Lifting the lid : inside the Nintendo 64

Article scanné dans le magazine N64 n°01 (Avril 1997)
Sujet de I'article : Nintendo 64 (*)
How can something so great been squeezed into so small a box? Let's open one up and see..
Scans réalisés par les membres du site Nintendo64EVER,
usage exclusivement destiné aux autres membres du site.
Toute reproduction, partielle ou compléte, 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,
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aving sold four million
"unifts’ across the world
by the end of 1996, and
probably the same again
since then. the Nintendo 64 has
swiftly established itself as one of
the most significant events of the
late 20th century. In fact. not since
the inventions of electricity, the
flushable toilet, the wheel and fire
has something been so eagerly
snapped-up by the human race

NES were before
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after dithering over the SNES CD-
drive for ages, and cynics wondered
whether they'd just been trying to
grab back the headlines by making
the most cutrageous daim they could
think of, Bul over the months, as
mare details of Nintendo's new
console began to emenge, with
ncredible-looking pictures of games,
it became clear that Nintendo
ntended to keep their promise

The result & the Nintendo 64, the
first console that allows games
drwj;nelr\ to co, basscally, anything
And the minds of Mintendo’s
carefully-cultivated band of
developers have consequently been
allowed to run ricd. Shigeru

Aiyamoto has been able, at last, to

create a Super Manio game in which
his imagination roams without
comstraint. He's constructed an
incredible 3D world where something
new and \.]l[l-' \I'"-_L: }Ir1p|J|'|1\ .‘.I:"U'\Ii
every corner, and which the player
can explore with complete freedom
In the States, Paradigm have been
able to place Pilobwings 64 players
dbove a breathtakingly-realistic 3D
landscape, prowiding, for the first time
in @ video game, a true sense of
flight. Link's adventures in the next
Zelda game will actually be enacted in
front of you on the screen, rather
than just being 'symbolised” by little
sprites and text boxes. Starfox 64 and
Blast Corps look awe-inspringly
action-packed and it remains to be
seen what's brewing in the minds of
developers like Konami and Capcom

And that's why the Nintendo 64
is causing such a stir. Its a
combination of Nintendao's unrivalled
talent for developing great games,
and something completely different
People wha've never before shawn
much interest in EAmes consoles are
looking at Super Mario 64 in action
and being |.'\5L1.'\L|}' won-over. [(We
seem to get huge crowds tumning up
at the N6 office every lunchtime to
try out the latest games.) And, at the
sam fime, Nintendo devotees of ald
lowe it as well

The Nintendo 64 is completely
great. But, against our better
judgement, over the pages to come
we're going o pull one completely to
bits in an effort to find out what
makes it tick, and answer all those
puzzling questions you'll no doubt
have about it i
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Following the cancellation of their CDt
drive, which was to have plugged in
underneath the Super NES and
compete with Sega’s Mega-CD,
Nentendo suggest that instead they're
£ONg to work on a
tely new comsole,
separate from the SNES,
to be launched in 1995,

NINTENDOS?

The talk i of 2 32-bit machine with 2.
built-in TD drive, seling for under
$200 and targeted at the 32-bit
consoke Sega have just revealed they
have in development: the Satum,

Nintendo amaze the world by

announcing Project Really,a
collaboraton befween themselves and

ON6;
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AERIAL
SWITCH BOX

high-end graphies warkstation manutacturer Silicon
(Graphics. The result 5

intendad to be a 64-

bit console with the

3D graphics power of

a £10,000 Silicon

Graphics machine,

selling - and this was

the really amazing bit

~ for $250, Sega and

AVES YU

Sany, who'd been discussing $500 prce paints for
their 32-bit machines, mutter comments about
‘spoiling tactics’, Mo-one knows quite whether to
befieve Nintendo or not, but loads of pictures from
Jurassic Park start cropping up everywhere: Silicon
Graphics hardware produced the dingsaurs.

