the
key on the desk and sprint to the tank parked on the
right side of the runway.

=53 CURTININT

Dr. Dosk: Youll need thi€ decoder 16~

open the bottling room door.
Good luck, 007.

Dr. Doak is wandering
randomly about the labs in

MISSION_’E ARKANELSK
@g "_II.-E ~t

Bond has’z a plane to catch Of course, lbere
are the small matters df attending to ‘the
—endles: _g;_ troops, neutrahzmg the heavy run-
way deéfenses and- stealing-the only atrcraft
artlund for several thoyisand kilometers./

S @-DESTR@V THE HEAVY GUNS

| Vi
’QsRAN\GH{-
!.

No fancy gadget can eyer
top improvisation, 007.
Good thing you spent
that week in Heavy
Armor Tactical Training

Camp—show us what you learned by manning
that tank and wiping out the runway defenses.

There are three heavy guns in the bunkers sur-
rounding the runway. You can use grenades,
remote mines or the tank’s main gun to wipe out
these hardened defenses. If you decide to drive
the tank, remember that the turret gun can
rotate and dispatch any threats run- g

ning up behind you. R

ELIMINATE MISSILE ERETERIIR L ey -@ ESCAPE IN PL
BATTERY | —— Ao -
] You're clear for take off if
you have the plane ignition
key and you've eliminated
the heavy weapons. Stand
behind the plane’s left door
: ; ; AR and face toward the prop,
i e | | : then open the door. Enemy
[ : U troops willdestroy the
planeiif you
procrastinate.

This silent missile battery
won't swing into action until
you take to the skies and
then it will he too late to
destroy it. Grenades, remote
mines or tank shells
will knock this
weapon out

of commission.




ISSION/ 2
Five years after the Arkangelsk Mission, Bond is ordel‘ed to investigate
the secretiSevernaya instal %r; the Siberian Plateau. General

Ourumov may be using th€ old observatory compley as a cover for his
Soviet space weapons Control center.

N,

: While it's fun to play cat and mouse with the Siberian
This is aStandard issue sniper rifle Special Forces Units guarding the complex, sooner or later
with silencer, 007. | don't know your : these elite troops are going to figure out what they're up
controller configuration, but you can i against and call for assistance. Make tracks for the satel-
press the Aim button to look through | lite dish and power down the communications computer.
the scope. There’s an added fea- V : The computer does have a auxiliary system, so i
‘ture—press the top Look buttonon | & make sure you turn it off instead of blowing itup. i 1 ¥
your controller to zoom the cross j.y\,”'e&

hairs in on your target.
—@— GRAB THE S/

: A Siberian Special
HUT l Forces officerina
; g warminghhut near
UARD : the dishhas a
QUARD : > large key. This key
unlocks the door
to the hut you
passed when you
started the
Severnaya assign-
ment. Take the key
from the officer,
grab the grenade launcher, & &
and return to the locked hut to i 1
get the safe key. n

HE BUILDING PLANS

'] Next to the old
ohservatory are two

1| huts surrounded by

!l a chain link fence. Search the huts and use the

1 key on the safe. Inside the safe are the plans for

the space weapons center. By this time the

'Sibierian Special Forces Units are closing inon:

you. Use the grenade launcher and the snip

rifle to crush their morale.

g
v, o At e e SkE EVIE

&

/—""”_H_,i'“‘m\ UPT ALL
MISSION 23 SEVERNAYA -@:} BRIV .DEVA

i There are four security cameras inthe
v [ \ ' : = bunker. Disable the two sentries nextto
While the space weapons contfol center is still under construetion, b the \ffnt“ﬂl“:iﬂ cl‘liamher or they'll sound =
"‘fhvﬁoldeu]fxg satellite tracking computers are full}/ q_perq_t_ional. Bond b o E}es::'::;:n.r:: your mission in a matter
must copy the computer fites-and-get the information back to London. = ' base has an elite
. \ / By & security force

s

3 f ) R a0 that will termi-

\
‘ | BM‘NCH i' Pkogram:n:r:' iﬁn&;;mﬁég:sgwofd ; : gg;ﬁi::;l’gs ?Il:;
\ | P : : CRATES m cameras.

