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According to Nintendo
bigwig Howard
Lincoln the N64
controller is its secret
weapon. Super Play
tells you why...

he joypad that Nintendo
T designed for the Supar

NES took the gaming
world by storm. While Sega gave
Minga Drive gamers something that
Iooked like a crass spaceship, with
clunky buttons and special grooves for
palm sweat, the Nintendo equivalent fitted
perfectly into mitts of all ages and gave
the word ‘ergonomic’, which is a fancy
term meaning working well with the
human body, a whole new meaning. Now,
with the N64 controller, the back room
bolfins in Japan have taken the concept of
a control a step further. Or should we say &
tiptoe, a stroll, 8 running leap, punch and
hbutt slam forward.

It's no surprise tho the N84 controllar
was buill w showcase one particular game
above all.., Mario 64. The problems of
moving a moustached plumber around with
responsive and precise controls, which at
the same time :Il"!'il. L0 repositon CRINSTas i
a real 3D world, presanted special problems
to Nintendo designers. Added to that

Nintendo64EVER | Control Freak (Article scanné dans Super Play n°47 (Septembre 1996)) - page 2

w1
> TEvOurs

lsman. bt

though, s &

the classic
joypad wark
bsttisr with
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and even beat-
DM Ups. S0 joln
s on a tour of
/-T Nintendo's latest
and greatest controller
ovar mado
just can't ignoneé thal shape, can
s, Separate
handlelys, resembding some spoaky
pointed, demonic gardening imphemen
Don't be afrand though. They have
organic feel and just like the curved edges
on the SNES controller you'll instantly find
them comfortable, The left and right prongs
are interded to form-fit the player's hands,
though the larger, centre ona has a gnp
shaped somewhat like a fightstick That's
two reqular, one ribbed, ah lads!

The trick is that there are three differant
ways 1o hold the contraller, with positions
you'll change according to the type of gama
you're playing. Chack out the pleturs over
the page far the dotails. Knowing that you
don't always just have to hold it by the left

you? Thres (counl 'a
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you'll find a cross pad on
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&t unrevolutionary. It's not
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y shoulders of the SNES

ypad have been kept

here in SNES

ypes of g
Howard Lincoln, chalrman of Nintendo of
America,

now you'll get A and B, Cool huh! A
much more useful reason for the
six button cluster is beat-
‘em-ups. The now
standard Street
Fightar I
layout, two
rows of thiee
buttons was
unworkable
ot ald
SMNES pad
Meaning
that &

a sharpes
he top left
i is now

relying on the
shoulder pads for
thosa hard attacks
Now the controller
can bettar emiilats the
arcads and (gahl) aven
the Sega joypad
axperance|

B grvan to the
new button hedden
beneath tha controllar, on
the cantral prong. Tha 2
wrigger, can do
whatever a game
designer decides,
from firing a
WERHOT 0

Staying with
the buttons

Ty performing a for only &
special moment

n power. For longer,
axample, In you'll
Mario 84, it notice that

ake , does the funky the red

al butt slam. button in

ik while in Pilot the middie s

h Vings &4 on tha the Start, This

mes gyro-copter lavel it marks the first

] fires your missiles — time Nintendo's

wal this instinetively feals right controllers will lack a

oL as it's like a machine gun switch

| on & fMlight combat sim stick

1 The right-hand side of the contralles

ler features four yellow buttons in a similar

diamond pattemn o the SNES joypad. These
are callad the C buttons, ostensibly because
they're used to changs camera angles while
playmg a gume. Of course this is only in the
A0 games, Thay'll alsn ha nesfil in arcada
games, like lor example tha BNES classio

o Smash TV where the four buttons were used

i as a directional contraller for firepower. With

noqs ks in mind, the yellow keys are helplully

In ombossod with direction arrows... just in
cage thera's any confusion

5 The A and B buttons, the blug and green
ones respactively are positioned o the

rent immediate laft. This has a couple of key

= advantages. Firstly, it simplifies arcade

me pames — how many times have you only had

a to use two of the buttons leaving the othors

i in the diamond as duplicates just to confuso

Bft you? So where before you just used ¥ and B

select button throughout all of thelr home
consoln demgna. Shock horror. But never
mind... Everything you need can still be
accessad as the Start switch will pause the
action and call up menu systems a-go-go.

And at last, we're onto the maost radical
feature of all. The analog joystick. Positlonsd
just underneath the start button above the
centre handlebar, thera's a tiny raised up
Hastic joystck whikch you oontrol with your
thumb. Time for a quick science lesson
|Skip this next paragraph if you're easily
confused!)