Mintendo start o assemble their ‘Dream Team', a
group of developers who'll produce the first games

forr Prejest , Initially UK-based Rare sign up
along with the Amercan fim Williams. It also
anncunced thiat the two companies will logether
produce the Killer Instinct coinsop, which will later
appedr as a Project Reality game.

Angel, Lucashrts and Electronic Ars a0 sign up.

Project Reality is stll 2 long way off
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Reality

immersion what's in the box?

The reason Nintendo 64 games look
s0 much better than anything else is

the Reality Immersion system that F
Silicon Graphics and Nintenda's E#{?EH
experts have come up with, Reality

Immersion is generated by a
combination of the CPU and the
Reality Co-Processor, and effectively
means that your Ned has the
essenlial components of a £10,000
Silicon Graphics workstation

Some of the more important
features of Reality Immersion are:

Anfi- a.llaﬂng

thy, S0 you ¢

w1 the screen

Texture mapping

Mapping a 2D pattern of pixels on
30 pelygon

Texture detailing

the Latin
hnigue

Load management
1 potyEons In an odject

y its distance

» eftect car
Depth buffering
Hidden surfaces aren't deawn, to save
kg board RAM
Gouraud sh.n:l:nq
Colours |\l|\ aomns i a way that
makes them appear {
prcular reflection

-u'-u! be reflecled o

umbers al once

a s name: Llitraee, The Witra 63 st II
o THEEVERTON e X / | Hae ..Illa_l'lt- ] Aot cle fara
\ 1 ar year at least
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) REALITY CO- PRDCESSDR I

! The Med's breathtaking 3D

[ graphics are | v thanks to this
|I'"I."|.'. the iy Co-Processor
{RCP). Like the CPUitsa
G-l RI5E 1p, Bhis fime

it 62.5 MHz

i o by Silicon
Graghics specifically for the N6&d
5 mgin purpose m life i (o
senergle the graphics you
your T screen, although o
handles t f thangs
as'welli The RCP can actually
-CI-’:;'-. through half a billion

| arithmetic operations per
= about e
Pentium grocessor in an average
PC ~and Will generate around
160,000 raclangular polygons
per setondiwith all the Néd's
special effedts enabled. The RCP
and thé CPY 1ogether make
what Niptengo ¢ W Reality
|I'I’]er'!‘-I‘L.|f' System

funn mnd has

S N

= o sig

Y limes as ey

Resets the CPU, causing il to

estart the current gai
the machine had um been
swilched on

e a5 i
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One of the most troublesome
stumbling blocks on the path to the
MEd's creation was Nintendo's
dilemma over whether to store
games on cartridges or CD. All
Nintendo's previous consoles had
used cartridges, going right back to
the NES, while the N&4's competitors
= the PlayStation and Saturm - had
plumped for the more fashionable
new CD format. Nintendo issued
statements on an almost monthly
basis as they first decided to use CD,
then cartridges, then CD again, then
cartridges, then CD... No-one knew
what was going on. In the end,
though, Mintendo settled on
cartridges, a decision that raised a
few eyebrows

Inside a cart
ROM

The cost of memory chips s driftin
MNéd carts can be much he II||'I tha
carl is &4 Mbit (B Mega
128 Mibst carts on the oredical m
Save-game chip
SMNES cartridges used to store data m a small RAM
battery. N&4 carts, on the other hand, have a

n EEPROM (Electronically Erasable Prog

thiit can store data without The mee

Wareo Karf lap Limes and
1 a Controller

Limvy (il W re ||‘l||| Yol
cups bt you'll mee
Lo stoee Time Allack
;:"'l"\.‘,\'_ Buf s
another thar

that's just m

perssible

dware

g in at 96 Mint

IXEITILIEYY

for a battery

of 256 Mint

VL chig supponted by a
¢ xu|l'r' sticated system
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taking

