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1996 video gameThis article is about the original game. For the remake, see Super Mario 64 DS.1996 video gameSuper Mario 64North American cover artDeveloper(s)Nintendo EADPublisher(s)NintendoDirector(s)Shigeru Miyamoto[7]Producer(s)Shigeru Miyamoto[7]Designer(s)Yoichi YamadaYasuhisa YamamuraKenta UsuiNaoki MoriYoshiki
HaruhanaMakoto MiyanagaKatsuhiko Kanno[7]Programmer(s)Yasunari Nishida[8]Yoshinori TanimotoHajime YajimaDaiki IwamotoToshio IwawakiTakumi KawagoeGiles Goddard[7]Artist(s)Shigefumi HinoHisashi NogamiYoshiaki KoizumiHideki FujiiSatoru TakizawaMasanao ArimotoTomoaki KuroumeYusuke NakanoYichi Kotabe[7][9]Writer(s)Leslie
Swan[7]Composer(s)Koji Kondo[7]SeriesSuper MarioPlatform(s)Nintendo 64iQue PlayerReleaseNintendo 64]JP: June 23, 1996[2]NA: September 29, 1996[1]PAL: March 1, 1997[3][4]iQue PlayerCHN: November 18, 2003[5][6]Genre(s)Platform, action-adventureMode(s)Single-playerSuper Mario 64 is a platform game developed and published by
Nintendo for the Nintendo 64. It was released in Japan and North America in 1996 and PAL regions in 1997. It is the first Super Mario game to feature 3D gameplay, combining traditional Super Mario gameplay, visual style, and characters in a large open world. In the game, Bowser invades Princess Peach's castle, kidnaps her and hides the castle's
sources of protection, the Power Stars, in many different worlds inside magical paintings. As Mario, the player traverses levels and collects Power Stars to unlock areas of Princess Peach's castle, in order to reach Bowser and rescue Princess Peach.Director Shigeru Miyamoto conceived a 3D Super Mario game during the production of Star Fox
(1993). Development lasted nearly three years: about one year on design and twenty months on production, starting with designing the virtual camera system. The team continued with illustrating the 3D character modelsat the time a relatively unattempted taskand refining sprite movements. The sound effects were recorded by Yoji Inagaki and the
score was composed by Koji Kondo.Super Mario 64 was highly anticipated by video game journalists and audiences, boosted by advertising campaigns and showings at the 1996E3 trade show. It received critical acclaim, with reviewers praising its ambition, visuals, level design, and gameplay, though some criticized its virtual camera system. It is the
best-selling Nintendo 64 game, with nearly twelvemillion copies sold by 2015.Retrospectively, Super Mario 64 has been considered one of the greatest video games of all time. Numerous developers have cited it as an influence on 3D platform games, with its dynamic camera system and 360-degree analog control establishing a new archetype for the
genre, much as Super Mario Bros. did for side-scrolling platform games. It was remade as Super Mario 64 DS for the Nintendo DS in 2004, and has been ported to other Nintendo consoles since. The game has attracted a cult following, spawning many fangames and mods, a large speedrunning presence, and enduring rumors surrounding game
features.From left to right clockwise, the interface shows the number of extra lives, health points remaining, coins obtained, Power Stars collected throughout the game, and the camera configuration. The three screenshots show the camera automatically rotating to show the path.Super Mario 64 is a 3D platformer in which the player controls the
titular character Mario through various courses. Mario's abilities are far more diverse than in previous games.[10][11] He can walk, run, jump, crouch, crawl, climb, swim, kick, grab objects, and punch using the game controller's analog stick and buttons. He can execute special jumps by combining a regular jump with other actions, including the
double and triple jumps, long jump, backflip, and wall jump. The player can adjust the cameraoperated by a Lakitu broadcasting Marioand toggle between first-person and third-person view.[12]Unlike many of its predecessors, Super Mario 64 uses a health point system, represented by a pie shape consisting of eight segments.[13] If Mario has taken
damage, he can replenish his health either by collecting three types of coinsyellow, which replenishes one segment; red, equal to two yellow coins and which replenishes two segments; and blue, equal to five yellow coins and which replenishes five segments, by walking through a spinning heart or by jumping into water.[14] Underwater, Mario's
health instead represents how long he can hold his breath, slowly diminishing while underwater and replenishing when he surfaces.[15] Finishing a course grants Mario an extra life for every 50 yellow coins the player collected,[13] and extra life mushrooms are hidden in various places such as trees and poles - they may either chase Mario through
the air or fall to the ground and disappear shortly if not collected.[16]In absence of the power-ups normally found in previous games, such as the Super Mushroom and Fire Flower, three colors of translucent blocksred, green, and blueappear throughout many stages. Three switches of the same colors, found in three secret areas located in either
stages or the castle itself,[17][18][19] turn their corresponding blocks solid and permanently allow Mario to obtain three types of special cap power-ups throughout all of the stages. The Wing Cap allows Mario to fly after doing a triple jump or being shot from a cannon;[20] the Metal Cap makes him immune to enemies, fire, noxious gases, allows him
to withstand wind and water currents, perform on-land moves underwater, and have unlimited air capacity underwater; and the Vanish Cap renders him partially immaterial and invulnerable, and allows him to walk through some obstacles.[15][21] Another implicit powerup is the shell remains after stomping a Koopa Troopa, which Mario can use to
run over enemies, and surf on water, lava, and quicksand.[22]The hub world takes place in Princess Peach's Castle, which consists of three floors consisting of the castle's lobby, the main tower, and a basement, plus a moat and a courtyard outside the castle.[23] The player's main objective is to look for paintings that, when jumped into, bring them
into courses containing Power Stars, which upon their collection unlock more of the castle hub world.[24] Each of the fifteen courses has seven Power Stars (six from named missions and one gained by collecting 100 coins in the level), and an additional fifteen are hidden as secrets and as bonuses, for a total of 120 Power Stars in the game.[25]The
courses are filled with enemies as well as friendly creatures that provide assistance or ask favors, such as Bob-omb Buddies, who will allow Mario to access cannons on request.[26] Some Power Stars only appear after completing certain tasks, often hinted at by the name of the course. These challenges include collecting one hundred yellow coins or
eight red coins on a stage, defeating a boss, racing an opponent, and solving puzzles.[27] The final level of the game is blocked by "endless stairs" similar to the Penrose stairs concept, but Mario can bypass them by collecting seventy Power Stars.[28] The music in the endless stairs before collecting seventy Power Stars resembles a Shepard scale.
