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From their humble beginnings producing
'hanafuda’ playing cards, to success with the
Game & Watch, to engineering a world-beating
64-bit powerhouse, Nintendo have been
delivering video gaming nirvana for over 15
years. And in the face of continued competition
from Sega and a relatively fresh - but
nonetheless fearsome - assault from Sony,
they've kept the number-one slot. How do they
do it? Who are the people there that make it
happen? And just what is it that Nintendo does
that, however hard they try, their competitors
can't? The answers lie on the pages that follow...

FROM
CARDS TO
CARTS

Inside Nintendo's game heads

eople don't say "vacuum
cleaner’ these days - they
say ‘hoover'. And,
increasingly, people don't

say ‘wideo game’ either - they say

‘Wintendo’. {And ‘bire'. See?) The

gravity of Mintendo's influence over

the world was summed up recently il ‘ Wing I

when Liverpool FC's goalie David emoved from the product which set the playving-cards market, Minten
James confessed that his poor match Mintendo off on its path to fortuns Company Lid's (NCLs) pressdent
performances could be put down to e glory nied by Fusaj

“eight hours of Nintendo last night” Yamauchi in 1889, Nintendo started

Millions like him have experienced ut salfing hand-mad ying cards suffered ke in 1949 jed it
‘the Mintendo effect’.. amd, for nearty 100 vears, the wvas time to dwversify in arder t @

91

Nintendo64EVER | From Cards to Carts : Inside Nintendo's game heads (Article scanné dans N64 n°02 (Mai 1997)) - page 3



Nintendo's five greatest successes

1 The Nintendo 64

Though its development was enveloped with
doubt, the NB4 introduced a revolutionary 30D
expesience when it finally appeared fast year.
2 The NES

At a time when everyone thought the console

INVESTIGATES...

N

64

maaakaml

scene was jmecoverable, Nintendo's 8-bet
machine singlehandedly revived it

3 The Super NES

This 16-bit format - “the’ console to own
during the eary ‘30s - plays host to mare

classic games than any other systern to date,

4 The Game Boy

A typlcal Nintendo product: innovative and
affordable. Brought video games into the wide-
scale public eye with 4 topper version of Tetris,

5 Mario

Like Pac-Man of 4 Space Imvades, Maro has

become a videogaming icon. And, re

he still looks as fresh today as he did in 1981,

Inside Nintendo's

expand. However, supposedly used to measure the ‘love’  (notable ones including multi-screen But, when attempting to pinpoint
three brave new that existed between them), all of games like Donkey Kong and its the genesss of Nintendo's all-
projects =a brand  which performed well for Mintendo, sequel), went on to sell milions of conguering success, many cite the
of instant rice, a giving it the impetus to break free units across the globe. arrival of fresh new blood at Nintendo
{ahem) 'love hotel'  from the constraints of the playing- But, with the likes of Taito's Space  rather than a box of plastic and silicon

and a taxi business

distribution netwark — which was
pushing Mintendo playing cards into
as many outlets across lapan as was
conceivably possible ~ Yamauchi
decided to concentrate on devising
muore strictly entertainment-based
toncepts which could be sold down
these avenues. Enter Gumpei Yok,

card market and move into more

both home and arcade set-ups in the
late "70s. The company was well on
its way to becoming one of Japan's
leading entertainment companies.

SOPHISTICATED

In the late 705, Nintendo. teamed up
with efectranics glart Mitsubushi to

invaders having kicked off the arcade

Mintendo. The success of their &-bit
Famicom {aka Mintendo
Entertainment System - or NES - in
the West) console is now the stuff of
legend: 500,000 units sold in the first
two months. It hit retail in Japan in
‘83, and went on to sell “as fast as it
could be made”. Software support

chips. This blood eccupied the veins

- failed to take exciting areas. boom in such memosable fashion in of Shigery Miyamoto, an artist who
the company in Along with Yokos, two individuals, 1978, it was the coin-op scene that joined Nintendo in 1977 and was
the fresh (and  Masayuki Uemura and Genyo had really attracted Yamauchi's working in Nintendo's planning

profitable) Takedo, were the driving forces interest by this point, and he set his department when he was approached

direction he behind Nintendo's full-scale entry into  engineers to work on titles that would by Yamauchi in 1980. The Nintendo