As featured on the SNES
controller, a
the same sortofwse.= cycling

Mintende always lead the way with
their controllers. When they launched
the NES. everyone else was using
clumsy joysticks and paddles; now
joypads are the standard, When the
SMES came out, the shoulder butions
on its controller were unique, and a
vital aspect of Mario Kart's steering:
now everyone includes shoulder
buttons on their joypads. And the
Mintendo 64's analogue joystick is
such a huge leap forward for video
games that other manufacturers will
have no option but to sheepishly
follow suit. Just you see,

ird dirgctiona
hundred
Mast MNed

Thes % the stand
control, &5 seen on a

er controllers

The rmu
L ellent

displayed to the public for the first
Thesyt Iook just as impressive as
Mintendo hiad promised, although
anly two ase play. ind
anywhere near finished. The relea
date & comespondingly pushed ba
T Apil world-wide, And the nar
changed agam, too: to Nintendo 64

@Neéy ..
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nd likely to see much

L AND R BUTTONS

control

Used ur launching rockets and
: ||: n' graphs in

g, and using power-Lups
] Kari. It's nice to have it
there, although it can sometimes

be awkward to use at the sams
time as the joystick

al data like scores
5) and the Jolt Pak
ere, and there's talk of a
shot-in light gun

A AND B BUTTONS C GROUP BUTTONS

These are your main fire Buttons
Theres no pecial about perfect number for moving the

| There are four of these - the
them at all | vi
|

COLOURED CONTROLLERS

py T MB controllers
able i red, blue

nd black. The |

ey-and-black |

and right in

.
o

£

At fast! The Nintendo 64 goes on
sale in Japan on June 23nd, and sells
300,000 on its first day alone -
equivalent to the first-day sales of
the PlayStation and Satum
combined. Practically evenyone buys
a copy of Super Mario 64 1o go with
their new machine. Pilafwings 64
and Shogi Chess are the only other

Oh dear. The Nintenda 64 now
won't amve in Japan wntil June,
Amenca until 5e 'ptemhr'r with ne

for the machine is now
ver pitch with Sepear

InCreas |rt|; stir,

The Mintendo goes on sk in the US
with the initial 500,000 machines

available selfing out immediately.

Europe at last gets its hands on the
64 At £250 the N6 sells out
instantly in the UK, although that's
unsurprising given that only 20,000
are brought inta the country initially.
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L n
aving IMport ames  :ocoinmm
| the world might look identical.

| But are they? Ooh no. missus
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| Using Japanese b e
and US N64s in ! S0 cha innards

| ted to similar inputs  a brid;
| the UK n you teevsion o via an
| E CART sock
ay games on a US or lapanes srnatively you may be
ght from a Br own a Nintendo S-video
in Mb4 Magazine)  cable, which will give a slightly
t back from your hols as a p picture if you've got an 5-
nput on your telly other
andard thing you'll need is a step-down
transformer to provide a 1105120
displaying an NTSC signal as well a5 Volts AC supply for your machine
the normal PAL one. M These cost about £30 from
televisions bought in the last couple  electronics shops like Tandy, Finally,
ears shoubd i and Sony if you want to be able to play both
ones seem partic U3 and Japanese
Imported N&ds come with three import machine Il need either

(English
hodes in the Japs

Disabling the ‘lock-out’ on
Impf_‘lf‘t mﬂchines Locate and disable the rail

It's that bit of plastic into which the cartridge slots, with
The only thing preventing US and Japanese carts from the two pegs on. Either unscrew and remove it, in which
US and Japanese mach case you'll lose the use of the plastic dust flaps that
de the M64, which are protect the cart slot, or carefully take a hacksaw to the
o the two machines, This rail can pegs and get rid of them
h doing 50 will invalidate any
anty y ¥ have. (And we're not
responsible if you break your MNé4 in
the process.) The & expensive
though safer, alternative is to
g anen t

able with LS and

machines and carts

Planet 64 on page 16.)
Step 3
Step 1 Open Reassemble your N&4
the machine g i - - You'll now be able to play both Japanese
Tricker than it may | y and American games

without an adaphor

All that remains now is for us to work out
| how all this stuff goes back together
1 atch out for the RAM jumper while you're again. Hmm. Now, where does this little
ng the lid green bit go...
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