|
Since you're more n@cient at ¢racking heads //
than passwords, I've created this handy Data Fhief
for overriding computer sé‘cnri{g.sxslemsrﬁll you
have to do is plug it into the mginframe computer.

i

|

b) NINTENDO POWER
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You're going to use standar

this mission, ol’ chap. Place the ¢

the fuel rooms. Those are the s

GOLDENEYE 007

qnarechambers

with the scientists and the computers.

PLANT BOMBS

D

Explu@g‘g chnrna p]nuad

6 mmutas to/d dalonnlron]

A

oarEgIal

There are explosives
already set in the silo, but
additional plastic charges
will obliterate all traces of
the GoldenEye Satellite
assembly program. Place
the explosives on the

walls inside the square
rooms containing com- ﬁ
puters.

IN FUEL ROOMS \

-(%} PHOTOGRAP

This GoldenEye satel- |*
lite won't be getting
off the ground. Snap a
picture of it for the
folks back in the
London Office, then
sprint for the exit. If
you're not playing in
00 Mode, you'll find
Body Armor resting
on top of a crate
behind the satellite.

@_E@PY GOLDENEYE KEY AND
LEAVE ORIGINAL

Q gave you a fancy briefcase

jiy e

The GoldenEye telemetric
data is on a DAT tape. You'll
find the cassette in a scien-
tist’s pocket where
researchers are working on a
rocketnose cone. If you
haven't disrupted the room,
the scientistwillbe i
standing just to the RR
] right of the entrance.

79 OANAININ

ETRIEVESAGELLITE
CF’BCUI’ ] riwj'

There are four satellite circuit boards in the fuel
rooms. You'll find two in the first room, then one
board in each of the next two rooms. The chamber 2
holding the GoldenEye satellite does not have a
circuit board. If you treat the scientists

humanely, they’ll surrender their keys.

with a Key Analyzer inside it.
This device is capable of
copying all formats of elec-

i tronic keys used throughout
the world. Make a copy of

i | the GoldenEye Key with the

i | Key Analyzer, then return the
original so General Ourumov
won't get wise

and re-code the B &
computer’s securi-x },\i.. ﬁ)
ty system. u

T PERSONNEL TO

@ GET PEI ELT
ACTIVATE COMPUTER

There’s a techie named Boris wandering
around the control center. If you don't
scare him, you might be able to persuade
Boris to activate the mainframe so you
can download the tracking data. But be
careful—this weasel might have a trick
or two in his pocket protector. %

1

\

1 COMPUTER

"' | Dowmloading data... = ;

Boris is willing to activate the mainfran E /
but he’'ll set off the base alarm |
exchange. You have a fistful of s
use the Data Thief on the mainfr.
before fending off the security guard:
that will charge through the door:
can flee when the game tells yoi

thelinformation is downloaded.

’3 ‘uf\_PL‘u E’fﬂf \ L

It a picture is worth a thousat

words, a photograph of the =
GoldenEye Satellitesfracking screen #
is certainly worth'a billion bytes of
infarmation. Yqu Ij,saggynurself a

i iifyou snap a picture of

- E—
9 —Q;*’
23 P

t‘ EIGE Fant T tasr wa

GoldenEyeKey or persuad-

mg@gggm aeuﬁte“the

mainfr
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: _@ RESCUE HOSTAGES

The hostage rescue is the trickiest part
of your mission, especially when you're
trying to save the captive guarded by
three terrorists on the bridge. To suc-
cessfully complete your assignment, you
must rescue five of the six crew mem-
2| bers on the frigate. The terrorists will
execute their hostages the moment they
see you. Use your silencer and try to
7] exterminate each threat with a single
Hostage released! o . | shot.

| We suspect that the hostage situationisa [~ S
use to cover the theftaf the stealth heli- Tom s AGENT OBJECTIVES

copter-P i?_tra ing| tagiu:ll.ltheheli- it © e
copter hefore it Igaves the'ship. Here's a S Tt g SECRET |
bomb defuser you can use to.take care of ey W AGENT “{JLAGENT

_thg'explusives plant ?II %he frigate.

