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Virtual Z Insanity

Insanity?

We look back at Nintendo’s most infamous
folly: the Virtual Boy. Aspirin recommended.

or the past 30 years, the word
‘innovation’ has regularly been
associated with Nintendo. The company
s been responsible for so many exciting
and influential creations — Donkey Kong, the
D-pad, the NES, the Game Boy, and more recently
the DS and Wi, to name just a few of their
groundbreaking endeavours — thatts history
reads ke the evolution of gaming as a whole.
However, thereareahandful of pagesin
Nintendo'slong history book that have been
deliberatelystucktogether with chewing gum.
Pagesthat the company would rather nobody read
everagain, because they tellthestory of arare thing
inNintendo's hugely successful history. They el
thestoryofaNintendo creationthatwas, o putit
bluntly,acomplete, unmitigated disaster. Theytell
thesstoryofthe Virtual Boy.
Asystemwithone majorselling point—allofts
‘gameswerein 3D~ the Virtual Boy may have
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The
Virtual Boy
Collection

Here's your checklist. The

complete list of all 22 "y e
games released for the y (Advan
Virtual Boy in America ! Padioystlesene
and Japan. Catch 'em all!

ful controls

© intheearly’90s, k N &Watch, R.O.BtheRobotand,
for Nintendo. y Research &Devel t1 hohad theall< B
b ingsuch
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Itwastimeto
h withanother

Oh Boy!

Visor
Inside those soft goggly blinkerslie
twoLED screens. Each screenhasa
resolution of 384x 224 pixels and
the Virtual Boy would switch

eachscreen extremely
quicklyinordertogive theillusion
of 3D. Forthefewminutes|
thecrippling headache kicksin, it
stilllooks great today.

The Controller
Ifthere’s onethingabout the Virtual Boy that
standsthe test of time, it's the controller. Featuring.
twin D-pads, shoulder buttons and an ergonomic
shape that the N64 controller would later adoy
it'sone of our favourite Nintendo controllers ever.

The Focus Knob

Many of those who complained about ‘
headaches with the Virtual Boy probably
didn'ttry sliding this about. It sharpens and
blurs theimage soyou can find afocus that
suitsyourown personaleye strength. Get
the focus perfect foramuch more
comfortable gaming experience.

The Stand

Despite beinga ‘portable’ console,
therewas nowayyou could hold the
Virtual Boy'sheadset upifyou were
using both handswith the.
controller. Luckily it came witha
stand thatyou could clipthe Virtual
Boyonto. Afancier standwith
adjustable height costextra.
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A3Dversion of the
original MarioBros.
wﬂ.mwgme,zva You havetocleareach
seriesstarin this levelbyswitching
top-downaction betweenthe

game. Anenjoyable  foregroundand
adventure. background.

\Mrvmdirols(ﬂ
.um ful

successofthe Game Boytothe et lvel. Surely
hisgoldentouch couldn'tfail the

Atthetime, the big lhmgmgammg
irualrelty.Acompany clleVirtusltyhod
started producing VR games where customers
couldgotoanarcade, payafiver, stickona
motion-tracking headset and gloves, and
immerse themselves in a polygonal world. This
brand newtechwastoprovide theinitial
inspiration for the Virtual Boy.

In For A Penn
Inhisyears at Nintendo, Yokoi alwaysstucktothe
same principle. He insisted it wasalways better
tomakeinnovative products using cheap
pre-existingtechnology than produce flashy
new products with brand new, expensive tech.
This was his thinking behind the LCD Game &

d

Nesterwasa character
created by Nint

en:
Whileitdoesagreat
jobof showingoffthe
system's3D effectsit’s
notmuchfun.Six
characters, two game
modes, one headache.

grantedhis veryo
Al

gam
bowlingtitl.

Love Faulty

systems did the same

Apuzzle gamestarring
charactersfromthe
‘Bomberman games. A
3Dversionof
Bomberman could
have been great.A

missed opportunity

Bowled Away

; long before other

bl
andtheir success proved that his theory wasa

mexpensweAsﬂossvblevmmeula)m itwasthis

of30),
image didn't blur whenitmoved. Atthe time, the
D

wiseone. It

decisionthat

Boy'
quicklytogive the effectof 3D (each frame

! thesortof thingyou
Ceeon power ghtson TV, Blueandgreen LEDS

relatively tech-lite DS and Wil

e Virtual

theot

Boy
txpensvvelhal thesystem's pricetagwould have

Land Of Hope

nudged
pvvmr\rveblstkand red display.

Out
Naturally, the headsetandits 30 graphics were
the bigtalking points of the Virtual Boy. What's
less talked about but almostasimpressive
however wasits controller. Released before the
N4, it's clear tosee thatthe Virtual Boy's
M-shaped controller was theinspirationforits
moresuccessfulsibling.Itwas also uniqueinthat
itoffered two D-pads, long before other systems
didthe same with twin analogue ticks. These
were designedtoallow playerstomoveinall
dimensionsin 3D games but ultimately ended
upbeingwasted asonlyahandful of games
botheredtoutilise the

The controller also housed the systen's
batteries. The Virtual Boy took six AA batteries,
‘whichletit run for around seven hours. This may
seemalot but consider there were no Ds-style
chargeable batteriesatthe time and the Game
Boywasofferinga similar lifewith just four

©
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A3Dsquashgame
haveto gametofind. A

Virtual Boygames, this makeyourcharacter, first-personboxing

isaturn-basedstrategy letsyor thePeatron, hitaball h sar

gamefeaturing robots. entways:a pastyour opponent even other dmmvedHmw\arur

andvehiclesfrom the 2Dversionand  numerous timesto robots, including one hichyou can

Gundam universe. aspecial 3D version fefeatthem. controlled byacat v.ﬂuu:vmnd

© batterie: pressive.  there i )
inwhich Asaresult, your hunched back wasach ingyouto
the Virtual Boy had tobe played. waystoplayit
D your or,
‘portable’ system, it was clear bleand Dead On Arrival
thing but. q
“sfield of d Yokoi.ltwas eager to get
king out fi snotavery  hisR&D1 teaminvolvedin developing games for

the Ultra64,tsbrand new console now in
developmentin America. Asaresult, production
of the Virtual Boywas sped up andit was finally.
unveiled to the general publicat the Shoshinkai
electronics showin November 1994, Yokoiwould
latersay that he had never intended for the
Virtual Boy tobbe releasedso soon, but whether

h but
firstannot unced
ing-tike vehicl

spinning aroundin full 30,

Colour Clash

ed Nonotapriieversonl heclassic

h NG4si daracinggame
sthougharea whichseesyouas Bond dodging
= obstaclesand shootingother cars.

Pt At
screenshot
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Atraditional Wario Goo Ok s Notthebestbaseball
dgameandagreat  we'ltellyou. e gameyoullever play
ngtitle. Acopyin forme D inggame.Andnot  Nintendoisevenspelt  butithadsome i
ndition m e areratl abadoneatthat,with  incorrectlyonthe: cameraeffectsthat the worstVir
limited butlessismore e me’s artridge zoomedouttoshow  game everm: A
inthiscase. e ‘Ninntenndo' thewholestadium a ooter

s Nintendo J
r, with only 770, 000 umts sold”

thatwasjustan excuse forits disastrous useofthe system and claims hat the games Althoughithad beena teameffort, Yoko felt
P 9 ,
Initalreac The 1 andfeltthat
July d d 14August
Nintendohad hoped it would be,with the 1995, 3 Game B
180,
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The Virtual Boy willlive onas Nintendo's
A Cautionary Tale biggest failure; arare miss foracompany that has
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