5o hankered  the world of electronic enterdfainment  give Nintendo a slice of the action, president wanted a new video game.

after. hardwiare. Uemura, an ex-Sharp The coin-ops they came up with - Miyamoto had enjoyed video games

50, engineer, and Takedo, wha responded  including now-obseure titles such as since he was in college, and was
realising to a Mintendo job advertisement Sky Skipper, Radarscopeand Sheriff - super-keen to take up the challenge.
that one asking for a toy designer, worked went on to perform profitably, if not A new era dawned,

of under Yokoi's supervision in creating spectacularly well. What frustrated Miyamoto about
Nintenda's the Nintendo Beam Gun, hardware It was a team led by Uemura that  the games of the time was their basic
strengths was its powerful  which was put to successful use in created the product which made nature — he dismissed shoot-'em-ups

and Pong-style games as being
limited, wondering why video games
were not treated more like books or
mavies. It was with such stary-telling
ideals that he went on to create
Donkey Kong in 1981, The fact that
the game eschewed the coin-op
thermes popular at the time frankly

in 1969, as head of Nintendo's newly  create its first home consales: the from the world's foremost developers  appalled some Nintendo staff, yet the
formed 'Games’ division. Having been  Color TV Game & {which played six at the time, incleding Namco, Konami - game that introduced Mario to the
pulled from maintaining the playing- different versions of Pong), the Color  and Capcom, ensured that the workd swifthy proved to be a

card assembly lines at NCL, though, TV Game 15 (offering — yes - 15 machine made & similar mark in whopping success.

Yoko! wasn't sure what was being different versions of Pong) and a Eurape and, especially, the US. (By

asked of him. “What should | make?"  number of slightly more sophisticated 1990, an NES could be found in one UN BL'" KE RED

he understandably gueried at the systerns offering crude driving and third of all American homes.) In the When over 60,000 Donkey Kong

time. "Something great,” came
Yamauchi's reply.

This he did, creating a range of
products, including the Liltra Hand {a
novelty extendible pincer-like
contraption), The Ultra Machine (an
indoor baseball-pitching unit) and the
Love Tester {which young touples

Broakout-style gaming challienges.
The pocket calculator market
came to fruition in the early '80s, and

Yokoi's team made use of the
possibilites afforded by such cheap,
flexible technology in launching in
1981 the Game & Watch series,
which, with a range of nearly 50 titles

early "90s, Nintendo took in as much
cash as every American movie studio
combined, and profitted maore than
any of them (and more than the three
U5 television networks combined).
Such an unprecendented performance
shecked everyone — including
Mintendo themselves,

oin-ops seld when it launched in the
US, the company realised that it could
become as big a name in the west as
it had become in its home territory.
And all because of Miyamoto's fresh,
unbdinkered approach.

Following a spell working on
coin-ops (mast famously the original

@ N,
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Nimbando's five biggest failures

1 The Virtual Boy

Nintendo had high hopes for the Veebee, but a
shortage of decent ga wl headache-induding
red-and-black visuals kil
2 R.0.B.

The Robotic Operating Buddy” was a peripheral
for the NES which was about as much fun as
paying with & rabld Doberman Pincher,

3 The Power Glove

The: high point of The Power Glove's [ife was an
ance in the Fred The Wonder Yaars'

Viz. Enough said

4 The Disk System

Nintendo released this NES floppy-disk add-on
only In Japan, where a lack of consumer interest
ensured its swift demise

5 Tha Zapper

In the mid-'B0s, both Mintendo and Sega believed
that light-gun accessories fike this would be the
next big thing, WRONG

in the form of the N&4, 5

d Mintenda
ans at the righ
e the hard LIRS
wgether the NES, the Game
NES and, with the

machin oy has repeated
Sega’s teat m wresting control away
1 company for the

Nintendo
through the
years
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will allow this type of sound
composition fo match today's
prerecorded music