There are many hidden mini-courses and other secrets within the castle, which may contain extra Power Stars required for the full completion of the game.[29] If the player returns to the game after collecting all 120 Power Stars, Yoshi can be found on the roof of Princess Peach's Castle, who will give the player a message from the developers,
accompanied by one hundred extra lives and an improved triple jump.[25][30]Princess Peach uses a letter to invite Mario to come to her castle for a cake she has baked for him.[31] When he arrives, Mario discovers that Bowser has invaded the castle and imprisoned the princess and her servants within its walls using the power of the castle's 120
Power Stars. The Power Stars are hidden in the castle's paintings, which serve as portals to other worlds where Bowser's minions keep watch over the Stars. Mario explores the castle and enters these worlds, gaining access to more rooms as he recovers more Stars.[32] Mario unlocks three doors to different floors of the castle with keys obtained by
defeating Bowser in hidden worlds.[33] After getting at least 70 of the 120 Stars, Mario breaks the curse of the endless stairs that block the entrance to Bowser's final hiding place.[28] After Mario defeats Bowser in the final battle, and Bowser escapes, swearing revenge, he obtains a special Power Star which gives him the Wing Cap, and he flies back
to the castle's courtyard. Peach is released from the stained-glass window above the castle's entrance, and she rewards Mario by kissing him on the nose and baking the cake that she had promised him.[34]Once Mario earns all 120 stars, he is able to access the roof of the castle via a cannon on the castle grounds, where Yoshi awaits him. Yoshi
congratulates Mario on securing all 120 stars and grants him 99 extra lives in order to continue playing the game.Director Shigeru Miyamoto and assistant director Yoshiaki Koizumiln the early 1990s, Super Mario creator Shigeru Miyamoto conceived a 3D Mario design while developing the game Star Fox (1993) for the Super Nintendo
Entertainment System. Star Fox used the Super FX graphics chip, which added more processing power; Miyamoto considered using the chip to develop a Super NES game, Super Mario FX, with gameplay based on "an entire world in miniature, like miniature trains".[35] According to engineer Dylan Cuthbert, who worked on Star Fox, Super Mario FX
was never the title of a game, but was the codename of the Super FX chip itself.[36] Miyamoto reformulated the idea for the Nintendo 64, not for its greater power, but because its controller has more buttons for gameplay.[37] At the January1993 Consumer Electronics Show (CES), where Star Fox made its debut, Nintendo's booth demonstrated a
talking 3D polygon animation of Mario's head;[38] it returned in the start screen, programmed by Giles Goddard.[39]Production of Super Mario 64 began on September 7, 1994, at Nintendo's Entertainment Analysis & Development division, and concluded on May 20, 1996.[40] According to Miyamoto, the development team consisted of around fifteen
to twenty people.[41] Development began with the characters and the camera system; months were spent selecting a view and layout.[39] The original concept involved the fixed path of an isometric game such as Super Mario RPG, which moved to a free-roaming 3D design,[39] with some linear paths, particularly to coerce the player into Bowser's
lair, according to Giles Goddard.[39]"There [were] no jumping actions in 3-D we could reference at the time, so we shared in the enjoyment of going through all the trial and error with Mr. Miyamoto and other team members. It was arguably tough work, but that feeling was overtaken by the joy of innovating in a new field."Yoshiaki Koizumi, 2020 The
Washington Post, interview[42]Super Mario 64 is one of the first games for which Nintendo produced its illustrations internally instead of by outsourcing.[43] The graphics were made using N-World, a Silicon Graphics (SGI)-based toolkit.[44] The development team prioritized Mario's movement and, before levels were created, tested and refined
Mario's animations on a simple grid.[39] The 3D illustrations were created by Shigefumi Hino, Hisashi Nogami, Hideki Fujii, Tomoaki Kuroume, and Yusuke Nakano, and the game was animated by co-director Yoshiaki Koizumi and Satoru Takiwaza.[7] Yichi Kotabe, illustrator and character designer for the Mario series, made a 3D drawing of Mario
from various angles and directed the creation of the character models.[9] In an interview with The Washington Post, Yoshiaki Koizumi recalled that his challenge was animating the 3D models without any precedents.[42] To assist players with depth perception, the team positioned a faux shadow directly beneath each object regardless of the area's
lighting. Yoshiaki Koizumi described the feature as an "iron-clad necessity" which "might not be realistic, but it's much easier to play".[45]Miyamoto's guiding design philosophy was to include more details than earlier games by using the Nintendo 64's power to feature "all the emotions of the characters". He likened the game's style to a 3D
