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ave you been playing fora

while but can’t get used to the

vehicle-based gameplay?

Maybe you should buy
Banjo-Kazooie on Xbox LIVE Arcade
instead.”

It says a lot about a developer’s confidence
when the loading screens of their latest game
ask players to consider removing the disc and
replacing it with a ten year old title. And Rare
has every right to be nervous: Banjo-Kazooie:
Nuts & Bolts is such a firm departure from the
bear and bird’s origins that even die-hard fans
may very well be put off by their new facade,
let alone the new generation it’s looking to
appeal to.

Nuts & Bolts isn't a platformer, even if its
splendidly colourful visage and leading
characters suggests otherwise. Instead it
removes everything typically associated with
the genre and puts in its place an amalgama-
tion of vehicular racing, time trial-style
challenges and user-creativity. And it
certainly isn't for everybody.

Central to Nuts & Bolts is its vehicle construc-
tion; an extensive LEGO building-style system
that allows users to create an array of race
cars, tanks, planes, boats and helicopters, and
everything in between. And it works
fantastically well, with additional compo-
nents like bigger engines, tougher casing,
weapon turrets and rudimentary cosmetic
items (that do little more than incite a chuckle
from Mumbo’s hilarious annotations)
unlocking as you progress. The system's also
wonderfully simple: add another engine and
your vehicle will go faster, add a floating
device and it'll be able to travel across water,
or add a helicopter rotor and you'll be able to

fly. In a similar vein to last month's superb
LittleBigPlanet, Rare’s design tools are very
much a case of what you see is what you
get, and it’s all the better for it.

As testament to Rare’s awareness of more
“impatient” gamers, you don't necessarily
need to spend hours tinkering under the
bonnet creating that lightning-fast race car
in order to progress either - even though
that may be half the fun. Instead you can
simply buy blueprints (or trade, if you have
a willing friend on Xbox LIVE) using Banjo's
trademark‘Notes’ dotted around each of
the game’s six different worlds.

Which, outside of the series’illustrious
dry-wit, is where Banjo-Kazooie's roots start
to show. Each world is as vast and visually
impressive as the next, from the bleeping
CPU components in the L.O.G. Box 720 to
the rays of light breaking through the
Jiggoseum creating a true spectacle.
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“TREMENDOUSLY .
_ENTERTAINING”

The problem, however, comes in
their implementation. Though large
and expansive, they're often empty
shells, void of anything other than
the obligatory notes and Jinjos. And
Rather than make every challenge
available in each world from the
moment it’s unlocked, they're
instead broken down into a series of
acts, with only a handful of
challenges available at any given
moment. While the system does well
to remove the monotony of other
games in the genre (assuming Nuts
& Bolts could provisionally be classed
as a 3D platformer) and avoids the“let’s spend
hours in this world at a time” notion that even
the genre-leaders suffer, it makes each world
feel empty and somewhat lifeless in contrast:
the shocking realisation that swiftly follows the
excitement of unlocking a new level.

And the tasks within them often don't fare much
better, restricted as they are to wave after wave
of time-trials and races. That’s not to say they
aren't enjoyable - they most definitely are — but
they're hackneyed and soon grow tiresome. A
few glimmers of hope come in the form of some
the more inventive tasks, such as creating a
larger transport helicopter to throw rubbish in a
bin, or creating a rationally-shaped vehicle to
boot footballs goalward, but there’s not nearly
enough to justify BK’s transformation. You'd
expect a change in direction for the series to be
backed up by some impressive ideas, but for the
most part, Nuts & Bolts is sadly lacking.

Surprisingly, Nuts & Bolts’ saving grace comes in
the form of its impressive hub, Showdown Town.
Showdown Town isn't your typical desolate hub
world; in fact it’s quite the opposite. It shows an
obvious element of sentimentality that Rare don't
want the series to lose sight of completely, filled
as it is with nooks and crannies to encourage the
more exploratory gameplay typical to BK. If you
play Nuts & Bolts anything like we did, you'll
probably spend the majority of your time
exploring Showdown Town and each of its
distinct districts rather than playing the ‘core’ of
the game, searching high and low (quite literally)
for hidden notes, Mumbo crates and Jinjos. Which
begs the question, considering how well
Showdown Town works, why couldn’t we have
just been given a‘normal’ Banjo-Kazooie? But
perhaps that's missing the point.

Nuts & Bolts is certainly a country mile away from
being the instant classic that the original was,
even though it can often be hugely charming,
tremendously entertaining and filled with a
bucket-load of humour. But it strikes us as having
hit a brick wall midway through development,
with its lack of ideas resulting in a clever concept
falling somewhat short of the level it deserves.
Perhaps it's appropriate, then, to finish with
another of Rare’s worryingly sincere anecdotes.
“Will anyone remember Nuts & Bolts in a decade?
Come backin 2018 to find out..”
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