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THE BEEST VIDEO GAME NEWS
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Road Map to
Bulky Drive?

The schematic at right is
a block diagram of how
the optical disk drive
would interact with the
system (in this instance,
the Super NES). First, the
optical disk sends serial
data, or “raw bits,” into
the system. The bits are
stored in semiconductors
until decoded by the sys-
tem, then transferred o
various processors: CPLU
for main functions, PPU
for picture data and APU
for audio data. It would
precess this data based
on the joystick input and
send the resulting picture
and audio to the TV,
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sually, the mark of a
successful video game
system launch lies with
the number of units
sold. That's certainly the case
with the Mintendo 64, which
unioaded all 350,000 systems
initially available in just three
days after the Sept. 29 launch.

But in the case of the
MNG4, the success of its North
American launch seems better
measured by the number of wild
rumors and crazy stories that
have cropped up in the days
before and after the debut of
the 64-Bit system.

The best news for gamers
came roughly four days before
launch, as retailer after retailer
began breaking the official
release date and selling MN64s
the moment they gat in stores,
(Mot surprisingly. the EGM staff
ditched wark the moment this

optical reproduction

system cartridge
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news broke.) It proved a case of
“Everyone else is selling it, so
why can't 17" While Nintendo
earlier this year had vowed to
ensure retailers would comply
with the Sept. 29 date, it surely
must have known that some
stores would sell early.

In Canada, Nintendoe notched
up "the biggest one-day sale” in
its history, said NOC General
Manager Peter MacDougall. He
predicted NOC would sell at
least 150,000 systems this year.

The U5, launch alse revealed
the security method used to
prevent LLS. systems from
playing Japanese games: little
notches in the back of NG4 car-
tridges vary from LLS, to Japan—
a method similar to the different
cart shapes for the Super NES
and Super Famicom Systems.
At this point, no security chips
exist in the cartridges, which

OTHER

arring some unforeseen
disaster, Nintendo will
have given the world
the first glimpse of the
640D, known as the bulky drive,
at the Shoshinkai trade show in
Japan. As an alternative to the
CD-ROMs of 32-Bit systems, the
64DD add-on will plug into the
underside of the Nintendo 64. It
will use 3.75-inch-wide 64 MB
magnetic disks, which unlike
CDs, can be written over and
offer far faster data transfer
times. As a result, the bulky
drive will pave the way for user-
customized N&4 games that
aren't hampered by long data
load times, Nintendo has said.
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Days it Took to Sell 100,000

224 EELERELN )]
=B PlayStation
about It took the company
one day to sell 100,000 US.

1 I Nintendo 54 MNE4 systems, comparned to

months for its competitors.,

Ahh, the figure Nintendo
wants the world to know

Those numbers (which contradict earlier reports from aother
magazines) may sound impressive, but other factors get lost
in the summary. The Saturm's “launch”™ began with limited
national distribution; both systems hit the market at a higher
price tag. Still, this figure underscores the overwhelming initial
demand for the N&3—but it remains to be seen how long
Nintendo can sustain that demand.

Sources: Mintando, NPD Research

Remember that 32-Bit CD-ROM
Super NES Add-On? EGM Analyzes
How That Vaporware Might Have
Shaped the N\64’s 640D Design...

While many gamers may per-
ceive the bulky drive peripheral
as Nintendo's first stab at an

optical-disk-based game system,

they are mistaken. In fact,
Mintendo's research into such a
project began in the 16-Bit era,
when it considered a CD-ROM
add-on to the Super NES.

That project (which involved
Sony] was ultimately shelved
by Mintendo; still, the design

research gave the company
more than enough ideas to
lay the foundation for the N64
bulky drive’s design

To that end, EGM editors have
acquired documents recently
made public that describe in
detail Nintendo's Super NES

More info on the first bulky drive
game, Zelda 64, was expected
when the bulky drive debuted in
Shoshinkai in November.

