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THE DREAMWAVE OF THE

NINTENDO GAMECUBE

THE NEW MP COMIC WAS CREATED BY DARK HORSE COMICS AND DREAMWAVE.
WE GRABBED THE PRESIDENT OF DREAMWAVE FOR A QUICK CHAT.

A A Dreamwave is a comic book company that started publishing in early 2002. It gained instant recog-
a @ nition and critical acclaim for its Transformers series—which became the best-selling North Amer-
. ican comic series in its first month of publication. Transformers continued to claim the number one
spot for over six months, finally slipping in October of 2002—an impressive run for a startup comic

opportunity to work with Nintendo Power and the Metroid series was greeted with great cheer around

!!_ company. Most of the Dreamwave staff members are self-proclaimed video game fanatics, and the

NINTENDO POWER> What makes
the Metroid Prime comic book different
from other comics? (Other than being

included in NP, of course!) '

PAT LEE> Dreamwave takes a slightly
different approach than a standard
comic book company. We try to make all
of our books feel like movies or video
games. Also we strive to write stories
that advance the plot without taking any
of the enjoyment out of the video game
experience. Basically, we try to give read-
ers something that they can't get any-
where else.

100 | METROID COMIC

NINTENDO POWER> Why did

Dreamwave choose to work on the
Metroid Prime comic book?

PAT LEE> Being in my mid-20s, I have
very fond memories of certain video game
titles—and Metroid is at the top of the
list. Metroid is not just a video game;it'sa
true icon. Even though it has passed
through many different incarnations, it
always stays true to the original concept.

NINTENDO POWER> Have you
played Metroid Prime yet? If so, what did
you think?

Y the office. Since they started working on the Metroid Prime comic, many Dreamwave employees
have taken to wearing Super Mario Bros. shirts. They’'ve even busted out the Nintendo 64 and Super
NES so they could play the old-school classics. Pat Lee is the president of Dreamwave Productions,
and a busy, busy man—but we managed to ask him a couple of questions between projects.

PAT LEE> The game is awesome! After
a while, I had to have my brother hide it,
or else I wouldn't be able to get any work
done.Once I started playing, I just could-
n't stop. And while I have to get my comic
books out on a monthly basis, I keep try-
ing to get my work done faster so I have
more time to play.

NINTENDO POWER?> Thank you
very much!

“and © 2002 Nintendo.

Dark Horse Comics ™ and the Dark Horse logo are
trademarks of Dark Horse Comics, Inc., registered in
various categories and countries. All Rights

Reserved.

nintendopower.com
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FUSION CORE RUPTURE |
IMMINENT.

STAY TUNED FOR MORE
ADPVENTURES NEXT ISSUE
AS SAMUS ARAN BATTLES
THE SPACE PIRATES ON THE
SURFACE OF TALLON IV!

/ MY POWER SUIT!
/  WHAT'S HAPPENING?!




S UAPTLY AFTER THE FESTEUCTION OF THE EESEAECH

VESSEL, A BANPOM POWEE SUBGE PAMAGER MY | /
VAR SHIT T Was ABLE T2 FEVEET BACK T2 n

MY POWER SUIT—HIPFEFULLY, IT WLl OFFEE ME

SOME PEITECTION OV TALLOW TV,

Tre BEEN TWZ HoURs SIWCE T MAVAGEY T2

FELOPE SOME OF THE SPACE FIRATE EESEARCH

LS. IT SEEMS AS THOUGH THEY HAYE BEEN

ATTEMPTING A ZERD-= EXFOSUEE COF METRDOIPS “ArrORPIG TO SCAVS,

T2 PHAZON, A MUTAGEMIC COMPAUNE WiITH TALLOW TV 16 THE SOUELE

EXTEEME ENERGETIC FROFPERTIES. OF MASSIVE FHAZON

' e S — EMEEGY SIGMNATHUEES. SV
AVCTHER NOTE, SCAVS
ALSC WPICATE THAT
TALLON IV /s LITTEREF
WITH AVCENT BUNS FEGM
THE CHOZO CNVILIZATION.

IT WAS THE CHOZD THAT EAISEP ME AFTEE THE
MASSACEE Ol K-ZL. THEY TEANEP ME 1O FIGHT...

‘WP BLESSEF ME WITH
THE VAEIA SUIT.

‘CHOZC BLOOP FPUMFS
THECUGH MY VEINS ... AVWF ITS
UP 10 ME T0 iWCVER THE
MYSTEEIES OF THIS PLAVET®

























‘LUCKILY, T WAS ABLE T
PISCOVERE A FHAZON SUIT
UFPGEAFE THAT WiLL FEPTECT ME.

'IT HAS BEEN OVER TEN HOURS \
SWCE T LANPED OV THE
SUBFACE OF TALLOW TW*

EVEN AT THE SCOURCE OF THE
FHAZON SFEEAFP, T SHOULP BE
ABLE T2 FUNCTION OPTIMALLY"

| “WITH THE HEAYY PHAZON
EAPIATION FEOM THE FLAMET, T
WiAS AFEAIF THAT MY SUIT MIGHT
MPT FUNCTION EFFICIBNTLY POWN

W THE COEE."

NOW WITH ALL TWELVE OF THE CHOZZ2
AETIFACTS, THE SBAL TP THE FHAZION
CORE CAN FINALLY BE UNLOCKER.”







e
T Ea

Vo

FeAMETHROWES
CHRREED A RERDY

. "'"‘-i

"THE PHAZON cOEE.*

"“WHATEVER SECEETS THE |
SPACE FPIRATES ARE HIPING o :
LIE INSIPE.” : N













: WARNING : FOWE
SUIT ENEEGY RESER
AT CEITICAL LEVELS.

THE FHAZON.
IT'S CHARGING
My sUiT/




"THE BLAST PESTROYEP
THE METRZIP."

il

"UNFOETUNATELY MYy FHAZOW SUIT WiAs | / 4 __! o
VEELZAFEF W THE FEILESS.” = B -

—

"“THE GRAVITY SUIT
8 WON'T LAST Lok |
SN [ THE SURROUNDING
RNOWVAR 420N RAPIATION.” |

Seript: Kato Li Production Manager: Derek. Choo-wing
Pencils: Sigmund Torre Special thanks to Dark Horse Comics

Colors: Gary Yeung & Alan Wang  and Dreamwave,

Letters: Matt Moylan
Editor: Matt Moylan ® and © 2002 Nintendo.




