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and potygon-based 20 that owes much to the graphically ich
prerendered scenery of Dormkey Kong Country but with the
intricate, deep gamepiay mechanics of Yosti's Istand
underpinning itall.

Aside from these flagship titles, the impact of other
software debuting at Space Wworld was more than
mershadowed by the announcement of several raw
aciditics sing nok only its s4bit gamas
systerm but its seven-year-old Gamea Boy lechnology, too.
Naturally its 400 player commanded the most attention
despite the fact that ﬁ_ﬁ.“lﬂq such as had curlously given
Wy (D Creative Softwar 1f i SMES title Mano

natedy, its = Mario A les =
dakar, Pofy M.a(.: and Protlne Maker - did show
L.blm Al mgenuity, tramnsfoiming the Mo into 8 creathve
platform wath the emphasis on fun and accessibility rather
than practical sppbcation. The fact thet deta is transierable
bebhwean all three titkes should make thi Facive Sefes in
Japan - particulacty given the lapanese cf wod obsassion
with designing their own interpretations of popular game and
carboon characiars.
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But while Nintenda's overall software and hardware lineup
‘was replete with fresh ideas and original content, the
thirdpasty sciftware lineup continues &0 look homibly
undernourished. Wwth legions of sacond-rate clones making up
the therdparty assault, there s2ems to be litte improvemeant on
last year's efforts. Edge bumped into Argonsut’s 162 San at
e show who offered some opinions as to why this is the
case, very few thirdparty developers are actually working
with 54" he points out, “and this is partiy because
developmeant systems are hard ko corme buy, and partly
because publishers wiling 1o taka the risk are hard to come
Dy, S0 you can't get a dedl to do & game for Nintendo itself
thera’s litte paint da 2 an Mad game because it will be
wery tough finding amyone els2 10 pubilksh it Also, Mad o't

F-Zerp X (above) and 1080° Snowbo (abave
right), eccupied banks of monitors providing ample

space for Huz'me to get a go. Saturday was open
Li]

to the public, however, and a different story...

and geen the early sUpport that they needed, And even some
of these people struggled. Evan now, as we expand our
support to a larger universe of licensees, we've not had all the
technical support in place 1o do that. Besides,” he conchudes,
‘some licensees have more experiise and resources than
others, and it"s a challenge for many peopla tomatch the time
and dollar irvestment that Nentendo puts into is own titkes,

Certainly, recent cuts in N6& cart costs have prompted
mone thirdparties (with heftier budgets and more expentiss) to
SIgn up, DUt i's 100 @arly to see the resulls of this just vet

Nintendo chairman Hiroshi Yamauchi's annual
address to the Japanese videogame industry is always a
nighlight of Space World - i only to be amazed how it can take

Nintendo's Pocket Camera - exactly an easy machine Lo develop for because it's cadridge a whale howr 1o make about fve minutes' worth of points. But
another Game Boy innovation - basad which means that wou have 10 spend a lof of tme working if delegates could keep the evelids from drooping, there
proved amusing for those not cut how to make the game fit into the cartricge, on top of tha ware not only messages for the industry as a whole but ones
averse to looking monochrome time it takes you 1o figure cut how 10 make a good game.’ that naturally haip 10 increase Mimendo's market share, too

I5 there Bgnt at the end of the tunnel? Mintendo of
America’s Ve of marketing George Harrson reckons so, and
argues that the obstaches to thirdparty sucoess are
giminishing. "I think we wera probably not as good as we
coukl have been at providing them with technical support
early on," he explains. 'At the time of N6d’s launch we had our
“dream tearm” strategy and we really narmowed down the
group of pecale who were given an early look at the mechine

Overseas, Mintendo 64 has been highly regarded, But in
lapan, the feedback hasn't Deen as good as ansicipated,” ne
began. Delegates shuffied their feet and averted their gaze, as
if each anticipated a personal verbal battenng to come
"Perhaps some people think it's because there aren't enough
games released,’ Mr. Yamauchi pondered, “or maybe peopis
58y it’s because there &e no roleplaying games " He paused,
then he dropped his bombshell. 'In facl, the [lapanese]

N64"s familiar ‘quality over quantity” motif and described the Pochet Monsiers phenomenon

‘ For those who could stay awake throughout, Hiroshi Yamauchi’s annual address reiterated the
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This November's revamped
and quirky new hardware ns such as the

World exhibition was ably the finest in recent years,
Mﬂﬂmﬁzﬂn top). Only the best-behaved

videogame market Is no fonger driven mainly by Tv-based
console games,” was his diagnosis, “The recent videogame
console market S osing momentum,” he wamed, “and
naturaly it's bacauss of to0 many boring or tao complicated
software, that ordinary USers Can't ensoy playing. He went on
to conclude that, ‘Such games are flooding the market.”

And hils prescription for how the videogame indusiry
showld get out of this focd Two things: one, leam from the
record-breaking success of the Game Boy's Pocket Monsier
series; and two, whan it comes to releasing console games,
it's guality not quantity that counts, Wesiem gamers will be
forgiven for feeling a distinct sense of deja vu &t the latter
remerk and alsa for raising an incredulous eysorow at Mr.
Yamauchi's grim view of the videogame market. Particulary
whien it could be argued that the Pocket Monsters
phenamenaon is litthe moea than a spectacular but typically
Japanese short-term fad which has given a much-needed
boast for Nimtendo in an otherwise 1ough year. But Space
‘Waorld is 8 show simead fior the Japaness market (despite the
west's iendancy 10 view it a5 3 baromeater for Nirtendo’s
fortunes around the word) and Mr, Yamauchi was addressing
specilic Japanese needs and problems, As for the "quality not
quartity’ mantra, there's both value in what he says and a
nesd to take this Stance, given the contnuad lack of hirdparty
suppart for Nintendo &4,

Can Pocket Monsters succeed the outside of Japan? 'We
hope =0," adrmits George Harrison. "Wie're going to make an
effor to bring it to the US on Game Boy in late 1998, It involves

not only 3 large effort to ransiate the game itsell, which & of
course a roleplaying game, but akso an effort o simultaneoussy
bring together all of the elements that have made it successful
I Japan, incheding a TV show and all sorts of merchandising
elements that tumed it from Deling just another game Nt a
complete phenomena.”

In all, Space World "97 was an interesting show - perhaps
the best in recent years. And while Mr. Yamauchi may be
looking to Pocket Monsiers 1 keep him smiling in 1998,
wasTEm gamers have at least four cracking new Nintendo &4
games (o look forward (o, and mayDe even the 4400,

But for that, all eyes will be on June's E3.
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