The best cometh...

Article scanné dans le magazine Super Play n°40 (Février 1996)
Sujet de l'article : Shoshinkai 1996

Just as promised, Nintendo unveiled the successor to the Super Nintendo at the Shoshinkai
Software Exhibition '96 on November 24. In a hail of publicity, the Ultra 64 finally turned from the
stuff of dreams to something to touch, and the reception it received was that of general mass
excitement, with just a touch of disappointment thrown in by some for good measure.
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ainsi que la diffusion de ce fichier est interdite. Les magazines originaux sont la
propriété intellectuelle exclusive de leurs éditeurs respectifs, les scans
regroupés dans ce fichier ont un but uniquement documentatif et informatif, aucune
exploitation commerciale ne peut en étre faite.
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usi as promised. Ninlendo unvelled the
successor fo the Seper Nintendo al the
Shoshinkai Software Exhibition "95 on
November 24. In a hail of publicity - the ewvent
enjoyed CNN coverage in the Stales - the Ultra 64
finally turned from the stuff of dreams to
something to louch, and ihe reception if received
was thal of general mass excitement, with just a
touch of disappaintment thrawn in by some for
pood messure.

The downer came in the form of only two peces
of playable software on digplay - a 50% version of
Super Marno 64 and a 20%-complele Kirby Bowd 54
{see full praviews elsewhare), Nintendo had, of
coursa, promisad 1o have ten gamas ready 1o test,
st thresa days prior to the axhibition made tha
decision to display the remaning games in the line-
up on videotape anly. The reason? It's difficult to say
for definite. One theary suggests that Nintendo were
eager for thelr new Mavio titie 10 get all the atention,
If it was jostling with lots of other titles there was a
danger i might not make the impact they wam
haging for. Alsg worth b&aring in mind is that it all
the games had bean avaikable 1o play. some would
have besn running in a distinctly unfnished state
lacking soundtracks and finer presentation details
and suchlike, and Nintendo did not want to risk
show reports appearing based on the strangth of
beta varsions such as this, Lastly thera's the
psychobogical factor of shawing their entire hand
aftar playing 12n of the System's games now,
wouldn't everyone demand to see angfher tan when
the machine gets s next public airing? Probabiy

Another oddity concerning the unveiled pames
wis the conspicuous lack of home versions of Kilfer
Instinct and Cruis'n USA. There had been rumours
that Rare's coin-op updaie had been canned because
It was proving too weighty 1o be scrunched down 1o
the Nintendo-impasad lawnch line-up can imit of 64
megabits, Rane’s Production Manager Simon Farmer,
howrever, is guick to quash such talk. * Kiler inshine?
will certaindy ba making an appearance on the Uitra
and we'll show it when we think the fiming ks right
The pame wasn't released as & consumer 1ile in
Japan so to show it at Shoshinkal wasn™ considered
appropriate timing.” Crwis'n LSA is cerainly still
happening, and failed to appear because ol s
obvious all-American origins. By not showing games
which could be judged sgudrély against benchmark

Although Ninty promised 100 Uitrs B4s 1o win al
Shnsh

w0
- 1]
o
=l
P
[+ 4
]
=
[+
B
>
‘'

il mol gne attendes &l with & maching

Nintendo64EVER | The best cometh... (Article scanné dans Super Play n°40 (Février 1996)) - page 2



EXPRESS

SUPER NINTENDO SUPER NINTENDO

Dok, look =l the curves on
thal. Makes you wanl o taks
I home fof the evening, nu?

tities of other platiorms, Nintendo also cleverly
shiglded their machine from potentially
urfavourable comparisons with the likes of
Saturn Sega Rally and PlayStation Ridge Racer.
S0 what was the buzz like around the
maching? One developer had this to &y
“Wa've been working with 30 for
years now and the Ultra 64 repressnts
completely new ara”. Others, ho
guite so optimistic: “IT's not really do
that we haven't seen on the PlayStst
away its mipmap interpolation and
much left 1o get excited about...”
This tealing was reflacted elsewhe
numerous industry-watchers clalming
finished unit could not, In fact, throw .
noticeably rger amount of polygons than
ol Its maln market rival, the PlayStation.
But processing funk should never ba an
[ssue whan comparing a Nintendo maching to
iy othar, because the big N's effort has access
to that most valuabie of videogaming
commodities: gameplay = a vast amount of
which is currently bottied up, just waiting 1o be
siphoned into millions of their cans as they
begin their next assault on global domination,
The bottom line? Nintendo is the most
talanted videogame company in the world; it
appears to have created the greatest sver
wvideogames maching to go in it
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SEVEN FLAVOURS OF PAD

he Ultra B4's joypad is & whopping piece
Tul kit in itsell: at leas! twice the sire of &
standard SNES ‘pad and packed with morg
5 Ihan & NASA control deck [almast)
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direct from Nintendo's labs:
CPU