interactive cartoon.[46] Mario was made highly expressive to "create the feeling of controlling something that's really alive", which Miyamoto was inspired to do after letting his pet hamster loose in his room.[47] Some details were inspired by the developers' personal lives; for example, the Boos are based on assistant director Takashi Tezuka's wife,
who, as Miyamoto explained, "is very quiet normally, but one day she exploded, maddened by all the time Tezuka spent at work".[35]Super Mario 64 was first run on an SGI Onyx emulator, which only emulated the console's application programming interface and not its hardware.[39] The first test scenario for controls and physics involved Mario
interacting with a golden rabbit, named "MIPS" after the Nintendo 64's MIPS architecture processors; the rabbit was included in the final game as a Power Star holder.[48] Super Mario 64 features more puzzles than earlier Mario games. It was developed simultaneously with The Legend of Zelda: Ocarina of Time but, as Ocarina of Time was released
more than two years later, some puzzles were taken for Super Mario 64.[49] The developers tried to include a multiplayer cooperative mode, whereby players would control Mario and his brother Luigi in split-screen. Nevertheless, hardware constraints and the developers' inability to implement the mode satisfactorily led to its removal.[50]
[51]Composer Koji KondoThe music was composed by veteran composer Koji Kondo, who created new interpretations of the familiar melodies from earlier media as well as new material.[52][53] Yoji Inagaki was responsible for the sound design, tasked with producing hundreds of sound effects. He and Kondo felt that music and sound effects were
equally important.[53] According to Inagaki, the average Nintendo 64 game had about 500 sound effects, and made comparisons to Ocarina of Time, with 1,200, and The Legend of Zelda: Majora's Mask, with 2,000.[53]Super Mario 64 is one of the first games to feature Charles Martinet as the voice of Mario, and Leslie Swanthen senior editor of
Nintendo Power and English localizer for Super Mario 64as the voice of Princess Peach.[49]Super Mario 64 was first shown as a playable prototype in November1995 at Nintendo Space World. This version was only fifty percent complete, and only about two percent of texture mapping was finished.[35][54][55] It featured thirty-two courses.
Miyamoto had hoped to create more, possibly up to forty,[35] but was ultimately reduced to fifteen.[29] According to Nintendo of America chairman Howard Lincoln, Miyamoto's desire to add more was a major factor in the decision to delay the Nintendo 64 release from Christmas1995 to Summer 1996.[56] Nintendo president Hiroshi Yamauchi later
said: "Game creators can finish games quickly if they compromise. But users have sharp eyes. They soon know if the games are compromised. [Miyamoto] asked for two more months and I gave them to him unconditionally".[57] The game was later shown at E31996 with multiple Nintendo 64s set up for people to play.[58] According to Giles Goddard,
the stress of the project caused some programmers to quit or move to different departments.[8]Peter Main, Nintendo's vice president of marketing at the time, stated Super Mario 64 was meant as the killer app for the Nintendo 64. The US$20million[i] marketing campaign included videotapes sent to more than five hundred thousand Nintendo Power
subscribers and advertisements shown on MTV, Fox, and Nickelodeon.[59][60]Super Mario 64 was officially released in Japan in June1996,[2] North America in September,[1] and in Europe and Australia in March1997.[3][4] During its first three months of sale in North America, it sold more than twomillion copies and grossed $140million[ii] in the
United States,[47] becoming the best-selling video game of 1996.[61] It was also the best-selling game overall from 1995 to 2002. During the first three months of 1997, it was the second-best-selling console game at 523,000 units.[62] By early 2001, it had sold 5.5million units,[63] and 5.9million by September2002.[64]At the 1999 Milia festival in
Cannes, Super Mario 64 won a Gold ECCSELL prize for earning revenues above 21million[iii] in the European Union in 1998.[65] It had become the second most popular game on Wii's Virtual Console by June2007, behind Super Mario Bros.[66] By March2008, Super Mario 64 sold 11.8million copies worldwide, being the best-selling Nintendo 64
game.[67] By 2015, Super Mario 64 was the 12th most sold Mario game, with 11.91million copies sold.[68]Main article: Super Mario 64 DSAn enhanced remake, Super Mario 64 DS, was released for the Nintendo DS in 2004. As with the original, the plot centers on collecting Power Stars and rescuing Princess Peach from Bowser. In contrast with the