Miyamoto on...
Super Marro 64

: eloped selfishiy
5 '.-’r'e approached
ario 64 from the other

d fried fo cater fo the

d users amd thair
trol, a good game

ease of play. This wasn't
because we've

was the best way fo

hink ‘Father of Video
Games’ and Nolan
Bushnell, the creator of
Atari's Pong, comes to
mind. Think ‘Father of the Modemn
Video Game', however, and there’s
another quite different name to
mnslder Shlgen.l Mlyamutu

Miyamoto on...
Cartrldges
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=5 [ike F-

complefe a b
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Miyamoto on...
The N64's
Joypad

! thirk its easy fo gel

noivid

respect ech

v.Flel'.hrJr fr
it fhe |

gamers will accept |
When we first

.1-;13-" fn the 1980s, everyone was
accustomed fo using a joystick, anc
marny .ljt-qu.':' rurn_ul',].lrie.’u :
new joypad. They got used to
though

Miyamoto on...
His Role at
Nintendo

There are mainly three parts to my
job right now. First, there’s my

mal job wihich is as a game
disgar working closely with the
e directors of four or five
differant gares. Buf this is always
the case with ~ | always seem to
be warking on

Wes = 50 ' SUPEenisi,
t of around ten games at
parkigs. Third, I'm in
with d!sc—baic d games = a liftle less
than fen rght now. These projects
irvclude the system construction for
Mario Paint, e 7 Sim City — and

5 - and, as | said
ing on the basic
structure of self-growing games. This
new project will be due for release
sometime in 7998, and it'll be
umigue, oviginal and different. But
becawse of that uniqueness, most
people who see it are criticising it,
saying, “This is not a game!” So 'm
kind of in frouble right mow, whether
what 'm doing fs mght or not

Miyamoto on...
Yoshi’s Island
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be Yoshi's |*.|,1 d fd.
1al Yoshi's Island

3D graphics are fi
Yoshi's 1sland

Leim
wing

gons offer a

El

ariefy of ways in
ch you can N-r-. the original
ictures that are used in

use 3 l|’i!!
many other ways;
pictures in any way you fike
As vou can see in Yoshi's lsland

64, we've used what we call
‘cardboard art’ - and it’s only with a
20 game that we can have this kind
of rich expression in the graphics

a can paint the

Miyamoto on...
3D Games

Whern Space Invaders was
body at that time was a
the actua
|, or whe
Ve Been very
jsed. Games became
more complex, an

T
£ andg

e CONSEGUENCE

< that laks of games appeared that
were very different. And 30 gives
games even move complexity, so
essenfially it's just about mak
games wider in scope. From &
game as a basis it's possible to make
.1 D game by adding some new
pon r> made possible by 30
Personally, I'm very |

in
based on

0 lities to creatars a
turn Is good for players

Miyamoto on...
How He Does It

nk about what a player would
like ta play. I try to make a game
from the player's point of ¢ and
ne what kind of cha acfer they
wauld like fo be. Then | move onto
ng up the game, :.*.j-:'-n:; a

ey

ot 11's wery
type of game in part

Miyamoto on...
What Makes a
Good Game

To make & game you must put in 4
wt my neck out and
-dﬁwr. 0ft Bames &

when
e are lofs

tendo

L we it f
because he is sati
always think about the pl

Mintendo

ENTEATAINMENT B-ETEM

feelings and wishes. Self-
satisfaction ism't conducive fo
creativify. [ think European
painters - like the impressionist
Cezanne, for example - were
always thinking about how fo
urprise the customer = fo impress
them i a s;r].'ueﬁf. LS Wery
imparfant

Miyamoto
on... His
Favourite
Games

_&,-Cl-"-‘-?( pou "'.F-"a[" o

go for that kind of of
s Tetris, for exar

clions, my favourite videogame
15 mayhbe Pac Man
Miyamoto on...
Nintendo's
Competition

tunately, our ¢om,
y to try to imitafe

titars spem

dame whal we've
each game's content

irtk Sega is trying to
Nintendo's way of business, &
makes 5 calions, P
Sega’s
arcade '“Js.m-“ and its capac
produce new hardy
strategy 1s differas
Nintendo gefs involved in research
and development and markets the
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results of it

in anather

development an
ntendo is going to

researcn a
products
sell. It reses
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thinkir

