N E IR RN © 32X ¢ ULTRA 64 ¢« NEO GEO ¢ 3DO0 ¢ JAGUAG

e

SKELETON WARRY ’

4TH ANNUAL MEGAWARDS
X-MEN SATURN
TOSHINDEN SATURN
THUNDERSTRIKE 2

GEX SATURN & PLAYSTATION
BATTLEMORPH

S ¢ 95 CAN
|’ ] )
I
0"%74851"08381%"9




)

e

INKAN

/ these games are
64 and K rhy Bowl 64
ames at the show, the rest were
games to curb the early criti-
lications pass judgment based on unfin- |
day in the sun. Except for Mario 64, all

: Welcome to GF's first ever
hands-on Ultra 64 cover-
<t age. Before you dive
in, please note that
IS between 20% and
) g so%cnmrlm Mario
® @ - the only
Mo playable
demo’ed on video. Nintendo
balked on more playable
cisms inherent in many publlmlons
Asyou, 1, and Yamauchi know, many pub-
ished work. Nintendo's head honcho
wasn’t going to let anyone destroy his
these games will look quite different the next
time you see them. Also note that to see
an Ultra game (either via scans or video
grabs, both of which hurt dramatically), is
one thing; to see and play an Ultra game is

a completely new experience. What I'm trying to
say is that these screen shots simply do not do the games
justice. Unfortunately, setting up our Mac's on the show floor for
some quality GameFan RGB grabs was strictly out of the question,
s0, as usual, we've been reduced to slide scans and video grabs
which lose much resolution in the make ready process.

Nintendo has indeed delivered, as promised, a machine capa-
ble of taking us to a completely new level that, for the time being,

GF SPECIAL REPORT

has no equal in the home console market. The hardware alone is
spectacular, but the real proof is in the innovative ﬂllll! designs

which are just hnlnnln take shape. The controller is a whole
'nother story, which you II read about here.

| cannot stress enough how early mlng at ShuMnhl Ia:
It's way too early to form an opinion, than the

ardware marks one of the most impressive techno lal bruk
thmuuhs in uamlnn mmamaml hrlhcr. will indeed be above
64 is in a world all its own, a 3D

NINTENDD s i i ,::‘::.',73.9.1':..;2'.3;

even at an early state. The only drawback is

that it may be quite snme llmo (A:r toa '“o#

before we see any th

Japan. America wlll llavo a handful but
names are absent. All initial

had "Under

big
Ja:Znase Ultra games are from NCL,
which, when you think about it, isn’t so

e NCL umhnlll lies Rare,
The Ultra

A Design, Hal and Paradigm.
isin unod hands and will retail for under $250.00
u pmmlsad The Ultra 64 debuts in Japan
ril 21st, 1996, and about a month
Ialur n the US.




Mr. Yamauchi's opening remarks included an introduction to the Nintendo 64
and then dealt with the mixed success of the new Virtual Boy system.
“Despite the lack of unigue titles, we still thought it (Virtual Boy) could be
sold. | want to return to the starting point and find titles that emphasize the
difference that Virtual Boy games can provide. | want to start afresh in 1996."
Mr. Yamauchi recommitted Nintendo to the development of unique software
for this 3-D immersive system. He noted that several new titles were in the
works for the Virtual Boy. In particular, he noted that several new titles were in
development by an Osaka developer that showed some of the unique possibilities
that Virtual Boy can deliver in a game.
“But I'm here to talk about the market and the Nintendo 64, not the Virtual Boy.” Mr.
Yamauchi went on to comment on the state of the video game market and how the Nintendo 64 will raise
expectations. He explained that the reason for there being only two playable games at the show is that
people are disappointed when they view incomplete games. He noted that Super Mario 64 was 50% com-
plete, but that players are already familiar with Super Mario games and therefore they can see the unique-
ness and quality of this new Nintendo 64 title.