original, Yoshi is the starting character, with Mario, Luigi, and Wario as unlockable characters.[69] It features improved graphics, slightly altered courses, new areas, powerups, and enemies, more Power Stars to collect, touchscreen mini-games, and a multiplayer mode.[70] Reviews were mostly positive, with critics praising the graphics and add-ons
to the original game but criticizing the controls and multiplayer mode.[71][72] By September2021, 11.06million copies had been sold worldwide.[73]A version of Super Mario 64 was used as a tech demo for the Nintendo 64 Disk Drive (64DD) floppy drive at the 1996 Nintendo Space World trade show.[74] Like Wave Race 64, Super Mario 64 was re-
released in Japan on July 18, 1997 as Super Mario 64 Rumble Pak Version[a] which fixed various bugs, added support for the Rumble Pak peripheral, included the voice acting from the English version, among other changes.[75][76][771[78]In November2003, it was ported to China's iQue Player as a limited-release demo.[5][6] In late 2006, it was
released on the Wii Virtual Console service[79] which added enhanced resolution and compatibility with the GameCube and Super Famicom Classic controllers.[80] In September2020, Super Mario 64 was one of the three Super Mario games to be included in the Super Mario 3D All-Stars collection on Nintendo Switch.[81] This version was based on
the Rumble Pak iteration,[82] and updated the game's presentation to display at 720p resolution in both the Switch's docked and handheld configurations, in addition to using upscaled user interface assets and textures. It also features a new control scheme that accommodates the wider button array of the Nintendo Switch Joy-Con and Pro Controller,
and was later patched to add compatibility for the Nintendo 64 controller used with the Nintendo Classics service.[83] It made another Nintendo Switch appearance in October2021 as part of the Nintendo 64 lineup for the Nintendo Classics service.[84]ReceptionAggregate scoresAggregatorScoreGameRankings96%[85]Metacritic94/100[86]Review
scoresPublicationScoreAllGame5/5[87]Computer and Video Games5/5[88]Electronic Gaming Monthly38/40[89]EP Daily10/10[90]Famitsu39/40[91]Game Informer9.75/10 (1996),[92] 9/10 (2007)[93]GameFan400/400[94]GamePro5/5[95]GameRevolutionB+[96]GameSpot9.4/10 (N64),[97] 8/10 (Wii)[80]Hyper95%[98]IGN9.8/10[29]N64 Magazine96%
[99]Next Generation5/5[100]Nintendo Life10/10[101]Official Nintendo Magazine95%[102]Total!100/100[103]Digitiser96%][1041Maximumb5/5[105]Super Mario 64 received enthusiastic pre-release reception. GamePro commented on the 1995 prototype's smoothness, and how the action "was a blast", despite the game being only fifty percent complete
at the time.[54] Ed Semrad of Electronic Gaming Monthly agreed, praising the new 3D animation of Mario characters shown in only 2D before.[55] Larry Marcus, a source analyst for Alex. Brown & Sons, recalls Super Mario 64 being the most anticipated game of E31996, remembering a field of teenagers "jostling for a test run".[106]Super Mario 64
received critical acclaim, with a score of 94 out of 100 from review aggregator website Metacritic based on thirteen reviews,[86] and a score of 96% from review aggregator GameRankings, which ranked it the eighteenth best video game of all time based on twenty-two reviews.[85]The design, variety of controls and use of 3D gameplay received
praise from video game publications.[90][99][107] Maximum found its strongest points were the sense of freedom and its replayability, comparing it to Super Mario World and citing its similar gimmick of allowing access to new areas upon finding switches.[105] One of GameFan's four reviewers, E. Storm, cited the water levels as "overjoy[ing]" and
showed how Super Mario 64 delved into an "entirely new realm of gaming".[94] Official Nintendo Magazine called it "beautiful in both looks and design".[102] Doug Perry of IGN agreed that it transitioned the series to 3D perfectly.[29] Electronic Gaming Monthly discussed the levels in their initial review, praising them for their size and challenge,
[89] and later ranked it the fourth best console game of all time, arguing that it had breached the entire genre of 3D gaming while working virtually flawlessly.[108]Computer and Video Games editor Paul Davies praised the 3D environment, and said that it enhanced the interaction, and described the control scheme as intuitive and versatile.[88]
Total! hailed the gameplay as being so imaginative and having such variety that their reviewers were still "hooked" after one month.[103] Writing for AllGame, Jonti Davies commented on the diversity of the gameplay and the abundance of activities found in each course.[87] Nintendo Life's Corbie Dillard agreed, calling the variety the game's
"greatest genius".[101] Writing for GameRevolution, Nebojsa Radakovic described Super Mario 64 as one of the few "true" 3D platform games.[107] N64 Magazine likened it to an enormous playground which was a pleasure to experiment in, but opined that the exploration element was slightly brought down by how many hints and tips there were.
