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of Gaming
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What a difference a year can
make!

As 1992 dawned, the electronic
gaming universe appeared as close
as it has ever been to the dream of
system universality. In computing,
the MS-DOS standard was unchal-
lenged, with the 386 system
designed to hold the fort for
years to come. Although the
Genesis had a big Christmas,
the vast majority of video
games were still being market-
ed toward the NES. And the
Game Boy was the only other
serious home gaming format.

From the perspective of 20-
20 hindsight, however, we can
see just how illusory this per-
ception really was. While MS-
DOS remains the only viable
mass market computer format,
for example, warning cries had
already been sounded concerning
the 386 standard. After spending
years at the 286 level, the 386 had
barely ceased its birthing cries
before talk of the 486 as a far supe-
rior format started up. The 8-Bit
video game, meanwhile, was enjoy-
ing its high noon as the NES pre-
pared to drift off into the slumber of
history. And in the hand-held field,
Sega's release of the Game Gear
version of Sonic the Hedgehog
helped spur interest among third-
party software developers for the
system. Gamers even began to see
evidence of a comeback for dedicat-
ed (i.e., non-programmable) stand-
alones, a format long believed to be

moribund.
But perhaps the most significant

indicator of the new diversity in elec-
tronic gaming is the explosion of new
formats being announced or devel-
oped. Both Philips (CD-I) and
Tandy/Radio Shack (VIS) debuted
new, non-compatible CD formats this
past Christmas, during which period
Sega spent as much of its promo-
tional time and budget pushing its
new Sega CD drive as it did hyping
Sonic2. After all, with several compa-

The Sega CD was perhaps the most
eagerly awaited product of the year.

nies already openly exploring the 32-
Bit video game format, it was crucial
that the Genesis retain its state-of-
the-art panache.

Nintendo, on the other hand, has
chosen to play a waiting game, which
has resulted in even more market
chaos. According to the Japanese
game giant, 16-Bit technology is
insufficient to maximize the potential
of CD-based software, so and its CD
drive will contain an upgrade to

Not since the demise of the
Atari 2600 has there been

such a dizzying collection of
alternative formats.

transform the SNES into a 32-Bit
powerhouse. This interesting strate-
gy wins Nintendo a trump card it
doesn't even have to show anyone
until Christmas of '93.

Not since the mass confusion cre-
ated by the demise of the Atari 2600
and the emergence of the home
computer market in the mid-80s has
the electronic gaming hobbyist been
confronted with such a dizzying col-
lection of alternative formats.

And still the changes come. The
Japanese market seems to
have abruptly lost some inter-
est in playing video game; not
even the Super Famicom (the
Japanese version of the SNES)
has taken off in the Land of the
Rising Sun, and Sega's CD-
ROM drive has flopped like a
one-winged duck. Europe, on
the other hand, is suddenly a
hot market; several Genesis
titles, including David Robin-
son's Supreme Court Basket-
ball, have made most of their

money over there.
The most remarkable new develop-

ment, however, could well be the
appearance on the horizon of an
American-designed and produced
entertainment system. The 3-DO sys-
tem, currently being designed and
readied for production, has drawn
the most consistently favorable reac-
tion of any entertainment-based
hardware system since the Nintendo
revolution.

Software publishers also show
considerable interest in Tandy's VIS,
if only because of Radio Shack's
awesome marketing muscle.

It's only been a year since the first
quarter of 1992, but in many ways it
seems more like a decade.
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