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wpically, time has proved

that any peripheral or

add-on for a games system
will ofeen struggle to sell in
significant numbers, 1t's & situation
that has repeatadly lafl a bad taste
In Sega’s mouth dug to the failure of
[ts Mega CO and 32X systems, and
perhaps more than anything it's a
concept that seems o be
fundamentally at odds with the
entirg "plug 'n° play’ console
philosophy. Subsequently, pundits

both inside and outside of Nintendo
nave known that if the 6400 is to
succead, it will nead a killer app to
sell units. It was anticipated that
wers Zalda 44 to be avallable anly on
4400, this could have provided
encugh gamers with sulficienl
ncentive to invest in the additional
naroware. But now it seems that
with M&4 sales still struggling, in
lapan at laast, pramotion of the
640D |5 a luxury that Nintendo can't
afford — Zelda is negded 10 heip fight
on the hame front where cartridges
will remain the sole ammunition for
the next six months,

Iranically, Nintendo's first
dalliance with an external storags
medium - a piece of hardware that

&400 — played host o the original
B0it Legend of Zeids a while balore a
cartridge varsion appearad. The
Famitom Disk System, leunched in
February 1984, was an attempt to
counter rising ROM costs (Famicom
disks were roughiy half of the price
of cartridge games) as wall a5 effort
to streamline its software business.
Via disk writers in retail outlets
ACross Japan, consumers could
overwrite their disks with naw titles
far as little a5 ¥500 (£2.50). And, in a

smarl commercial move, the ariginal
Zelda (see page 101) was onky
available for the Disk System.

Hvmever, despite quality games
appearing for the system (Metrold
first appeared on disk, too), it was a
strategy that eventually tur
despite NIﬁI,F'_.I'I,‘lD s..'::..r.g Bimost two
million systems in 1986 and more
than double that number by 1950 A
combination of consumer confusion
regarding a dual-format console,
piracy and contraciual probléms with
licenseas maant that disks were
eventually phased out In favour of
cartridges in the early ‘90s.

Matyrally, with only 52 months to
g0 before the 4D0's launch,

C Saur,

&4bit equivalent. Certainly, the
lina-up of software unvalled at Space
Warld 97 would suggest that
Nimtende has possibly reviewed its
immadiate priarities for 440D with
‘creativity” and “cash-in" Deing
appropriste buzawords emerging
from the post-Space World haze.
What does seam clear is that as well
as developing its promising Mario
Artist serles, Nintendo has been
egually busy capitalising en the
valuable Pocket Monsters franchise
- possibly at the expense of the kind
of titkes more suited to westerners,

Jeg San of Argonaut {a company
that has traditionally worked very
clasely with Nintendo) concurs 'Wwith
this view. ‘Rumours have been
lating for a while that recently
within Nintendo the main pricrity has
beern Pockel Mofsters, even at the
expense of Nintendo &4.° he ravesls
I heard that they were taking
development staff off other games
and projects to make sure that
POCERE MONSIESS Was dong on thme
Mr. Yamauchi's spaech today
tonfirmed that Pocket Monsters are
foramast in his mind, and maybe this
Is why the release of the $40D
system itsell nas cean pushed back,”
he concludes. Either way, the 8400
5Nt scheduled for release outside
of lapan any time s00n,

5o will the 40D DECOME just an
interesting footnote to the MNintendo
b story? Or will it truly be a
platform to open up new avenues for
Nintendo gaming? Some of the
answers surely lie in the software
that will make or break the system’s
launch in skx moenths' time. Edge
takas a closer look...

=

From top: Zelda &4, once
thought a crucial 64DD title,
is leading on cart; Marlo
RPG 2 is 64DD-bound;
Mother 3 will no doubt
boost system sales; Sim
City &4 looks promising

Nintendo's first effort at an add-on device, 1984's Japan-only Famicom
Disk System, fell far short of being the success it was Intended to be

speculation is already rife as to

bore uncanny simiarities to the whether a similar fate awaits the
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MARIO ARTIST SERIES

Nintendo's apparent riposte to Sony's Yaroze is
more of an outflanking manoeuvre than a
confrontation, changing the boundaries of battle

reativity has always bean on
E Nintendo's 6400 agenda. The
latest evidence is provided by the
new Maria Artist titles announced at
the Space World event.

Consisting of three ambitious
pieces of softwars that are far better
served by the verb ‘application’ than
'gama’, the progression from the old
SMES iithe Marle Paint is dramatic,
While each of the Mario Arfist titles
deals with a specific area of creative
activity, the three are complementary
and data is intended bo be shared
between them.