[99] Victor Lucas of EP Daily agreed, praising the freedom, but suggesting players "skip all the sign posts".[90]Super Mario 64 also received praise for its graphics. GameSpot praised the graphics for being "clean yet simple" and not detracting from the details of the game world.[97] GamePro particularly praised the combination of unprecedented
technical performance and art design, calling it "the most visually impressive game of all time".[95] Paul Davies described the graphics as "so amazing to see, you find yourself stopping to admire [them]".[88] Jonti Davies called the visuals phenomenal, and the frame rate respectable.[87] Doug Perry found the graphics simple but magnificent,[29] a
sentiment shared by Next Generation.[100] Hyper reviewer Nino Alegeropoulos called it the best-looking console game to date and opined that its high resolution and frame rate for the time made it look "infinitely better than a cartoon".[98] Total! said that the graphics' lack of pixellation and jagged edges made it look like they were from a "top of the
range graphics workstation".[109]The camera system received mixed reviews. Next Generation found that Super Mario 64 was less accessible than previous Mario games, frustrated by the camera's occasional erratic movements and lack of optimal angle.[100] Nebojsa Radakovic and Doug Perry added that the camera was sometimes blocked by or
went through objects.[29][107] Electronic Gaming Monthly's Dan Hsu, Shawn Smith, and Crispin Boyer all removed half a point from their scores, claiming that the camera sometimes could not move to a wanted angle or rapidly shifted in an undesirable manner,[89] a criticism that returned in Electronic Gaming Monthly's 100 Best Games of All Time
list.[108] Game Informer stated in their 2007 re-review by present-day standards the camera "would almost be considered broken".[93] Nintendo Power also noted the learning curve of the shifting camera.[110] In contrast, Corbie Dillard claimed that the camera did not have any problems, and that it succeeded at helping the player traverse complex
environments.[101] This sentiment was shared by Total!, claiming that there were very few occasions where the camera was at a suboptimal angle.[111] Paul Davies acknowledged that he was critical of the camera, saying that in some occasions it was difficult to position ideally, but ultimately dismissed it as "one hiccup" of a "revolutionary" game.
[88]Super Mario 64 won numerous awards, including various "Game of the Year" honors by members of the gaming media, and in Nintendo's own best-selling Player's Choice selection. It has been placed high on "the greatest games of all time" lists by many reviewers, including IGN,[37][112][113] Game Informer,[114] Edge,[115] Official Nintendo
Magazine,[116] Electronic Gaming Monthly,[108] and Nintendo Power.[117] Electronic Gaming Monthly awarded it a Gold award in its initial review,[118] and it won Electronic Gaming Monthly's Game of the Year for both editors' pick and readers' pick, and Nintendo 64 Game of the Year, Adventure Game of the Year, and Best Graphics.[119] At the
1997 Computer Game Developers Conference, it was given Spotlight Awards for Best Use of Innovative Technology, Best Console Game, and Best Game of 1996.[120] Maximum gave it a "Maximum Game of the Month Award" before its international release, ranking it the greatest game the magazine had ever reviewed.[105] Digitiser ranked it the
best game of 1997, above Final Fantasy VII as runner-up.[104]List of awardsDateAward publicationCategoryResultRef.1996MaximumGame of the Month (June)Won[105]Electronic Gaming MonthlyGame of the Month (September)Won[89]Gold AwardWon[118]Nintendo 64 Game of the YearWon[119]Adventure Game of the YearWonBest
GraphicsWonGame of the YearWonGame InformerWon[114]Spotlight AwardsWon[120]Best Use of Innovative TechnologyWonBest Console GameWon1997DigitiserGame of the YearWon[104]Computer and Video GamesWon[121]Golden Joystick AwardsWonBest Looking GameWonOfficial Nintendo MagazineBest Nintendo 64 GameWon1998ECCSELL
AwardsGold AwardWon[65][...] if the gaming press was to be believed, Super Mario 64 was going to be the greatest game ever released anywhere, and it might also cure cancer and feed the world's starving children.The rule that a console must have a broad spectrum of launch titles to appeal to the North American audience was generally true, but
Nintendo found the exception: a single amazing title, with well-implemented 3D gameplay that most console players had never experienced, could bear the weight of the entire system on its shoulders.Lee Hutchinson of Ars Technica in 2013[122]Super Mario 64 was key to the early success of and anticipation for the Nintendo 64.[93][108][123] Lee
Hutchinson, a former Babbage's employee, notes how the game was spurred by a feverish video game press, and how the success of the game defied the rule that a wide variety of launch games was necessary for broad appeal.[122] Eventually, the Nintendo 64 lost much of its market share to Sony's PlayStation, partly due to its cartridge and
controller design decisions, which were reportedly implemented by Miyamoto for Super Mario 64.[124]In 2012, Super Mario 64 was among the 80 entries in the Smithsonian American Art Museum's The Art of Video Games exhibit.[125]Super Mario 64 set many precedents for 3D platformers as one of the most influential video games.[108][124][126]
[127] The game is known for its nonlinear, open freedom, which has been acclaimed by video game developers and journalists. 1Up.com wrote about its central hub world, which provides a safe tutorial and a level selector, and is now a staple of the 3D platformer genre.[124] As the genre evolved, many of the series's conventions were rethought
drastically, placing emphasis on exploration over traditional platform jumping, or "hop and bop" action. Though some disputed its quality, others argued that it established an entirely new genre for the series.[128] Its mission-based level design inspired game designers such as GoldenEye 007 (1997) producer and director Martin Hollis and the
development team of Tony Hawk's Pro Skater.[129][130] Dan Houser, a prominent figure in the development of the Grand Theft Auto series, stated, "Anyone who makes 3D games who says they've not borrowed something from Mario or Zelda [of the Nintendo 64] is lying".[131] Tom Hall, co-founder of id Software, said the game "defined the 3D
platformer as a genre", and that "the industry hadn't really figured out 3D platforming yet, and here it was, a masterwork that set the standard".[132] Square Enix has stated that a coincidental meeting with Disney employees resulted in the creation of the Kingdom Hearts series, inspired by Super Mario 64's use of 3D environments and exploration.