Miyamoto on...
Foreign
Developer_‘s

I like Hir_—' Britis)

5‘. -!'us." IFL-E'D,DEF:- .z.'.':l' -.--f-.-rr.'rl-r-,-
was perfect. I'm a little worried

ahout the American way of
18 in America | -..',_,I feed f

decau

feams, [ say ]
prodach hecause they work the

8 way as me. | dan't know

abaut America.

like the Ja

producers

example -

panese, AM

- MOviE r.-.rs.,urers. for
d to be invalved very
hey put in a

¢ when |
redess. [ pref 'c-r-f.ng
British because their
way 15 more lapanese
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a ; 1 Super Mario Bros. [NES - 1984)

o One of the most influential games in history, SMB was the platform game
s which properly explored the concept of secrets. Fellow SME players would
Era! share tactics and knowbedge, but could rarely feed that they had truly

¥ unearthed all the game's hidden delights, This was the game that laid the
L template for Mario's world, introducing characters that went on to appear,

b
— in refined forms, in almost every Mazza game since, The variety of
F 4 gameplay on offer here - Mario could run and swim, appear large or
- small, kill enemies by jumping on their heads or, by collecting a fire flower,

pop them with mini fireballs = was its core strength.

Case Study 2 Super Mario World (SNES - 1990)

The performance of Nintendo's revolutionary 16-bit technology was
matched by this, the first game to run on it. Still the best 2D platform
game available, despite being nearly seven years old, SMW absclutely

compelled players to uncover its every aspect. (If you've not owned a
copy of SMW with '97" = denoting your conquer of its 96 levels = next to
your save point, you simply haven't lived ) Not a game to blow anyone
away in visuals terms, SMW is one of the best ever examples of gameplay
being at least 50 times as important as graphics. Sega’s counter-title,
Sonic the Hedgehog, looks puddie-shallow by comparison.

o Mintendo have produced countiess ach fesble attempts

mast of the world's still being made by developers to

successful games consoles. come up with game characters with

But they also happen to character. (Crash Bandicoot? Exactly)
have created the mast popular More than simply refining the

games to run on them, most notably  Mario charz
the Mario and Zelda series, which though, Minte

have swollen Nintendo's coffers to entire universe zround hlm. and

the tune of millions of pounds. Yoshi, Bow=er, Princess Peach, Ko
[+] Trooper. Big Boo

Minten but a mere handfu

Ma
s the world over
Vith Mario, apart f

wino

miss the po
father was und r,_l'l,e*‘l responsible

‘e u:'f'teu: an
shaped the

SUCCess, & number of

cpects must be considered:

Is an institwtion, a
‘L, gepartment’s dream

1 o use | amotio's
e up with

s hero has EArneres Since

96 N6""4‘.

Just what makes Ninte

PLAYABILITY

Mintendo have made their name by i
obeying - and refining - the myrad is
laws of gameplay which ha
narnmered out over the

imie designers face in

™ i
yore but he is to blame for his
formance on-sereen. IS no gond
years of video games ox wing & shed-load of spikes out o
hie company’s first ma the ceiling upan the player's head just
cantribution was attua ¥ hardwiare: for the sake of the unexpected.
Slmll-.-r t's not acceptable to ask a
perform an action where
ome is shrouded in doubt

CUMDEersome |
accepted m
control, r\.ru
contro

=, where the P 3
10 into an area that,
t be seen, could
. bof
) Fv being fair
tendo ensure ."l-‘.'.
/s come back for more. ..
onship PEN W
happening on the screen and what's
happenin eal world {i.e, what
with the J,‘n,"l is

d every other game ¢
re: fodloy

sharp. immediate; when you tell him
to turn arour g0 back the ather
y by del berate way, subtle i a makes it a gradual
= Nintendo is [if 5 he doesn’t merely
pe rt,'m an immediate about-turn
much
Phayer
and

s a factor )
often happe
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Zelda Il A Link To The Past (S

From the moment Zefda I begins, with the player waking from a dream,
leaving his humble dwelling and walking out into rain-strewn village, it's
obvious this is 2 very special thing indeed. It's not until much later,
though, that its true defights become apparent: the freedom given to
Link; the nature of the challenges which face him throughout a truly vast
quest; the joyous playability within which it is all wrapped. These elements
combine to make it one of history’s mast memorable games, and perhaps
the greatest 16-bit game devised (against some pretty stiff competition).