Talgnt Maker, the firss of the
sEries, s essentially a figure-
modelling program, featuring all of
tha expected Mintendo guirks. Used
n conjunction with the new video-
capture carfridge, ralent Maker will
altow users to grab images of their
own faces and map them onto
figures in the application. Finished
cragtions can then be mapped onto
preset animation paths, or placed
nto one of the bullt-in mini-games,

The second Artist title, Piciune
Maker, bears a resemblance to Mario
Palfit. Nintendo’s programmers have
clearly been imfivenced by Adobe

EDGE JANUARY 1798

Pricing |5 yet to be confinmed, But the full gamut of Arlist Bocessones & Ikely 1o réquire a hedty
outlay prior io creathvity commancing. A westarn release is - predictably - anty & S possibilty

Fhotoshop, a5 Ficiure Maker [eatures
same surprisingly high-end tools -
including special effects filtars, plus
a wide spfection of brushes and
textures. As an added bonus, the
animated 10 dinosaurs from the now-
gefunct Creator tiile [Clrlgiflﬁ!:j'
developed in the UK by Software
Craations) are bundied with the
application, and usars will be able to
alter the standard texture maps.

Last of the applications is the
seli-descriptive Polygon Maker. By
using a variety of primitives and

BXLTUSIONs, polygon medels can ba
easily created and then textured.
Polvgon Maker is probably the most
powerful of the Artist trio, although
the potential for cross-pallination
DEtween the three means thay
should perhaps be treated as one
single application,

With a fourth music-orientad title
ir the works, and an N&A printer
rumourad to be in development. the
Mario Artist series has 1o be viewsd

as hoth a couragaous amd E

credible development.

Picture Maker

Tnese screens belie the power of the
HA0D°% pant package. The shot
sacond from e lustrates the
variety of materials on offer. Drowing
freehand with 8 mause s iriciy,
never mind trying with a joystick.

Talent Maker

LUinathtaeatan silliness |s bound to be
an adjunct of Talent Maker's Seif-
sourced texture-mapging facilitics.
Creative Ned usars will be able to
[HacE 8 Beness ol Nemseves ina
simplistic mini-game {far right}.

Polygon Maker
While the Taient and Picture medsles

are farty light-heaned, Pofyson Maker
|5 & surprsingly powerful application -

25 these streens show. Having said
that, Edge wouldn't relish creating
£ Mario mode from scratch.
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64GB PAK

Nintendo's new 64GE Pak allows the transfer of data
between an N&é4 and a Game Boy. It may sound a frivolous
concept on the face of it, but Nintendoe knows otherwise...

“ nane of its shrewdest maoves in
years, Nintendo has created a
controfler pack which allows the
massively popular (in lapan] Pocket
Monster Game Bay titles to be linked
diractly to the Mintendo &4

The first title to utilise the
connection is Pocket Manster
Stadium, which allows data fram the
Game Boy carls to be uploaded and
translated into 30 models, Where
favourite monsters were once no
more than a collection of statistics
and lumpy bitmaps, the N&& cartridge

will render detailed and lvely
represantations. ONce Up on screen,
the varlous creations can be fought
against each other. Ammation and
graphic effects are better than
expected for a title with such
Inauspicious visual roots

With support far up to four
playars, Pockat Monster Stacium has
all the right credentials to do the
sama for the Mé&4"s popularity a5 the
original gama did for the Game Boy -

making Nintendo enormousky E

profitable in the process.
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B ol
The 540E Fak cagers for the
Ingortion of indidusl Game
Bay caitridgas, rathar than

2 drect conmection
Datwtsan Hae e Corolies

Pokemon Stadium

If any title othes than Legend of Zakda
&4 can salvage the N&4 in fapan, it is
this. Pocket Monster fanatics jof
whiich ther are millions in Japan), will
be &b fo recreate their humale
baasts in datalied, colourful 30

Pokemon Snap

Ferhaps the oodest of al the 4400
titles umvailed al Space ‘World
Pakemon Enap nvites players (o
enter 8 wirmeal world iInhabitec by
Poacket Monsters - their ‘mison” is
then 1o ‘photograph’ a selection

N64 HEADSET
The virtual pet leaps several
evolutionary rungs

galn created for use with a

FPokamon game, Marigul and
Nintendo's Voice Recognition
Headset is a remarkable
achlevemant. Demonstrations of the
device ware Immediately successiul,
rECOgnising varicus male and female
lapanese volges, The game, Pikacihu
Genkl De Chu (which transiates as
'Pikachu is feeling great’], creatés a
virtual pet, and thus far is the only
game to use the add-on. While
Pikachu is an endearing character
2nd the headset a definite step
forward, Edge can help but wonder
what Nintenda's long-term intentions
are for the device. [t will be an
interesting item to watch... E

sk for the Hed voce
recogrition symem,
5 s and
sccepsancs will
doubthess be watched
WO KBS brierast by
S Ceveooers winkdwide

In Some ways, Pikechu Genkl D4 CIur's environments ane similar to those of jngle Emperar Led, To what extent players will be able 1o
interact with Pikachu hasa't yet een divulged, although the headset's recognition facility seems 10 cope very well with a variety af voices
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