[133] Michael John, designer and producer on Spyro the Dragon, cited Super Mario 64's controls and environmental design as influences on the game.[132] Chris Sutherland, who served as the lead designer for Banjo-Kazooie, agreed that Super Mario 64 set the benchmark for 3D platformers and claimed that any other game in the genre on the
Nintendo 64 would inevitably be compared with Super Mario 64.[58] Assassin's Creed IV: Black Flag director Ashraf Ismail based the game's open world design on Super Mario 64's use of a hub world with pockets of maps full of content.[134]Super Mario 64 introduced a free-floating camera that can be controlled independently of the character.[126]
To increase freedom of exploration and fluid control in a 3D world, Super Mario 64 designers created a dynamic virtual video camera that turns and accelerates according to the character's actions.[135] This camera system became the standard for 3D platformers. Nintendo Power praised the game's camera movements along with The Legend of
Zelda: Ocarina of Time's addition of the lock-on camera and concluded that the two games were trailblazers for the 3D era.[136] PC Magazine's K. Thor Jensen considers Super Mario 64 to be the first truly realized 3D platformer with the integration of camera control into its core gameplay, which he called the medium's true evolutionary leap.
[137]Super Mario 64's use of the analog stick was novel, offering more precise and wide-ranging character movements than the digital D-pads of other consoles. At the time, 3D games generally only allowed the player to either control the character in relation to a fixed camera angle or in relation to the character's perspective. Super Mario 64's
controls, in contrast, are fully analog and interpret a 360-degree range of motion into navigation through a 3D space relative to the camera. The analog stick allows for precise control over subtleties such as running speed.[138] In 2005, Electronic Gaming Monthly ranked Super Mario 64 the most important game since they began publication in 1989,
stating that, while there were 3D games before it, "Nintendo's was the first to get the control scheme right".[139]In July2021, a pristine, sealed copy of Super Mario 64 was auctioned for $1,560,000, the largest amount ever paid for a video game.[140][141] Heritage Auctions's video games specialist said, "It seems impossible to overstate the
importance of this title, not only to the history of Mario and Nintendo but to video games as a whole".[142]A sequel was planned for the disk drive add-on, under the codename Super Mario 128.[143] In July1996, Nintendo insiders stated that Miyamoto was assembling a team consisting mostly of developers who had worked on Super Mario 64.[144]
Miyamoto affirmed that work on the sequel had only commenced at the time of the E31997 convention.[145] The project was canceled due to its lack of progress and the commercial failure of the Nintendo 64 Disk Drive.[146][147]Super Mario 64 successors include Super Mario Sunshine for the GameCube and Super Mario Galaxy for the Wii, building
on its core design of power-ups and its 3D, open-ended gameplay.[148][149] Super Mario Galaxy 2 includes a remake of Super Mario 64's Whomp's Fortress level called Throwback Galaxy.[150] Super Mario 3D Land and Super Mario 3D World are departures from the open-ended design, instead focused on platforming reminiscent of 2D games.
[151]The Nintendo Switch game Super Mario Odyssey returns to Super Mario 64's open design;[152] it includes numerous references to the latter. The 'Mario 64 Suit' and 'Mario 64 Cap', which change Mario's appearance to his in Super Mario 64, can be purchased after completing the main storyline. Additionally, Mario can travel to the Mushroom
Kingdom, which includes Princess Peach's Castle and its courtyard. The Kingdom's Power Moons resemble Super Mario 64's Power Stars.[153]1[154]"BL]J" redirects here. For the airport, see Mostpha Ben Boulaid Airport.Rumors spread rapidly after the game's release. The most popular was a pervasive rumor that Luigi existed as an unlockable
character. In 1996, IGN offered a prize of $100 if a player could find Luigi,[155] to no avail.[156] Fueling the rumor was a very blurry message on a statue in the courtyard of Princess Peach's Castle, thought to say "L is real 2401".[157] This was disproved in 1998, when a fan received a letter from Nintendo that the programmers included the text as
a joke and it was not supposed to say anything.[157] In July2020, 24 years and 1 month after the initial release of Super Mario 64, unused assets for Luigi from the scrapped multiplayer mode were discovered in the game's development files, in an event known as the Nintendo Gigaleak.[158]Satirical conspiracy theories about the game became
popular in the early 2020s. These theories were grouped into an Internet meme of an iceberg known as the "Super Mario 64 iceberg", with less likely theories representing places being placed closer to the bottom of the "ocean".[159] One popular theory was the "Wario Apparition", based on an E31996 presentation with Charles Martinet voicing a
disembodied Wario head. Some fans believed that the Wario head remained in some copies of the game. Conspiracy theorists have also spread the rumor that "every copy of Super Mario 64 is personalized", claiming that certain bizarre phenomena existed in only certain copies of the game.[159][160][161]In the years since the game's release, players
have used glitches to reach previously unreachable parts of the game, including, in 2014, a coin not possible to be collected in ordinary play.[162] Speedrun techniques include the Lakitu skip, a glitch that disables a dialog box explaining camera movement; the Bob-omb clip, which uses a glitch in a Bob-omb's explosion animation to clip through walls;