Super Mario Kart (5

As if to slap their competition around the faces with a wet haddock,
Mintende showed their designers coubd tum their hands to just about
anything and be tremendously successful - in this case a cute driving
game. The key here was the breaking of ground: nothing like Mario Kart
had ever been seen before and, indeed, many were initially dismissive of
the title because of this, Given a chance, though, the game proved to be
as compefling and rewarding as just about any platform game Nintendo
have come up with. Its quality is perhaps best illustrated by the fact that
it's as enjoyable as its 64-bit-powered successor,

SLUVD OL sAdVvVD WOu4

ndo

that's exactly why they work so well,
beczise they form what appears 1o
be such @ natural, integral part of the
game-playing process. This type of
character contral was first faid out in
Mario Bros. back in 1983, and it
hasn't changed much in Mario games.
since, because it feels so damn rght.

SURPRISE

Shigeru Miyamoto once said, "What
if, on a crowded street, you look up
and see something appear that, given
what we know, shouldn't be there?
You either chake your head and
dismiss it or you accept that there's
musch more to the world than we
think. Perhaps it really is a doorway
to another place.”

This sense of unknown
passibilities i one essential factor in
the success of so many Nintendo
games aver the years. In game terms
it's all about presenting the
unexpected, whether that's an
invisible bonus block that the player
bumps into during a game of Super
Mario Bros. or a boss monster in
Super Metroid which reanimates after
the player has (rightly) befieved it to
be vanquished

Think about the first time you
saw the small alien ship @ip onto the
screen in Asteroids. Or the first time
your ship was captured in Galaga. Or,
even, when you realised that Zelda
Il's world was twice as large as you
first supposed it was, because of all
that Light/Dark-type stuff. All classic
video game surpries,

ames_so special?

VARIETY

There can be few Eames worse than
those which present level after leve
of repetitive, predictable action. How
can § designers expect people to
m%v on when they re merely
presenting the same kind of
gameplay that has been experienced

‘over the last few levels] Ieﬁmedonﬁr

in the form of new backgrotnds?
This is perhaps the most valuable
lesson that Mintendo's designers can
teach their peers: give the gamer
room to grow.

SNES titles Zefda Il and Super
Mefroid are fantastic examples of
how player interest can be retained
throughout long-term challenges: as
your charactes explares new areas
and finds new items, these items are
not merely bags of gold or bunches
of fruit or some such other score-

related paraphernalia; they are of use. |

So the characters in Zelda and
Metroid continually gain new skills as
they progress, whether it’s Link's
boomerang or Samus's super-jump
cabability, (You could even look at
Super Maria World, in which Mazza
collects a cape.) Crucially, each
game's environment is packed with
locations which their players will
reach and think, Now, | know | must
be able to get through this section -
if anly I knew how,

This dangling of carrots & a trick
Mintendo use to make nearly all their
games so horrendously addictive. The
rest of the world, however, seems to
be taking an awfully long .
time to cotton an 62

NEXT MONTH

%)
O
Lo

Super Mario 64

The game that purportedly took over five years to develop (beginning its
life as a Super FX-powered SNES title) is & landmark game for more than
one reason. First, it managed to take Maria's firmly established world and
convincingly translate it into three dimensions (net an easy feat when you
cansider the limitations presented by polygons). Second, and more
importantly, it delivered true three-dimensional gameplay. Look at the
game's 32-bit 'equivalents’ {Crash Bandicoot, Pandemonium, etc), and
the difference is clear. The most ambitious videogame ever realised.

¢
May 1997
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