00 AGENT

- _@_ DISARM BRIDGE AND |
: ENGINE ROOM BOMBS

The bomb defuser will automatically
disarm a bomb when you stand directly
in front of the explosive. The terrorists
on the bridge and inside the engine room
will detonate the bombs if you engage
them in a prolonged firefight. Use a D5K
equipped with a silencer to neutralize

the sentries before you
attempt to disarm a bomb. RR

. 311;_3: SEVERNA\iA]/R FACE

Bohdkis back in Severnaya four yedrs after his first visit. Copstruction on

_ e base is complete and the elite security forces now carry
al thermal imagery-system that £an pinpoint intruders. Bond must hurry
tb complete his assignment

Spetznatz support helicopter
waiting next to the bunker. This magnetic explosive
should do_the job. It's a standard mine modified witha

delay fuse/Throw the mine at the helicopter
the rajige of the blast radius.

DISRUPT ALL SURVEILLANCE
; EQUIPMENT

| Your lastyvisit to Severnaya prompted hase security to

| install four surveillance cameras. You'll find three of

| them attached to the warming huts. The fourth camera
is above the stairway inside the Communications Dish
building. The hardest part of this ass entis
locating and destroy ¢ before they K
spot you.

NINTENDO POWER




PLANT 'ﬁ'h&‘&@ (ING
~ DEVICE @\. HELICOPTER

The helicopter B v ' RS _ / : le \
won't takeoff rate | T e - Bond’s gamble on risking capture pays off.
fromthela = e ISTART' Not only does he infi ltrate the bunker, but-807

ttewhile 1@ _. START |
fgt":?reg;::alrlg,su.. : Ao e ___mayfind—the sole survivor of the raid on

you can place the. | et S e e e | Severnaya. larljpes can’t confirm this until he
tracking deviceat | ... = e compares the casualty and staff lists and escapes
any time during : g O pares casualty and staft lis{s and escapes
your assignment.  [© BN s = R i B\ with the survivor.
Remember that B s N el e ey d Esinl

you can'throwthe Loy AEREN T\ gl T S = /- 5
device from a dis- ) ; | i === =u— X )|
tance, so youdon't need to stand next to the heli- S : 3 e : g B,BA’N CH

copter and risk exposure to potential crossfire.
Since this is’an easy objective to complete,
save yourself some trouble by planting the
device before rescuing the hostages.

79 oammm

ruining government property, you're surren-

: Koz
h ﬁ N =l If you're pot in some corner of the world
j" e ' ot dering it to the opposition. Honestly, 007, |

s - ; gl | don’t know what to say other than try using
@_ RECOVER CCTV TAPE o s L your watch to break gnt of there.

MI6 will be
the laughing COMPARE STAFF ISABLE SECL
sookaliho' CASUALTY LIST DISABLE SECL

RITY CAMERAS

internation-

al t':'omhmuni- : Severnaya's crack secu-
t;ltl lde 3 ; ¥y : rity forces will make
cosedcr- [N \ NG o | 3 Vo misson eary
sion tape documenting your capture 7 ; i ‘- SR Lraggs:? :ﬂf’:g ::gftrgc-l by
gl:ets out. The lapehls on the table in d ’ _ . } any of their seven secu-
the room nexht 1'0t e __ 5 : oy 7Y 0 : rity cameras. Blast the
ventilation shaft. i : — — == | j cameras before security
The staff list is in a manila envelope ona table. A |EEEETT A 54 has a chance to see you.
guard in the storage room has the casualty list.
7 g i e You'll need both documents to verify that Natalya
RECOVER GOLDENEYE s the person you're looking for. o
OPS MANUAL S Gt AR