and the backwards long jump glitch, which involves the player performing a repetitive move, the "backwards long jump" (BL]), allowing Mario to reach very high speed values and has numerous applications in speedrunning;[163] the latter was patched in the Rumble Pak re-release in 1997 as well as the Super Mario 3D All-Stars re-release (with the
3D All-Stars version being based on the Rumble Pak version's codebase).[164] In 2013, YouTuber Vinesauce posted a compilation of various corruptions of the game, replicated with a program named naughty.[165][166] Another YouTuber, Pannenkoek2012, creates highly technical and analytical videos of Super Mario 64 glitches and mechanics,
which have been covered many times by the video game press.[167][168][169] The game has also inspired challenges that attempt to beat it with certain restrictions, such as not being able to press the A button, requiring deep understanding about the game's mechanics and bugs.[170][171] In May 2024, a player named Marbler managed to beat the
entire game without pressing the A button.[172]Super Mario 64 has led to the creation of fan-made remakes, modifications and ROM hacks:Super Mario 64: Chaos Edition, a PC-emulated version of the original that loads codes which cause bizarre behavior. The game received coverage after streaming ensemble Vinesauce posted a playthrough of the
game.[173][174]Super Mario Run 64, converting the game into a 2.5D running game in the spirit of Super Mario Run[175]Super Mario 64 Online, enabling online multiplayer.[176][177][178] It was taken down after a copyright strike by Nintendo. It was later reuploaded and renamed to Net64.[179]Super Mario 64 Maker, a Super Mario Maker-like
level editor[180]Super Mario 64 Odyssey, featuring levels based on Super Mario Odyssey and adding its mechanic of possessing enemies by throwing Mario's hat[181]Super Mario 64: Last Impact, an original game that incorporates elements from other Mario games, such as the Fire Flower from Super Mario Bros., the F.L.U.D.D. cannon from Super
Mario Sunshine, and the Bee Mushroom from Super Mario Galaxy[182][183][184]Super Mario 64: Ocarina of Time, in which the world of The Legend of Zelda: Ocarina of Time is recreated in Super Mario 64, with new gameplay elements, puzzles, and a story[185][186][187]0pen World Mario 64, a battle royalestyle mod set on a huge map made up of
all Super Mario 64 levels, in the style of Fortnite Battle Royale and PlayerUnknown's Battlegrounds[188]First Person Mario 64, a modification that fixes the camera configuration on first-person, often making the game much more challenging due to how the game demands acrobatic movements, and how the game does not render objects when they're
too close to the camera.[189][190]Super Mario 64 FPS, a first-person shooter remake of the original, speedran by YouTubers Falsepog and Alpharad[191]Super Mario 64 HD, a high-definition remake of the first level of Super Mario 64, Bob-Omb Battlefield, using the Unity game engine. The project was taken down following a copyright claim by
Nintendo.[192]B3313, a ROM hack based on beta content and urban legends surrounding Super Mario 64. Mario and Luigi are placed in a version of Peach's Castle with bizarre and surreal architecture, branching out into a complicated and nonsensical plexus.[193]In 2019, fans decompiled the original ROM image into C source code,[194] allowing
Super Mario 64 to be natively ported to any system. The next year, fans released a Windows port with support for widescreen displays and 4K resolution.[195] The port would allow for more graphical mods and forks, such as Render96, which implemented the original high-resolution source textures and created new character models and
environments resembling those seen in the game's CG renders,[196] and Super Mario 64 Plus, a fork of the Windows port featuring a new permanent death option, bug fixes, and an improved camera system.[197] Fans have also created ports for several different platforms, including the Nintendo 3DS,[198] PlayStation 2, PlayStation Vita, Dreamcast,
and Android.[199] Nintendo has enlisted a law firm to remove videos of the port and its listings from various websites, taking them down via copyright claims.[200]In 2013, a study was conducted to see the plasticity effects on the human brain after playing Super Mario 64chosen for its navigation element and the ability to play in a three-dimensional
environmentfor at least thirty minutes every day for two months. The study concluded that doing the previously mentioned activity caused the gray matter (a major part of the central nervous system) to increase in the right hippocampal formation and the right dorsolateral prefrontal cortexbrain areas thought to contribute to spatial navigation,
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IMDbPortals: Video games 1990sRetrieved from " 2Video game peripheral64DDA Nintendo 64 with the 64DD installedAlso known asNUS-010DeveloperNintendo, Alps ElectricManufacturerAlps ElectricTypeVideo game console peripheralGenerationFifthRelease dateJP: December11,1999(1999-12-11)Discontinued]P: February28,2001(2001-02-
28)Units so0ld15,000+[1]Storage36MB ROM[a]Removable storage64MB magnetic disksConnectivity28.8 kbps dial-up modem[3]Online servicesRandnetPredecessorSatellaviewThe 64DDI[b] is a peripheral developed by Nintendo to expand the capabilities of the Nintendo 64 with rewritable magnetic disks and online connectivity. Announced in 1995