CD-ROM plans. Not only do
these documents show
Nintendo's ultimate “vision”™ of
an optical disk system, but they

also reveal design advances that
might very well be incorporated
into the bulky drive and disks.

[Congineed cn Page 27

Sega has of
thrown its hat ir

5 it hes
ays aga
Sony and
Nintendo.
ace up Sega's
: i5 its Met Link
add-on for the 5:

Records plans to
follow it up with a More
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[Contmued from Page 21)

B Feature No. 1—The Data
Shuffle: It's no secret Nintendo
ditched the CD-ROM format
because its data transfer rates
were too slow. That didn't stop
them from trying: For the CD-
ROM drive, Nintendo engineers
designed a way to speed up
data transfer rates through the
comhbination of multiple proces-
sors and a data bus selector,
which controlled data flow. The
selector worked like a floodgate,
allowing compressed data from
the optical disk to transfer to a
dedicated RAM area. Instead of
letting the main CPU decode the
compressed data, the “llood-
gate" would close, forcing a
specialized faster processor to
decompress the disk data
instead. Once the data was
ready to "ship out,” the “flood-
gate” would open, this time 1o
send the data to the main CPU.
A data transfer system like this
in the bulky drive would make
sense; the RAM expansion pack
that'll come with the bulky drive
may be used to store com-
pressed serial-bit data streamed
directly from the optical disk.
This method would put less
strain on the NG64's main CPU.

B Feature No. 2—The Disk
Cartridge: A major concern
for the Super NES CD-ROM
cartridge, and surely the bulky
drive digks, is described in doc-
uments as the need to "prevent
scratches” from the sliding shut-
ter, as well as ensure that “the
shutter is not accidentally

BIG STORY
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Nintendo’s Original Disk Design

disk drive lock

casing top

optical disk
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sliding cover —=——
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Mintendo's design of
optical disk cartridges
for the Super NES are
interesting in their
own right. Nintendo
envisioned an optical
disk cartridge that
included not only the
disk, but a security
chip and circuit board
that prevents the use
of “illegitimate” copies,
according to the
documents. The sys-
tem would access this
board through a sec-
ond, smaller sliding
shutter. In addition,
_. thatchipland a
small battery to
save special RAM
data) would help
prevent the data
mix-ups that
could occur if a
user tried to switch the
disk midway through a
game. However, to
cut costs for the

bulky drive,
Nintendo might
place its disk security
feature within the
drive itself, rather than
inside the disk.

Source: Nintendo Co. Lo,

A variation of the optical disk
cartridge drawn up by Nintendo
shows a sliding case for disk
removal however, bulky drive
disks will probably remain
locked to prevent disk damage.

opened allowing a user to touch
or contaminate the [disk].

To do this, Nintendo engi-
neers found an ingenious disk
design. Unlike 3.5-inch floppy
disks, with have metal shutters
that are easily opened by hands,
the optical disks’ shutters are
kept between two layers of plas-
tic (see above diagram). The
plastic prevents the sliding shut-

PREVIEW

Wireless Arcade Sticks
Hit PlayStation, Saturn

wireless arcade-style joystick for 32-Bit
gamers has finally hit the scene, courtesy
of peripheral maker Naki International.
Bath the PS Wireless Joystick and the 55
Wireless Joystick have an eight-button layout, as
well as Slow-mation and Turbo Fire controls.
These joysticks send infrared signals to the
system via a plug-in module {which doesn’t

ter from scratching the optical
disk_ Since the shutter is housed
within the plastic case, it pre-
vents accidental openings that
could allow dirt to get inside.
Of course, how much or how
little Nintendo applies its Super
NES CD-ROM ideas to its bulky
drive peripheral still remains to
be seen. Look for more bulky
drive details in a future EGM. B

interfere with the memory card slot in the
PlayStation version).

Four AA batteries can power the joystick for
up to 40 hours. Instead of an on/aff switch, the
joysticks automatically turn off after 140 sec-
onds of inactivity to prevent battery drain.

Each joystick will retail for 559.92 and should
currenty be available in stores. B
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