The GoldenEye Operations Manual'i
locked in a safe with your gun. One of
the guards near the ventilation shaft
is carrying the safe key. MI6 needs =
the manual to reconfigure the
satellite’s navigational system.

 will follow you through the bunker, but she .
at training. Try to keep her
|l

BREAK BUNKER :
COMMUNICATIONS LINK:*

You've compéet‘éd thtijs T e e S : :-: - '?:2:'; sﬁ-gg.:l 525:%
;z:lr?iniﬁgnrltea?hﬁﬁt :zs\r _ | heels. The last thing youneed
has the key to the commu- e 3 is enemv reinforcements arriv-
nications room. Demolish . | 5 e : : ing by air. Attach your timed
the computer so security 3y || P ga L | N mine to the helicopter and dive

can't reactivate : . for refuge in the nearest snow-
the system. R N ! ; - . dnift-You might get lucky and

- catchyourpursuers ,
 inthe blast. R ﬁ

":.-“1 NKER Hound MI-4 destroyed.

NI

£l If you've met all your mission objectives.open the door
| and enter the Severnaya Bunker. General Ourumov is
expecting you, but allowing yourself to be I:aptured [
the only way you can gather more information and per-
suade Natalya Simonova to join your cause. .

-\‘cg

SN
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MISSIO
"oV 8 '® /f—um

| \
Q’s Eracking device on the stealth helicopter has been E!estroyed.
Notjonly has the helicopter vanished, but Natalya Simonova has
| disappeared, too. Eresh out of clues, Bond agrees-to-deeept-an—
invitation to meet a mystetious underworld weapolﬁs dealer
named Janus. Perhaps 007 can find new leads in the forebidding,
darki\aze of St. Petersbu rg’s ‘monument graveyard. ,»"f

j
| - Janus: Put the gun away.
‘ It's insulting to think | haven't
| anticipated your every move.

No gizmos for this missien, oldboy. |
You'll have to rely on your marksmanship
and savvy. | understand that those
Russian arms dealers are toting around
the latest in automatic shotguns. While
the gun design is nothing new, we'd like
to have one in our collection here at Q
Branch. If you come across one, do try
to bring it back in one piece.

CORTAST L
COUNIAG I WA

M has arranged ameeting for Bond with
Valentin Zukovsky, a former'KGB agent,
insi ed cargo container in

‘Parl: Valentin has beenin contact
with Janus and he'll give you directions to the
rendezvous point. There are two cargo con-
tainers in the park—one is silver and the
other is covered withiust. Valentin is waiting
for you inside the open door of the Ru T

Valentin: Now | must leave - the guards
are out in force and | fear they
may mistake me for a spy!

rusted shipping crate.

Pt a = Tal R
L WM WO e :
1 T4

Valentin tells you to meet Janus
beneath the statue of Leninin'the
corner of the park, but he doesn’t ¥
tell you about'the arms dealers |
extreme paranoia. If you approach 4
the statue with your weapon &
drawn, Janus will call off the
meeting. He'll also order his men
to fire if you attempt to walk
toward fiim while he's talking
about the helicopter. R. : ’ = NATALYA

{:%} LOCATE HELICOPTER

While you were waiting in the shadow of
Lenin’s statue, Janus landed the stealth heli-
copter back at the gates where you entered the
park. You have thedifficult task of fighting your
way back across Statue Park, disarming the
ticking time bomb inside the heli- Rl L

copter and saving Natalya.

revelyan: Yes, tha MI6 "hero’,
back from the dead.

|

| ; AGENT OBJECTIVES}
i Natalya is 5
AGENT" Kﬁ%%ﬁrr '

lying uncon-
W00 AGENT '/
A

scious next
to the
stealth heli-
copter.
Apparently
her captors
assumed that the bomb’s blast radius would !
engulf her before she regained her senses, |
so they didn’t bother tying her up. There's no

The blast from the explosion showers com-

posite aircraft parts all over Statue Park, Helicopter destroyed.

making it a tough task to find the yellow

' flight recorder box among the maze of'blocks

and statues. Since the blast couldn’t have
carried it too far, you won't . 18
have to explore the entire R‘_

| park again.

