Nintendo's Space World 1997

Article scanné dans le magazine Next Generation n°38 (Février 1998)
Sujet de l'article : Site

As Nintendo 64 struggles in Japan, the company postpones 64DD and instead promotes Pocket
Monsters.

Scans réalisés par les membres du site Nintendo64EVER, usage exclusivement
destiné aux autres membres du site. Toute reproduction, partielle ou complete,
ainsi que la diffusion de ce fichier est interdite. Les magazines originaux sont la
propriété intellectuelle exclusive de leurs éditeurs respectifs, les scans
regroupés dans ce fichier ont un but uniquement documentatif et informatif, aucune
exploitation commerciale ne peut en étre faite.

Nintendo64EVER | Nintendo's Space World 1997 (Article scanné dans Next Generation n°38 (Février 1998)) - page 1



NEXT GENERATION rebruary 1998

Nintendo’s Space World "97: The good, the bad, and the strange « Good-bye Dural, hello Katana: A new name
and maore details on Sega’s new machine » Gaming on a live wire: Area Networks get personal = Unhappy
holidays: While 1997 was a booming year for the industry, some companies did better than others

All the news that really matters

Nintendo’s

Space World 1997

As Nintendo 64 struggles in Japan, the company
postpones 64DD and instead promotes Pocket Monsters

Whether it's called Shoshinkal or Space World, Nintendo’s annual trade
show s always a heavily attended event, and "?7 was no exception

The "best of show™ and the
main draw were four new N&d
titles, including Zelda

intendo’s Space World
Exposition (farmerhy
known as Shoshinkai),

held in Tokyo last November, was
cautiously hailed as a success by
Westem delegates. The urmseiling of
playable versions of The Legend of
Zelda, F-Zero X, and Yo J
were everything that had been
hoped for, and 1080" Snowboarding
proved thera's innovation beyond
Nintendao's established game

nises. On the ather hand, the

Japanese launch af Nintendo 400
has been postponed fram March
until June (with no news af a LS

M54 development is getting any
better, Plus, there's NO guarantee
that Pocket Monsters — far and
away Nintendo's biggest success of
1997 — will repeat its bizarre
suCCess outside of Japan

Mone of the products shown for
540D are directly applicable to the
LLS market — the Mario Artist
series lets gamers create their own
art and 30D models, but it isn't mare
tham armyone with a PC can do With
H40D0 limitad mostly to productivity
apps and a Packet Monsters RPG
with no proven market outsice
Japan, will 640D bacome Just an
interesting foctnate to the Mimtendo
&4 story?t Mintendo of America’s VP
of Marketing George Harrison
thinks it's too earhy (0 draw

Isinns. “Certainky it hasn't
been sidelined. it's still in the
starting gate. Our strategy has
always been that we're not gaing to
let it o until we're absolutely
canwinced that there's a good
market for it.” As for switching Zelds
From disk to carindge, “it's a move
to take the best advantage of a
Ereat title,” he reasons. "And we
want everyone who has Mad
hardware to be able to take
advantage of it”

But the result is that 4400's
future does not ook good. And
whether ar nat it was ever a serious
mair m contender &5 now apen
for debate. In hindsight, it would be

easy to dismiss the project asa
clever foll for criticism of Nintendao's
cartridge-based palicy, Certainly the
creativity software demonstrated on
5400 failed 1o excite Westarn Show-
goers, And despite the preview of F-
Zarg X add-on disks featuring extra
cars, wacks, and "ghost” opponents,
there was litthe to ndicate that
4400 will be a must-hawve purchase.

Jaz San of Argonaut (2
company that has traditionally
wirked very closaty with Nintendo,
natably on StarFax and Wild Trax)
offers one possibla axplanation for
6400's deday "Rumors have been
circulating for a while that recenty
within Nintendo the main priarity
has been Pocket Monsters, even at
the expanse of Nod,” he reveals. ¥
heard they were taking
development staff off other games
and projects to make sure that
Pocket Monsters was dane on time
M. Yamauchi's speech today
confirmed that Pocket Monsters s
foremest in his mind, and maybe
this is wiy 6400 has been pushed
back.” Exther way, we don’t
recommend holding your breath:
4400 isn't scheduled for a LS.
rebease any time soon,

Shigeru Miyamoto's brace
of games on display all lived up 1o
expectations. The Legend of Zelda
was the focal point of the show
floar, with a small partion of the
game world available for play-
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testing. Al delegates seemed
impressed, with the general
CONSansus being that yes, it's even
Detter than Super Mara &4, F-Zerd
X offers fous-player, high-speed
futuristic racing. Yost's Story takes
20 gaming o naw haights, with
Mo4's analog controlier giving a new
twist to the platform-based, run-
and-jump gameplay. And 1080°
Snowboarding, a surprise title from
a newly formed group within
Mintenda's Kyoto-based HQ, offers a
subtle blend of high-tech simulation
and arcade action (see page T8).