“I might be bragging, but when this game is complete, it may be the best video game in history. The
launch of Super Mario 64 with the Nintendo 64 will occur next April 21st.” Mr. Yamauchi indicated that
even though titles based on popular games such as Mario Kart are in development, fans of Super Mario
Kart won't be able to see the uniqueness of the Nintendo 64 version of Mario Kart until it is at least 80%
complete. He indicated that the game would be so fun and unique when it reached that point of comple-
tion, that it would help showcase the new video game system. “Clearly, when users who have been play-
ing with Super Famicom Mario Kart can tell exactly how different the (Nintendo) 64 title is, then the play-
ers would know for themselves what the features and characteristics of the Nintendo 64 are. And they will
know just how different the Nintendo 64 is from other video game systems.”

Mr. Yamauchi then asked, “What is the true nature of video games?” He feels that many people, includ-
ing critics, miss the point of what makes a video game special. “The real value comes from playing high-
quality, finished games.”

Taking a moment to look back at the disastrous collapse of the video game market in the USA twelve
years ago, Mr. Yamauchi pointed out the importance of satisfying customers with excellent titles. He noted
that many developers stress the number of titles they make over the quality of their titles, hoping for a big
hit. But Mr. Yamauchi feels that this is a recipe for disaster. “Users will just reject repetitious titles. They
are sophisticated. They aren’t fooled by copycat titles.” He also pointed out that next generation hard-
ware is meaningless without next generation games.

“The market should be led by software. But when you'r rn talking about the next generation machine,
you're talking about hardware. Users want that offers a fun expe-
rience they have never witnessed before. This is a market that is led by software, so it doesn't make sense
to talk about the so-called next generation machine.”

In addition, he noted that many titles for new video game systems concentrate only on filling up memo-
ry with graphics and music while not adding to the game experience. He also mentioned that distributors
should have greater expertise so that they don’t put poor titles on retail shelves.

“Why did we launch the Nintendo 64? To defend and protect the video game market? For Nintendo to
become the sole, absolute, hegemony in the market? No. We are launching the Nintendo 64 to rescue and
save the market that is being Our objective is not to domi the market. Rather, we want to
change the market so that users won’t leave us. We want to assure our future.”

Mr. Yamauchi’s vision of the Nintendo 64 controller enables new seeds or ideas to grow with develop-
ers. For example, the 3-D Stick can be used in sports games such as soccer and baseball for more real-
istic control. A qualitative difference can be felt by the users. Without those changes, there may not be a
future for video games.

Next, Mr. Yamauchi touched on the benefits of cartridge-based games. “Many of you feel that CD-ROM
is the call of the day. But look at the latest buzz word in the computer world—plug-and-play—which is
nothing but Famicom culture. In addition, customers thought that having no loading time is a great advan-
tage, but more importantly, by using ROM-based games, other chips can later be incorporated into the car-
tridge, which allows Nintendo to offer new game opportunities to game developers. The Nintendo 64 will
carry on this tradition of using mask ROM and computer chips to provide the most advanced games.”

Mr. Yamauchi also talked about plans for a bulk storage device for the Nintendo 64. “In addition to Mask
ROMs, Nintendo intends to provide a large capacity, high-speed peripheral that not only reads data, but it
writes it, as well. At next year's exposition, this new media should be introduced in video games, and
hopefully, visitors can play with and see what this new media can provide.” He emphasized that the
read/write peripheral is not just for storing large amounts of data, but that it will allow the development of
significantly new types of game play. He went on to
R x01 list two potential projects that could make use of
OxAZ this new technology by the end of 1996—Legend of
Zelda and Dragon Quest VII.