& (1]

P
b

time left to defuse the homb. Besides, you
left the bomh defuser aboard the runabout
in Monte Carlo and Janus probably hoohy
trapped the timing mechanism. At least the -
helicopter’s flight recorder will survive the
blast. All you can do is wake

Natalya up and order her to R i

follow you a safe distance

from the explosion.




MISSION 6: 51. PETERSBURG

u;ﬂ.ﬂvm—u 7 'y ol ( T;m v-},-
L ; 13”./&.‘; { f(f “\j/f \ *‘ﬂ

GOLDENEYE 007 @
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Arrested by Russian Defense Minister Mishkin, Bond and
Natalya afe now led to the in rrogation rooms d/p |n5|de
the Mtlltéry Archives. Mishkin would like tosbelieve 007’s
story, bql Ourumov has framed Bopd and”Natalya, ruining
thelr cre :bl[rty Escape is the only meass of avoiding the gen-

BASEMENT. .-

TO &
LBk

79 OGNIININ

Captured again? Honestly, 007, | don't
know how you manage to get yourself
into these predicaments. If you can’t
bring me back:a Russian shotgun, at
least try to recover the helicopter flight
recorder box. We might be able to use
the information to reconstruct the air-
craft’s flight path.

FROM
OGATION

Guard So Mr. Bond, what do you know
about the theft of the
Goldeneye?

MAIN FLOOR

ssanssInen

Your trusty sidearm is on the
table in front of you. It's too
bad that the ammo clip is lying
on the floor on the opposite
side of the table. If you move

.....;ﬁ.,...._. ATTIC

fast, you might be able to neu-
tralize the two interragalnrs
in the room without

taking a hit.

ESCAPE WITH NA

Aiter you find
Defense Minister
Mishkin, Natalya
will mention
something about
dscaping from
the Milltsry

Mishkin: Do you need the black box N
from the stolen helicopter? Nata[va 1543

_ being heldin a
separate
interrogation
room on the second floor of the Archives build-
ing. Her eaptors will execute her if you hesitate
and bungle the surprise. Take out the guard 2
standing directly behind her first. R R

Archives through
e library win-

dows. If you

walk around the

" where yausﬂpk
to the Defi
Minister,
see three

Deep in the basement of the archives, Defense Minister
Mishkin is waiting for you by the safe holding the flight
recorder. This storage room is packed with explosive
boxes, so watch your aim or the whole place will
explode. MishKin now realizes that General Ourumov is a
traitor, and e'll show his faith in you by deliv- &
ering the flight recorder. o
AN
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grabbed and forced inte~a waiting

car by General\ Ourumov outside the mllltary

archives. Bond has\no ch ee’b/t to steal the|nearest
available vehicle a ursue the General. Thc‘

streets of St~Petersburg are packed with pedestrians

utomobiles. Borrowing a nearby tank,

Bond must cautiously give chase at the highiest speed

ossible.

N

narrow

RANCH

There’s no time to give you
gadgets here, but this situa-
tion reminds me of that
story you told me about the
Arkangelsk Runway episode
nine years ago. Of course,
that was back in the days of
the Cold War when we had
money to send you off to all
those special facilities, like
the Heavy Armor Tactical Training Camp.
Can you still drive a tank, 0077

—Q} CHASE OURUMOV

Dd139 :vdﬂ' =ln |

Caught in the center of the
chaos, the citizens of St.
Petersburg have abandoned
their vehicles in the middle of
the streets. You'll take dam-
age if you run overthe cars,
so.drive around them or clear
them, with the tank X
qgun. R

General Ourumov has:
anticipated your pursuit
and ordered his men to'
set'up minefields on sev-
eral thoroughfares. At
least the troops won't
have time to conceal the
mines. Remove the
ohstacles with several

shells from e
your tank gun. R"

02:06301.

