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You've heard the rumors and
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immersion

report based on actual game
‘play of the new, as-of-yet
unnamed VR 32 system. But
f“lﬂﬂh tech, 32-bit, 3-D gaming
system for the mass market in
the world. At an expected
etail price of $200, it will
affordable to everyone. The
only remotely comparable prod-
& s are VR goggles for PCs
t cost between $500 to $1000
and still require an expensive
' to run the software.
VR 32 software will exist

technology

protolype

Super NES games. And yes, it
 can also be portable, but it's
not a big Game Boy. It's total-
ly unique. Here's how.

Looking into the VR 32's
viewers is like entering a
world out of science fiction.
The sense of real 3-D space is
the most striking phenomenon.
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Don't expect the shallow depth
25 of holograms or printed 3-D
° am effects, but a true stereo
V‘den 3 image in high-resolution red
h\ng and black. The depth seems
nac totally real, like stepping
into a miniature world. Objects
and characters have fullness.
u dimensions. The red and black
images give the virtual world
even more of a sci-fi lock. And
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Looking into the VR 32 world
is kind of like looking
through binoculars. In binoc-
ulars, each eye looks
through a different lens, but
you only appear to see dne
image. The two screens of
the VR 32 also appear as
one image although each
eye is focused separately.
This is how the depth of the
image is created

The promise for flight and
driving sims with the VR 32 is
awesome. With animation this
smooth, you don't get any of
the rough edges and angles
often associated with polygon
figures in games like Out of
This World. Both first person
(in the cackpit) and removed
perspectives are ideally suit-
ed to the powerful 3-D sys-
tem.

The images on these pages were computer generated to give you an idea of the types

of views that are possible on the VR 32. But as good as these images are, they can't
convey the sense of actual space that you get when you play the VR 32 system. For
that, you'll have to try it yourself this spring when it is released

s

Although this computer generated depiction of space flight shows the craft warping into
the screen toward a distant vanishing point, the same craft in the actual VR 32 would

be able to swing around and fly back toward you. It would roll, pitch and loop-the-loop

with the smoothness of an interstellar manta ray.




The 3-D golf course seen
here is a computer graphic
depicting a possible view
point for VR 32 sports
games. The bottom photo on
the opposite page also gives
you an idea of how immer
sive this technology can be
With certain viewpoints, you
practically step into the pic-
ture.

Since three dimensional worlds exist mathematically in the VR 32, the system can track
balls and players with absolute precision and it can create a perspective that makes the
game imitate reality in ways that conventional video game systems cannot

Adventure and action games
may never be the same once
the depth of the VR 32
demonstrates to players how
much more involving a 3-D
world is than many traditional
video game views. This com
puter illustration is not taken
from the VR 32 demo, but it
gives the idea of depth in a
classic platform game.

The upcoming Ultra 64 will dazzle players with the most brilliantly rendered graphics avail-
able, but the VR 32 plays another role, by ushering in the era of 3-D, immersive gaming
Some of the earliest games will probably look similar to this picture, bringing familiar char-
acters and styles of play to a 3-D world
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"IN YOUR FACE GRAPHICS

How would you like to meet
Wario in person, face-lo-
face, eye-to-eye? This kind

* of personal contact will be
possible with the VR 32
The 32-bit processor scales
the detailed images like the
one i this computer art
with such smoothness and
speed that you'll think it's
really moving toward you

Our arist's conception befow, a first-person perspective on the VR 32, may seem surreal
[CHONONC) with its faceless people. but the reality will certainly exceed all our fantasies. The first
[GRORORG) games we saw included one boxing demo from this perspective. The dodging and punching

were similar to. Super Punch-Out!, but the depth was at arm’s length
T m

One of the coolest parts of having a system
provide such incredible 3-D is that you can
create so many new perspectives. Moving
around the world in a smoothly scrolling
first-person perspective may be the most
immersive technique. Current games like
Doom that create worlds in this perspective
have proven to be incredibly popular. But
with the VR 32, the perspective and speed
of scrolling will raise this kind of game to a
new level of excitement. Beyond first per-
son perspectives, though, the VR 32 excels
at other effects, like characters scaling
quickly to huge proportions as they rush at
you out of the 3-D distance. If you like a lit-
tle punch in your games, the VR 32 can pro-
vide the glove, the fist, and the right hook.

Virtual Boy™
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