Third-party software, however,
mostly contnues to suck. With
legions of second-rate clones
making up the third-party assault in
iapan, there seems to be litte
mprovement from last year. San
offers an opinion: “very few third-
party developers ane actually
WOrking with Nad,” he points out,
“and this is partly because
development systems are hard to
come by and partly because
publishers willing to take the risk are
hard to come by. 5o if you can't get
a deal to do a game for Nintando
tzelf, there's little point developing
an MNad game bacause it will be very
tough finding amyone else to publish
it Alsn, Néd isn't exactly an easy
machine to develop for because it's
cartridge-based, which means you
hiave to spend a lot of time working
out how to make the game fit into
the cartridge, on top of the time it
takes you to figure out how 10 make
a good game."

Is there light at the end of the
tumnel? Harrison reckons so and
argues that the obstacles to thind-
party success ane diminishing, “We
were probably not as good as we
could have been at providing them
with technical suppart earky on,” he
explains. At the time of Nod4's
launch we had our ‘dream team’
strategy and we really narrowed
down the group of peaple who
were given an early Iook at the
maching and were given the early
suppart that they needed. And even
some of these people struggled.
Bven now, as we expand our
support to a larger universe of
licensees, we've not had all the
techracal support in place to do
that. Besides, some licensees have

Ah, the Japanese trade show:
from the obligatory booth
girls to the legions of fans

more axpertise and resources than
othars, and it’s a chalkenge for
marty peaple to match the time and
dallar investrment that Nintendo
puts info its own titles.”

Cartainhy, recant cuts in Nad
cart posts have prompted more
third parties to sign up, but It's too
aarly to 522 the results of this yet,

Nintendo Chairman wiroshi
Yamauchi's annual address to the
Japanese videogarne industry is
always a highlight. This year was no
exception. "Oversaas, Nintendo o4
has been haghly regarded. But in
Japan, the feedback hasn't been as
2ood as anticipated,” he began.
“Perhaps some people think it's
because there aren’t enough games
releasad, or maybe people say it's
because there are no role-playing
games” He paused, then dropped
his barnbshell, "In fact, the
[lapaness] videogame market is no
langer driven mainly by Tw-based
consale games,” was his starting
diagnosis. “The recent videogame
console market is losing
mamentum, and naturally it's
because of too much boring or
complicated software that ordinary
users can't enjoy playing.”

His prescription for how the
videogame mdusiry should et out
of this fi? Two things: First, leamn
fram the record-breaking success of
the Game Boy's Pocket Monsters

<o)

breaking

series, and second, when it comes
to releasing console games, it's
quality not quantity that counts LS
gamers will be forghven for ralsing
an incredulous eyebrow at
Yamauchi's grim view of the
videogame market and for asking,
“What the hell are Pocket
Monsters?” But Space World is a
shaw for the lapanese market, and
Yamauchi was addressing specific
Japanese contems In Japan, Pocket
Monsters on Game Boy |s bath the
best-selling game of 1997 and the
best-sefling Game Boy cart of all
time. it's provided a much-needed
boast far Mintendo in an otherwiss
tough vear, although whether it will
settle imto a long-term stable
market or succeed anywhera
outside of Japan is doubtful As for
the "quality not quantity” mantra,
there’s Doth value in what he says
and a need to take this stance,
gnven the continued lack of third-
party support for Nod,

In all, an interesting show and
further proof that no one makes
videogames better than Nintanda
While Yamauchi may be loaking to
Pocket Monsters to keep him
smiling in "¥8, Westam gamers have
at least four great new Mad games
to loak forwand to And maybe even
540D — but for that, wall -
have to wait for E3 in May |_ﬂ_§)

The show also displayed several N&4 add-ons, including one that

allowed Pocket Monsters for Game Boy to CoOnnect to N&4
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