At most roadblocks
you'll encounter guards
with small arms, but in
other areas of the city
you'll find troops
equippediwith anti-tank
guns. Use your assault
rifle to neutralize these
threats hefore they place
you in their
cross hairs.

e

Da:81185

@ NINTENDO POWER

AUTOMOBILE

T

[

Mlﬁ-ll‘.\

hlttmg'ihem at all costs.

You'll have o give up'the chase ri you injure

more thanten pedestrians.

AT WAL
HE=Ss I

VALENT

_'_L-

i

Valentin is standing inside a building up a
twisting alley near the Military Archives. The
extra tripmight seemfike a waste of time;
but if you talk toim he'll delay General ™

Ourumov and by

'SiX FII'ECIOIJS minutes.

This is a worthwhile effort when you consid-
er that you start the stage with half i, 2

that amount of time.

AGE_NT OBJECTIVES:_
i

{ SECRET |

AGENT | AGENT

ﬁoo AGENT

¥

Valentin: | saw the car, he's taking the

girl to a disused military depot
not far from here.

¥y

g

':‘g--s
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Hot on OyrumoV’s tail, Bond chases the[general into a dilapidated r;‘lilitary 2 M '
3 : % : ; You'll find a warehouse
tail depot. Valentin mentioned that thisfarea was Janus’s headquarters. The i containing an illegal arms

“‘ﬁfé&“‘r rawling with heavily armed troops. 007 can clean up the stealth | & 4 ||| | cachejustinsideawalled
| ’ ¥ courtyard. There are three

: e g ; : jiEe ok
helicopte ﬁasco if he steals rrenrﬁ_b@w%tsf_r_(;m the crime slyndl \ 1 ¥ | heavily anied senties..
' cate, butfirst he needs to find Ourumov and save Natalya——___| 5 4§ | guarding the weapons.
P T i ; Rii il You can dispatch the sen-
: / - - tries one atatimeina
P / : 5l A firefight or take aim at
P N & 7 2 il one of the crates lying on
| 0 | : : & | the floor. The resulting
b RS 4 | explosion will wipe
T out the entire
arms cache.

ANGSont e e

Yoalontin iustent i sa informative fax, 007,
Apparently Janus has a camputer network contain-

ing files of stolen schematics-of MI6's best tools 71
and weapons. If youdemolish the s main-—1
frames, we won't have to worry about copies of our

equipment falling into terrorist hands,

"

g : ;
On the opposite side of the walled courtyard you'll find a ware-
house filled with computers. The network is protected by an
automated gun. Duck behind the metal crates and use the rocket
launcher that you found in the cache to neutralize the gun.
Destroy the mainframes and the projection screen s

to complete your objective. 1

.’
)\
YRTAIN -
L P11
SAEE
WAl B 2

The safe key is lying on the left-hand
table in front of the projection
screen. If you've already trashed the
room, it may be difficult to see the
key among the debris. Use the key to
recover the helicopter blueprints.

LUEPRINTS

The helicopter blueprints ar /
locked inside a safe on the dzpat
building’s second floor. If you've
«| picked up the key in the computer
room, you won't have any;problem

A ATE TREVEIVAN'S TRAIN o B *| eliminating the two senffies and
@ [-UC Al E ] ?:\.’ :E:]—\.‘JE:[..".L B .L _.-.i,r.--ldi.\_ ¢ A S grahbing the plans. If wfurve

oo o ished the other
The train won't depart from the station with- P g : ot = % gchfeuc'?iﬂglj yunr::ean hp"a;rd
out you. It's parked outside the depot, the : SE 7 SRS whitad
only two-story building in the stage. You must s v next to the building.

