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Let’s face it. In the console wars, Nintendo consistently gets the cold shoulder from the general hardcore gaming public. It’s been almost a whole year since Nintendo faithfuls camped for Nintendo’s next-gen fun machine with its wacky controller. In that time, Wii has been veiled in a certain cult mystique that intrigues and compels outsiders to take up their controllers and follow Wii; though the library of Wii titles is currently sparse and eclectic to say the least, with the real jewels coming from Nintendo themselves and their child companies. Their latest gem, developed by second-party Retro Studios, Inc. (based in Austin, Texas) packs a sci-fi supercharged wallop. It kind of calls to mind Halo, a certain other sci-fi FPS series from an obscure company out of Redmond, Washington called Micro-something, but I’m sure you’ve never heard of them.
The big question is; does Metroid Prime 3 have enough firepower to compete with the big dog?

I’ll cut to the chase, because I can read your mind. The Wii controls, in a word, are tight. Previous Metroid Prime titles used a lock-on system (similar to many PSP shooter titles), yet hardcore FPS fans complained about the inability to aim while moving. The gripes stop here. The Wii Remote is the natural peripheral for the FPS’s of the future. (Those who own Wiis and played Call of Duty 3 or Red Steel will know where I’m coming from.) If the ability to freelook and fire at will weren’t enough, Retro Studios tosses in a bonus; you can still lock the camera onto enemies, allowing you to strafe and dash around while keeping your sights free to do as you please. The result is an effect that makes you feel like Clint Eastwood with the steadiest aim in the West. (Perhaps epileptics need not apply....) Let me put it simply; you aim. With physical skill, and that magical little remote-gizmo. That’s at least one thing you can’t say about the big dog.
You’ve probably also seen trailers of motion-sensitive actions. These, I will admit, are entirely token and arbitrary. The Wii is new, and developers still are experimenting with the whole motion-sensing concept. Previous Prime titles employed switches which required you to scan them from close-range due to “local interference.” MP3 replaces these with levers, handles, hatches, switches, and many other assorted devices which require a bit of mundane manual labor to activate; a flick of the wrist or a slight pull or push. However, if you’ve played the Wii’s version of Call of Duty 3 or Red Steel, you’ll be relieved to know that these are by far the smoothest token and arbitrary motions on the Wii, period. Developers with Wii titles in the works should be paying attention to MP3. (I’m lookin’ at you, Ubisoft!)
Gameplay-wise, this is the most action-intensive of the Metroid Prime series, and rightfully so, liberated from the dual-stick paradigm. Previous Metroid Prime games gave you an arsenal of Beams which you could switch to, but MP3 keeps things simple by allowing you to continually upgrade Samus’ Arm Cannon. You start with the Power Beam, which has rapid-fire. You upgrade to the Plasma Beam, which is rapid-fire and burns things. Upgrade again, and you have rapid-fire, burning things, and..., you get the idea. Samus’ Missiles upgrade the same way. Samus’ ordnance also works in harmony with upgrades to the rest of her Power Suit to produce new and uniquely potent effects. (A late-game treat gives you a sniper-rifle effect with the ability to slaughter even boss-level enemies with one well-placed shot. How awesome is that?) 

But, by far, Samus’ most awe-inspiring new weapon is the titular “corruption” which gives her the ability to enter Hypermode, a Super Saiyan state of ascension where you and your weapons are transfigured and your firepower more than doubled. (Spiky hair not included.) The corruption comes from a virulent element called Phazon, which has infested your environment, your enemies, your allies, and yourself. The game assumes a certain “fight fire with fire” philosophy, which basically means you’ll be invoking Hypermode often. The catch, as you might have guessed, is that Hypermode drains your life and begins to “corrupt” you by way of a meter sliding ever-upwards towards instant death. By mastering Hypermode’s technical nuances, you can use it pretty freely while minimizing negative side effects. Find yourself in a hard spot? Go hyper. Find yourself surrounded by a dozen bud guys with big guns in heavy armor? Go hyper. Feeling like a cocky badass? You got it, chief.
The thing I love best about the Metroid series, however, is that it isn’t all gunsmoke and testosterone. In MP3, the worlds and characters are deep and richly illustrated. MP3 focuses more on characterization more than any other Metroid game to date. Conversations are fully voiced over in real-time, meaning you can chew the fat with a Galactic Federation admiral while a spaceship crashes through a window about three inches from your left shoulder; and an eclectic band of bounty hunters who assist Samus during an early level look and feel like they jumped out of a comic book, indeed, you’ll feel like one of the Justice League or the X-Men. Of course, as in previous Prime games, the bulk of the game’s plot lies scattered about the environment in the form of consoles, corpses, and scannable objects many and varied. Metroid’s unique flavor of science fiction homogenizes the scientific and the spiritual and even has a message for the real modern world, if you pay attention to such things. Toss in a truly awe-inspiring and original musical score (which often combines live orchestra, techno sounds, and deep, soul-cutting opera vocals) and the Metroid experience is complete and enrapturing.
One more thing worth mentioning about MP3 (as if you weren’t already totally convinced you should run out and buy it and a Wii right now) is the way it quietly alludes to almost every other Metroid game ever made. An early planet resembles Norfair from Planet Zebes, complete with yellow pools of hazardous fluid and cathode-tube-like things that mysteriously shrink in diameter when shot. You’ll find organic supercomputers that resemble a certain classic Metroid final boss. And speaking of classic bosses, you might end up fighting one (sooner than you’d expect) in what might be the coolest boss fight sequence of all time.... You’ll even get to see Samus in her Zero Suit a bit, perhaps Retro Studios’ quiet way of nodding towards the impending and inevitable epoch which is December 3rd, 2007. You know, the day that game comes out, the one with Solid Snake and a whole bunch of Nintendo characters... or maybe you don’t.
Now, back to the big question. Can MP3 hold its own against Halo 3? Well, it depends entirely on what you’re into. I’ll say this. Sadly, MP3 has no multiplayer to speak of. Granted that the multiplayer packed in with Metroid Prime 2 Echoes was mediocre at best (with victory often going to he who camped the power-ups) but still, it seems like it should have been there, especially considering how awesome the single-player game is. I personally haven’t played Halo 3 yet, but Halo 2 is an absolute killer multiplayer experience. For balls-out kill-your-friends action, Halo wins hands-down. But if you’re the type who can appreciate a quieter, more intelligent single-player game, your money and gaming time goes to MP3. 

If this all seems like the pointless ranting of a Nintendo-obsessed fanboy, well, perhaps I am a bit biased in this case. But if you happen to own a Wii, you have absolutely no excuse to deprive yourself of this awesome sci-fi epic. Sometimes, corruption is a good thing....
~
