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By Chris Johnston chris_johnst

The Message

s expected, the 6400 made its appear-

ance at this year's Nintendo Space

World 1997, held NMowv. 21-24 at the
Makuhari Messe outside of Tokyo. The device
hadn't been seen or heard from since last
year's show, and while Nintendo announced a
handful of additional titles that will be coming
to the DD (and peripherals to go with them), no
games were playable.

During his annual speech, Nintendo presi-
dent Hiroshi Yamauchi announced that the DD
will hit Japanese shelves in June of "g8, instead
of April as originally planned. The exact cost of
the system will be announced in early 1998.

But the disappointment fram the lack of

The hottest gaming news on the planet

The Medium Is

Nintendo proves that the
DD is more than just your
average add-on

playable games and the delay was displacad by
the games Nintendo showed on tape for the

DD —including Mother 3 (Earthbound 64,
Pocket Monsters Stadium, Pocket Monsters
Snap, Super Mario RPG 2, Ficture Maker,
Polyzon Maker, Talent Maker, SimCity 64 and
SimCopter. All incorporate Nintendo's vision of
the DD —writability and creativity,

The DD also opens up the option of bringing
two separate games together, either by
expanding a current cartridge ar combining
data from two different titles. “You could
have a game, and we have talked about this
in the context of the SimCity product family,
where SimCity might be a disk-based game
and SimCopter might be a cartridge-based
game that would read the city data that you
generated off SimCity and then would let you
fly around your own SimCity, Or Streets of
SimCity could be another add-on Sim file,” said

lim Merrick, Mintendo’s project manager of soft-
ware engineering. "It actually is something that
Mauis is working on now.” The method of com-
bining data from one title to use in another is
also being used in the Mario Artist Series.

Merrick says that Nintendo will not be push-
ing developers to make disk games over the
current cartridge format. “That is up to the
developer, We want people to support the DD,
We think it offers many advantages for the
licenses and the consumer, But it's up to the
developer ultimately as to what they choose to
write for,” he says. *There are some games that
there might be a cartridge version and a disk
version, and the disk version might offer some
enhancements over the cartridge version. So
that is up in the air right now, We are not going
to pull the plug on cartridges,..”

The added storage space and lower cost of
producing a disk game will undoubtedly be
tempting to developers who have not yet joined
Nintenda's ranks. However, 64 Megabytes still
isn't as much storage as a CD (650 MB), a
drawback which might be considered by some
to be fatal. CD audio and full-motion video are
lwauries not afforded to developers by the DD.

Could Nintendo have increased the storage
space that the DD could hold per disk? “Yes, it
could have been larger. You know, it doesn’t
seem as large now when you have a cartridge
game [Zelda 64] that is 32 MB. That's half the

size of the DD, But we're really aware of
the price sensitivity issue, We feel that
over time prices of games are
going to drive down,”
Merrick says. “It still is
guite a bit of storage
capacity when you con-
sider that we are not
advocates for full-
motien video and other
things that eat up a lot
of CD space. The real-
time stulff that you see
in Zelda or Star Fox is
every bit is as dramatic
as FMV sequences and
still tells the story
equally as well, but
uses the real models
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Pocket Monsters Stadium,
a DD version of the popular
Game Boy series will help
make the 64DD a hit in
Japan. The mega-popular
series has sold over 7.5
million units for the Game
Boy since its introduction
in February 1997,

Peripheral Visions

he most interesting part of Space World 'o7
lapart from the games) was the sheer num-
ber of peripherals for the N6g and Game
Boy. At least a few of these will make their .-“w
across the Pa , 50 10 give yau a glimpse of what
you might be addin your GB or rx-s;. here's a

n of the peripherals of Space World:

The Game Boy Pocket Camera and Pocket Printer
capitalize on the current photo sticker booth craze
by allowing people to use the Game Boy as a digi-
ral camera. The screen acts as the viewfinder, and
you can snap and save up to 3o pictures on a sin-
gle cartridge, The snapshots can then be edited ar
painted on, and then printed out onto stickers
using the Pocket Printer. Both go an n Japan
in February for about $50, and also come in differ-
ent colors (corresponding to the GB Pocket colors).

Moving to the Nog, Nintendo has a way for
gamers to bring portable games home and play
them on the Még and vice versa. Pokemon {short
for Pocket Monsters), having sold 7.5 million
copies in Japan, is the main reason behind the
device, which lets the Nag share data with the
Game Boy and vice versa. Pokemon fans can then
bring their me ers home, use them to battle
using the Pokemaon Stadium 640D game and then
take them an the road with the Game Boy. Thera's
no doubt that this will give [apanese gamers a
huge incentive to buy a Nintendo 64 and a DD to
go along with it (ust to play Pokemon).

One of the strangest Nég peripherals yet comes
with BioTetris, currently scheduted for a March
release in lapan from Amtel, The game comes with
a clip that clips to your ear, and connects to the
MN64 controfler. It reads your biorhythms and

say that this is the

Tetris that gets ir|r'1

your head, lite

game and clip will

you back about $r0 when
its released.

Ever find yourself talking to your
favorite game? Nintendo and Marigul intend to
capitaiize on this by bringing out a Voice
Recognition System for the N64. The first game to
use it is Pikachu Genki De Chu, starring one of the
more popular (and cute) characters from Pokemaon,
Scheduled for release next fall, the VRS will retail
for about $30 in Japan,

Nintendo’s also gol a host of Nog peripherals
to use with upcoming games. The Nintendo 64
Mouse will came in handy for games like SimCity
2000, SimCity 64 and the Mario Artist Series.
Mario Artist will also take full advantage of the
Capture Cassette —which has video, audio and
microphone inputs for collecting video and audio
data to use.

There's also a digital camera interface cartridge
coming from Mintendao, Fuji Film and Tokyo Electron
next fall (in Japan). It allows you to take full-color
pictures E ji-st3 ard digital camera and
then interface its data module into the Nag, The
pictures can then be stored in a virtual photo
album or used with the Mario Artist series. You can
also just retouch them using the Neg then take
them to yaur wat and have them print:
ed on higher quality paper. The interface
cartridge will set you back about $9z.

We'll keep you updated on whether any of these
1ew peripherals, all announced at Space World,

Nintendo 64GB Pak

Mintendo 64 Mouse

Amtex's Bio-Tetris

adjusts the game’s difficulty accordingly. You might  will be coming to the U.S. Game Boy Pocket Camera and Printer
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