go up and back down the depot office stairs : 7 g B %
to reach the train. If you're having problems
getting aboard, try leaning against the yellow
and black caution stripes on the

sliding doors. Ril ﬁ
,i."\:\
|

§
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DISABLE THE BRAKE UNITS

amswglmmat
on fl.‘" alert, so this sta

BRANCH | S | e e

> T > Trevelyan's armored train T Y
CGonsidering yobr.record for being cap- : \ is equipped with a failsafe \} : A A

tured, 007, I've added a special ffunction brake system. A safety

to your watch. It's a high.powered, com- feature on the train will ; s
pact laser that's capable o automatically stop the train if the brakes malfunction.

through stainless steel. Be sure to give You can create a malfunction by blasting the brake units R
it a shot during your next jail hreak. A" \ % in each car. Rsf\ll }‘1

e

it . Sheaes
'{:} o sei -@ RESCUE NATALYA

Natalya is being held at gun-
point by General Ourumov in
the final car of the train.
Trevelyan will challenge you
to choose your target—will
you save the girl or eliminate
Alec? You have a split second
to take out the General.

Trevelyan: That's close enough!

Natalya: I'm coming. James! While you’'ve saved Natalya,
Trevelyan has you trapped inside
the train. You have 300 charges
in your watch laser and 59

onds to blast away mefa
welded to the escape ha

the floor. Use the ero

aim your laser.

Natalya: Boris is still backing up his files.
I can find out where they're

Natalya will activate the train computer and track dow i AGENT OBJECTNES
Janus Base and Boris while you‘re shooting at the floor: ( SECRET i
is to protect her by eliminating the three soldiers waiting for AGENT NAGEN'T !
both of you right outside the'train.= = -
1100 AGENT

DO;aB;: 78
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GOLDENEYE 007

M[SSION A CUBA

that it-"s‘:‘.‘_énfi'"'_'___maitr-af time before
o he orders his men to set up traps

79 OGN3LNIN

-33ﬁ’°N7 ONmm mWTE

| If Bond can get Natalya to the GoIdenEye -Control, Center, she
may be able to reprogram the satelljte so it will b}lrn up in the
“| earth’s atmosphere. The\real trick/ will be keep‘ ng her alive
while she’s breaking into the_ computer netw/rﬁ

and\{he waiting U.S. Marines will know the
e Janus base.

:MISSION 7oCUBA— .\

077 AN T ENNA CRADLE

i a-

chance to {h’lanually

(IO e issue: 100 BEST
' d

| antenna a order \ '
Bye [to attack | AMBUSHES!
London, b#t Bi{o [ u TR The fun is far from over when you complete GoldenEye’s Mission
waiting for him Game, even on 00 Agernt Levels Do -
near' the cradle. you have what it takes to defeat three |
th will win the other players in arena combat? You @
final confronta will after you learn about the 100 best |
iiof‘l -between the ambush locations in all of GoldenEye’s |
multiplayer arenas. Next month’s issue
will list the best hiding spots you'll |
need to know about in order to remain §
the agent with the Golden Gun.
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The 007 Dossier has the best magazine articles,
interviews, photos and videos - old and new - WHAT
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www.the007Dossier.com to find many more. | M’SSED.

]’ LORNE GREENE: BRAVE NEW WORLD:
intenview with Adama  Huodey's Novel Comes 1o T\

NUMBER22

T HE AR
SEX ISSUL

Nuestras®

chics
Bond

Ursula Andress
por Alberto Chimal

INVIERNO
2012713

E reen
por Bruna Bichir

+

SEXO EN
Al

AR "
ovovew, it
mmwﬂm:mmams

© 2013 The007Dossier.com. All rights reserved. James Bond 007 is a registered trademark of MGM Inc.

A division of the United Artists Corporation and EON Productions Limited. All rights reserved.