Super Maric 84 - Nintendo
MIPS 64-bit RISC-based (customised
Super Mario Kart - Mintendo RA000 series)
Kirby Bowl 64 — Nintendo Clock spoed: 93.75Mhz
Wave Race 64 - Mintendo
The Legend of Zelda - Nistendo (Bulky Drive game) MEMORY
instinct 2 = Nintendo /Rare Rambus DRAM 36Mbit
v— . Maximum transfer spaed: 4.500
Blastdozoer - Nimtsndo /Rere

Goldenaye 007 - Nintando /Rare Mhbit / second
Ken Griffey Jr. Baseball - Nintendo,/Rare CO-PROCESSOR

Cruis'n USA - Nintendo,/ Willlams Entertainment RPC incorporating SP (sound and graphics
procossor) and DP (pixel drawing

Nintendn G4 These are the final Ultra 84 specs

SSTHAXT HAdNS

Body Harvest - Nimtsndo /DMA Deslgn
Processor)
Pliotwings 84 — Mintends  Peradigm Simutations Bhock Boadit BW'“
Creator — Nirtendo / Software Crastions .
Buggie-Boogie - Nintendo,/ Angel Studios DISPLAY
Starfox 64 — Nintendo /Argonaut Software Minimum: 256 x 224 pixels; maximum:

G40 x 480 pinols

Turok: Dinosaur Hunter — Acclalm
Flicker-frea interlace mode

Ultra Doom - Willlams Entedtalnment
GTE Imtersctive Modin's game COLOUR
Top Gun: A New Adventure — Spactrum Holobyls 32-bit RGBA pixel! colour frame buffer

Mortal Kombat 3 by Willlams Entertalnment support
21-bit colour video oulpul

Red Baron - Slerra Online
Robotech Academy - Gamelek GRAPHICS
Monstor Dunk - Mindscaps
Shadows of the Empire - Lucashris Entertalnment PROCESSING
FIFA Soccer ‘97 - EA Sports FUNCTIONS
Wayne Gretzky 3D Hockey - Time Warnaer interactive ZH-'I"I;-:rir:u =
antasy aresoft (Bulky gam Anti-aliasing
da @ - e ¢ — ) Realistic texture-mapping featuring:
Frank Thomas Big Hurt Baseball - Accialm Tri-linear filtered mipmap intorpolation
Aca Driver - Namco Perspactive correction
Mission: Impossible - Ocean Environment mapping
SoulStorm = Virtual Hollywood DlMENSlDNS
ARSRY Nog) = neiatm Width 260mm (10.237) x Depth 190mm
M — B Sa—e (7.48") x Height 73mm (2.87")

Stacker - Virgin intersctive
Prey - Apoges /3D Reaima WEIGHT
Dragon Quest VIl - Enix (Bulky Drive game) 1.1kg (2.421b)

Best graphics ’ .
SUPER MARIO 64
Best gan

SUPER MARIO 64*
“Hey, thare were only two o
choose from

g Brit game

BLASTDOZER

Dullest-looking game
BUGGHE; BOOGIE

Best use of the N64's Odd:« yoKIing Eame

power ST :
SUPER MARIO 64 CREATOR

966T AHYNUAIL
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1 3pm on November 24, 1995, Nintendo
AFrBEiﬂam Hiraghi Yamauchi took to the

main podium at the Shoshinkai Sottware
Exhibition "85 and looked out across over an
acre of floorspace packed with eager showgoers
His proceading speech lasted an haur and was
perhaps the most important public address
Nintendo have ever made, Here are the edited
highlights, along with Super Play's analysis of
his spiel;
the lack af