Elactricity ir a complicatad thing, but for
the sake of simplicity let's assume there are
two ways that information can be sent from
your controller. Binary or analogue. Binary
sends your console an on or off signal
That's a 0 or a 1 maths-heads. It's a button
that's pressed in or lefi out. What analogue
does instead is send a range of numbers to
your PC. Rather than a awitch, it's & position
19 an electrical coil. It can be lots of
alues. The technology harks back to those
old paddles you used to got with knobs on
for those cheesy old Binatona tennis games
in the early eightiss. 50, &5 Y0U Can guess,
this technology isn't exactly new. But give it
a 3D leasa of life and plug it into a super
consola like the NE4 and the result 1s, let's

say, electnic

The upshot of all this is much
more precise and subtle controls
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Let's take the example of a driving game. A
directional pad will give you a quick tumn to
the left, but what if you wanted o turn an
onscrean steering whesl gradually or go Lo a
full lock, perhaps accelarate quickly or dab
the brakes? No problem with the joystick
controlier, as it enables you to make tight
movements in minute degrees. That's wiy
Mario can tiptoa, walk or run all with the
sama controller, PC gamers have had
logue joysticks and mice for ages and
many mwear that the uid controller offers
faster tuming, for & ipla a fick of the wrist
In Doam and you're facing the other way,
rather than waiting for a gradual rotation

Beyond just the pointy, switchy bits
there are a few other things you ought to
kmow about the N64 controller. First of all,
the system contains four controller inputs as
opposed to the traditional two - which
immediately gives you four-player capability
Wonderful news and blissfully free of tacky
plug in four-play adaptors

To make things easier the oontrollers are
available as accessories in yellow, green
blue, red, grey and black. This snables you
to further parsonaliss game play sinoe the

O UTASIGHT

console box is aware of which colour
controller you're playing with. So. f you're
playing Weyne Gretsky Hockey and you plug
in a rad controllar, the circle beneath your
player will be... you guessad it... red! Oh,
and thera's ti moTY cal lot just above
the Z triggear. Save games, con L
configurations and who knows what else

Nintendo has reinvented the standard
controller, just as they did with the SNES
joypad. Sony claimed a controller revalution
when it redid the SNES pad with & chunkiar
{eial, emoother curves and a oouple of axtra
tweo shoulder buttons. Bul Niwodo Loy
stormed the Winter Palace and declared a
people’s republic with the finest controller
AVET MmAda

And why has Super Play chosen w lavish
50 much praise on the controller in this, our
final issue? Simply bacause o good controller
should be invisible to e player. L should
be a natural thing — you'ne not meant to
Fpot it and think "What an amazing
controfbert” You'll pick it up, love it and
never notice it again. Because it just
| works and it's just nght. Whach 18 juat ‘%.
a8 I should ba

=
.
W
=
]
2

SEPTEMBER 1996

The socket! The Z button

Plug in your removable memory packs The trigger gives the controller a Might
here and take gour games with you stick like feel

=
=

The L & R buttons
Who says shoulder pads are going out
of fashion?

H ol d

T NG controller is shaped with
o0 separate handlebar grips,

allowing three different hand
sitions
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Memory Pack
And up the [Underside.) Can be loaded into the
cable... controller to save a player's position
Four gorgeous contraller and controller customisations. Take
sockers Jour sefungs anywhere!

TOHINOD

C Button Unit
Offers several different game play
fanctions including switching camera

perspective, characier positioning,
start button aftacks and pleniy af other actions

Start and pause button. but Buttons can also be used to position
boo hoo no selact! character, for exampie fNielders In a
baseball game

-
NS
0 Controller; Nutenda 64
Hands: Migan’s own

-

o
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—
-
Q
3

Cross pad 3D Control Three handlebars
An eight directional joypad. .. just like Stick A demonic fork, offering thres
on your SNES Allows for unprecedented, 360 different special Kung Fu grips ru-,
degree game movement E:
Subtlery enables characters to m
creep, walk, trot or sprint In =

racing games, acceleration
and turning are life-like.

Nintendo’s revolutionary new
A and B buttons

GU““‘D"E]‘ Eﬂmbines Duth [[Igltﬂl These blue and green chapples
simplify controls in simple games and

and analugue I:[Illl['l]] allow you to play arcade beat-'em ups
mechanisms, alongside a cluster RS0 S e e

wanted you (oo

"
:
m
B
:
of action buttons. %
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