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Virtual Boy: hardware
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Tech specs: hardware

Virtual Boy Super Ni
32bit NEC V810 operating at 10MHz CPU: 16bit 65816 RISC chip operating at 3.58MHz
Soanned inear ary display ceveloped by Memory: 128K mein RAM
Refiection Technology, detalls unclear 54K VRAM
16bit, detalls unclear Graphics:  256x224 and 512x445
" =, 240 colours from 32,768 colour palette
i 26X 284X 110,min Four layers of indepencent scrolling
Powered by BAA batteries stored in the game 128 16-colou sprites anshieen at.oncs
controller Sound: 8 channel PCM audio
Acsessories include 2n AC 100V adaptor, — - -
battery charger and adjustable stand Misc:  Custom chips may be added to cartridges
10 boost specs
d: I intendo hes b
L Tho habltually cegey: torriende fias been even Background:  As the Super Famicom this machine enjoyed

reticant to divulge (00 much bout the
technical prowess of its Virtual Boy system. A
legacy perhiaos of the machine's deout at the
‘Shoshinkal show in late 1994, when it faled to
make the desired impression. Unusual an
innovative, the Virtual Boy can be seen as a

fixed headset is convincing but underutiised by
the first croo of ttles released by Nintendo. Too
ients in the first Virtual Boy
games were simpie shock effects — just like
the effects seen in primitive 3D movies. Tne
Virtual Boy’s controller is an intriguing creation.
s twin-handed, two oypad approach o game.
control s innovative and shouid allow

more than & gaming novelty remains to be seen.

huge success in Japan, wnere it is still the
dominant games conscle and ts games are
armong the biggest sellers. The games pedigree
of the maching Is unmatched, with a strong
Toster of top titles ffom F-Zero an Super Mario
World to Killer nstinct and Yoshi's Isiand.

st formata. DSP cha s o generations o

Super FX chips (developed in the

Arganaut) have made games like Stsrw!ng and

Stunt Race FX possible. Losing o

bullish Sega in the UK and Eikoge, i st

Nintendo market has declined quickly in the UK

with peripherals like the Super Game Boy failing

ot new consumers o the console. As
recently released Yoshi's Isiand has proved, the
intendo can stil come up with the goods

twith so many developers deserting 18bit, its

future looks bleak.