He sez "Daspite wnigue titles, wa

The Presidential
(__:ampa_lgn

Mario Kart can
TMMMNIINMIHM Is.
" mmmmmw aqmm

But when you're alking about the nest

thaught it {Virtual Boy) could be sold. | want Rirmtendo 64 Is from other video game systems.”
I slarteng point and find tikas that
emphasize the diffarence that Virtual Boy gamas 1 k M Ka
can provide, | want to siart alresh in 1986 D the g E
i 1 I .
We saz It WIEES,
[V} J I\ - !. il 1T, 4
Heresti U%Jj ‘N N 3}, and
+ hgar Mgt niws Now EagaEr avarynng 1S 1o S8e
M I haw tar thee N4 can push tha
ay the [ Maric Karf 64 |s a trump-cand y
] WIpE AL, i endo know [El be o )
W sl tithe in ular that will mposs e 21
| and quit in power which exdsts bebwesn the
e audmnor for the mi wlll b 1 tar alres Wi and 32-bit connobes (er, depite it
o uch a nking & bit waak right now, a1 s
1 20%-compigte stage) .
i YRRCA
e family entertainment will m G a He may Inu! ﬂ_war!eﬂ by the stage He sez “Users will just reject repetitions Stias.
do's own games &l wail foe T Vhiose hers, but this iz the most powertul They are sophisticated. They aren't fooled =
I, feh Bloke in videogaming. by copycal titfes
dou ' afiy .
| | 1 the shew of
: &5 a ] i wii
ﬂ He sez: “But I'm here 1o talk about the markat and wich 1o fo ikas of Ridge Ascer
tihe Nintendo B4, not the Virual Boy 8 I I ml, o
o We sar: | ik 7] B COpHE i BAT
=] M | \ will act
E He sex: “| might be bragging, be 2 third-pa I
E complele, it may ba i 5 t out iy i1 al kit O
histony. The launch r Bodm
Nintenda 64 will ocour next April 2
S‘ He zazr “The market should be bed by software
-
‘-’

Nintendo64EVER | The best cometh...

We sex: Yes, that's bragg book, and it

(Article scanné dans Super Play n°40 (Février 1996)) - page 6

Eneralien maching, you ré talking about
J



nardware. LUsers wani softwans = creative, (Innovativa d ofe { 8} has Inv| tot

software that offers a fun expangnce thay have néver g 1 figital
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fast CPUs can procsss data, concantrating
ll-iuh ot of pama making? It's up 1o yoo.

0 B h“ﬂhmhmﬂlﬁu LIS
MN@Maﬁnﬂmdmﬂmh Ny
g the market

Press day ot Shoshinkal, when the atmeosphers was quiet In comparisan
0 when the screaming hordes arrived on faliowing days. To their dismay,
few attendeas managed lo gat more than a faw minutes with Mari.

reflugry o daciced

thgl M cevtain parts the day :I|. an & it wgh y
sortinys the way at tha | [ ning I 1
mhEyre Qoing, they'm word in 1 lapm ]
J0eng to Flumm compuler workd LSt e shghti
d plug-and-plhay uying an N&4 gam
miplEtady, Had ¥ ol
11 cufture. in pposed to bé right on the cuting edga? And whi
ad addetion appens 1o the DSP situation whan e Bulky Drive
that there . customers thowght | e slong? Games delversd on that
propably just that hav whict il Id b the m
\y GREEEY |oading tima 15 3 gread advantage, bl [ I 1 ply Can
e thare wenlitha year proy importamtly, by using ROM-basad games 1 e f Hi ol |

wirking in otheér indistiles appae | chips can tater be incorporated into the canndge nere'll b any carts which ulilise what Ninty an
T which allows Nivtendo o offer new game alling mask ROMs

e capacity, high-speed
(Y Boy, macty®: bul th peripheral that not only reads data, but it wites in
1% well, Al nexd year's exposibon, this new madia

* oy fnd taking upos i an n, 1
1 Fboid It Hoorah for tham, showuld be introduced in video games, and hopafully

play with and see what this new meda

He ser: “The unequeness ol the Ninlondo 64 n provida
rcontroller enables new seeds or ideas
with ﬂwe!nnm For example, the 30 5 17 Wa 50 Minter e b
used in sporigy 1 geer and hasetal with ca It 1 1t
tor mare real g difference can 1 iy~ ¢
be fell by the USSR pas, there 19 GO
may not be 3 oo ¢ ips thare

gl [ = i # smirk st Shoshinkal. And whe can blame him? } sluctant to
Wa 18z -J.u:anMhﬂmﬂlﬁ_lﬂd wi 3 ITH ty on th

“Bimey, lstan, we're sorious about tis opportunities to game developers. The NG will carry  designers kaps and say, 2!
Dacling problem™; and (moh on ihis tradition of using mask AROMS and complitar ers 7" Indaed, wasnt

ke part in the futans of chiips 1o provide the most advancad pamas Yoshi's [sknd s
| i 10 Dy Shigeru Miyamolo a )
1ca the futur Wa saz: Now that Nintendo's kitlar system - pows reata? That's four yea art
rmats vontrolker, games and &l - has fnally coma 1o Spit 85 thas i WE ' &
Yamauchl abviously wan s5Ure the v i Ly ] N I |58
" canami. Sha anmieed ? Wi comgany hasn Hlunters sing Anel o't it
Mintenda 64 dream should be in no way To cartridges while sveryone aise (includ I v | ball gar
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