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High res gaming on the N64.
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THE 4 MEG RAM EXPANSION
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Perhaps, thoush, the introduction of the § Megabyte ram expansion pack will go a long
way in making up for the lack of a 64DD for gamers today

One of the main features of the 6yDD was its extra § Megabytes of ram thar were built
o the 64DD's circuit board. This extra memory would enable the Noy to draw all of its games
in a high resolution mode of &0 by 4Bo pixels, which delivers a level of detail that is incored
ibly realistic and pleasing to the eye.

With the introduction of the 4 Meg ram pack, gamers will now be able to wse this extra ram
I to undock high res modes in a great many games that are coming 1o the Neg in the future, the
first of which is hpuana’s Turok 2
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With the ram expansion installed
in the N6y you can go to the game’s
options and select the high resolution
mode and then sit back and enjoy some
of the best visuals available on any
home console today

By comparing the two shots below
you can see that the high resolution
mode in Turok » shows a greater level
of detail in the game's environments
(withstanding the limitations of print
ing on paper in magarines)

50, how does the extra ram enable
the N6y to use its high resolution mode?
And do the frame-rates in the high res
mode drop noticeably below that of the
game’s original lower resolution mode?

The answer 1o the first question has to do with the levels of memory
required 1o draw games in higher resolutions. In games like Quarterback Clib
‘99, WWF Warzone and All Star Baseball ‘99, the game’s characters and emvi-
ronments were constructed out of simple polygons that lack detail and
codour. They were still highly impressive. but the polygon models and colours
were reduced 1o allow the game 1o run with the Nog's basic 4 megabyte of
ram that every machine comes firted with. With the extra ram pak the Nég's
memory is increased from 4 megabyte 1o 8 megabytes. which gives program
mers the working room 1o inchude more detailed polygon models and ema-
ronments that uwse a great deal more colour as well

In a game like Turok 2, there are plenty of different monsters, envi-
ronments and colours on-screen that use up 100 Much memory to allow a
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high res mode with only 4 megabytes of ram. Add another 4 meg though,
nd you're on your way to visual bliss.

Another problem with the limitation of 4 megs of ram and high
detailed polygons is that the Nbyg has to constantly swap memory around.
For example, the by would load in some enemies 1o display on-screen, but
then when the player comes scross some other enemies or emvironments
the Nby would have 1o wipe the old data and load new data into its ram.
This causes some noticeable showdown in games (even though these oper-
athons take place in milli seconds), but with the extra ram pak the NGy has
to do a lot less memory swapping, which helps 10 keep the frame-rate high
in all high res games. Having played Turok », we can say that the Nby does
lose a linde speed in its gameplay, but it's not that much considering that
the Nby is now drawing over 4 times as much graphics as it previously was
in the lower resolution mode. And boy does it show - after one look at a
game in it high resolution mode there's simply no going back to lower res
games!

Expect the Niwy's sound capabilities 1o abo reccive 8 boost from the mem
exparson s well, a5 with the exira ram in the Nby. programmers now have the
opetion of creating higher quality sound effects and betier music as well

Will the 4 meg ram expansion speed up the graphics and the gameplay
in your obd Nby games? Well, no. Games have to be written to use the  meg
ram expansion, 50 only courdt on fisture games, from Turok 2 omwards, to
take advantage of this extra gaming power, The 4 meg expansion won't be
& necessity though, as gamers who'd prefer not 1o buy it can still run the
games in their normal resolution modes. so don't count on being left in the
dark if you don't have one

50 far quite a few companies have announced that they are making
games for the 4 meg expansion, with the list being as follows: Turok 2, NFL
Ouarterback Club ‘99, NBA Jam ‘9q, Vigilante 8, Shadowman and Southpark.
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