Mr. Yamauchi concluded his speech by inviting
developers (who want to begin working with the
Nintendo 64) to join him on Dec. 14 at NCL in Kyoto
where issues of game quality and innovative design
for the Nintendo 64 will be addressed. In addition
to this, he stated that game cartridges for the
Nintendo 64 would cost 9,800 yen, which is cheap-
er than some current Super Famicom titles. With
15 million Super Famicom/SNES systems in Japan,
Nintendo will continue to support 16-bit gaming
next year.
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ENTER THE CONTEST BY SENDING IN YOUR DRAWING
TO VIRTUAL BOY 3-D CONTEST, C/O GAMEFAN MAGA-
ZINE, 5137 CLARETON DRIVE #210, AGOURA HILLS
CA 91301. ALL WINNERS WILL BE NOTIFIED BY MAIL.
ALL ENTRIES MUST BE SUBMITTED ON PLAIN WHITE
PAPER. NO LINED PAPER OR POST CARDS WILL BE
ACCEPTED. EACH ENTRY MUST HAVE YOUR NAME
AND ADDRESS DIRECTLY ON THE SUBMITTED ART.
MULTIPLE ENTRIES ACCEPTED, BUT EACH MUST BE
SENT IN SEPARATELY. THE DEADLINE FOR ALL
ENTRIES IS JANUARY 31, 1996, AND ALL ENTRIES
MUST BE RECEIVED BY THIS DATE TO BE ELIGIBLE
DIEHARD GAMEFAN AND NINTENDO OF AMERICA AND

Your Part:

ENTER GAMEFAN € NINTENDO'S

VIRTUAL

ANDWIN BIG!

Have you experienced the ultimate

-D world, Nintendo's

Virtual Boy™ from Nintendo? If not, here’s your chance to

et in on the fun absolutely free!

stam)

(HOW T0 ENTER) A

a one year subscription toBAMEFAN, and a GAMEFAN T-shirt

* 15 Second prize winners will receive a one year subscription to GAMEFAN, and a GAMEFAN T

» 25 Third prize winners will receive a one year subscription to GAMEFAN.

ame system, and 4 Virtual Bo
two year sub

THEIR AFFILIATES ARE NOT RESPONSIBLE FOR LATE
OR LOST MAIL. EMPLOYEES OF GAMEFAN MAGAZINE
NINTENDO OF AMERICA AND THEIR SUBSIDIARIES
AND AFFILIATES ARE NOT ELIGIBLE. FORTY-FOUR (44)
WINNERS INCLUDING (1) GRAND PRIZE WINNER WILL
BE SELECTED BY THE GAMEFAN JUDGES, WHO SHALL
HAVE COMPLETE AND SOLE DISCRETION IN SELECT-
ING WINNERS. ALL DECISIONS ARE FINAL. ALL TAXES
ON PRIZES ARE THE SOLE RESPONSIBILITY OF THE
WINNERS. WINNERS RELEASE GAMEFAN MAGAZINE
AND NINTENDO OF AMERICA AND THEIR SUB-
SIDIARIES AND AFFILIATES IN ALL MATTERS RELAT-

ING TO THE USE OF PRIZES. NO SUBSTITUTION OF

(WHAT WE'RE GIVIN" AWAY) One grand prize winner will receive a Nintendo* Virtual Boy 3- video

ames: Teleroboxer, Galactic Pinball, Red Alarm, Mario Clash, a

scription to GameFan, a GameFan T-shirt, and a quest editoria

If you don’t count the

Draw it, shoot it, or just go wacky and be creative. There're really no rules
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[ spot in "Hands On”.

PRIZES OR CASH EQUIVALENT ALLOWED. ONE PRIZE
PER FAMILY. WINNERS GRANT PERMISSIQN TO USE
THEIR NAMES, ADDRESSES AND PHOTO'S FOR
ADVERTISING OR PROMOTIONAL PURPOSES WITH-
OUT ADDITIONAL COMPENSATION. CONTEST VOID
WHERE PROHIBITED BY LAW, AND OTHERWISE GOV-
ERNED BY CALIFORNIA LAW. (C) 1995 NINTENDO OF
AMERICA INC. ™ and ® ARE TRADEMARKS OF NIN-
TENDO OF AMERICA INC. SYSTEM INCLUDES MARIO'S
TENNIS. BATTERIES NOT INCLUDED. ™ AND ® 1995
T&E SOFT INC.. LICENSED TO NINTENDO