before the Nintendo 64's 1996 launch, it faced multiple delays before its release in Japan on December 11, 1999. The "64" references both the Nintendo 64 console and the 64MB storage capacity of the disks,[4] while "DD" stands for "disk drive" or "dynamic drive".[2] Despite its innovative features, it struggled to gain traction and was discontinued
after a short-lived run in Japan.Plugging into the extension port on the console's underside, the 64DD enabled expanded, rewritable data storage via proprietary 64MB magnetic disks. It introduced a real-time clock for persistent game world elements and included a standardized font and audio library to optimize storage efficiency. Its games and
hardware accessories allowed users to create movies, characters, and animations for use across various titles and shared online. The system could connect to the Internet via a dedicated online service, Randnet, which supported e-commerce,[5] online gaming, and media sharing.[6] Described as "the first writable bulk data storage device for a
modern video game console",[7] Nintendo envisioned the 64DD as an enabling technology for pioneering new game genres and applications, though many of these remained in development for years and never saw full realization.[8]By the time the 64DD was discontinued in February 2001, only ten software disks had been released, and Randnet had
just 15,000 subscribers.[1] A commercial failure, the peripheral was never released outside Japan.[9] Many games originally planned for the 64DD were instead released as standard Nintendo 64 titles, ported to the more-powerful GameCube, or canceled altogether.IGN lamented the device as "broken promises" and "vaporware", but described what
was launched as "an appealing creativity package"[6] for a niche audience,[2] delivering both a "well-designed, user-driven experience" and a "limited online experiment." While the 64DD partially fulfilled Nintendo president Hiroshi Yamauchi's "longtime dream of a network that connects Nintendo consoles all across the nation",[2] it ultimately
remained an experimental footnote in gaming history.With the 1993 announcement of its new Project Reality console, Nintendo explored options for data storage. A Nintendo spokesperson said in 1993 that "it could be a cartridge system, a CD system, or both, or something not ever used before."[10] In 1994, Howard Lincoln, chairman of Nintendo of
America said, "Right now, cartridges offer faster access time and more speed of movement and characters than CDs. So, we'll introduce our new hardware with cartridges. But eventually, these problems with CDs will be overcome. When that happens, you'll see Nintendo using CD as the software storage medium for our 64-bit system."[11]In
consideration of the 64DD's actual launch price equivalent of about US$90, Nintendo software engineering manager Jim Merrick warned, "We're very sensitive to the cost of the console. We could get an eight-speed CD-ROM mechanism in the unit, but in the under-$200 console market, it would be hard to pull that off."[12] Describing the final choice
of proprietary floppy disks instead of CD-ROM, Nintendo game designer Shigesato Itoi explained, "CD holds a lot of data, DD holds a moderate amount of data and backs the data up, and [cartridge] ROMs hold the least data and process the fastest. By attaching a DD to the game console, we can drastically increase the number of possible genres."
[8]Further information on the Nintendo 64's alternate storage strategies and the optimizations involved with cartridges: Nintendo 64 Game PakThe company also explored the forging of an early online strategy with Netscape, whose founding management had recently come directly from SGI, the company which had designed the core Nintendo 64
hardware.[13][14] Within its budding online strategy, Nintendo reportedly considered multiplayer online gaming to be of the highest priority, even above that of web browsing. Several third party game developers were developing prominent online gaming features based on 64DD, including Ocean's Mission: Impossible deathmatches[14] and Seta's
competitive four-player Ultimate War[15][16][17] and online racing game.[18] Nintendo would ultimately retain the core impetus of these ideas, but would drastically alter both plans over the following years, in favor of a floppy-based storage technology and the Randnet online software and service partneralthough with no online multiplayer gaming
support whatsoever.It would have been easier to understand if the DD was already included when the N64 first came out. It's getting harder to explain after the fact. (laughs)Shigeru Miyamoto[8]Nintendo President Hiroshi Yamauchi announced the dual-storage strategy of the "bulky drive" at Nintendo's Shoshinkai 1995 trade show. He intended the
product to be revealed at Shoshinkai 1996 and launched sometime in 1997,[19][20] although giving virtually no technical specifications.[21] Computer and Video Games reported unconfirmed specifications, far above what would be actually launched: 4" disk caddy, 150MB floppy disks, 2.44Mbit/s speed, 13 ms access, 2-4MB RAM upgrade, and
costing about 20,000 (US$200).[22]The 64DD was fully revealed at Nintendo's Shoshinkai 1996 show of November 2224, 1996,[19] where IGN reported that it[2][7] was one of the biggest items of the show.[23] There, Nintendo of America Chairman Howard Lincoln stated that the hardware specifications had been finalized and had its own show
booth. Nintendo's Director of Corporate Communications, Perrin Kaplan, made the company's first official launch window announcement for the peripheral, scheduled for late 1997 in Japan.[24][25][26][27] Core Magazine said, "Nintendo representatives insisted the system would be aggressively supported by third parties and Nintendo's internal
development teams" with sequels for Super Mario 64 and Zelda 64, and 64DD originals Cabbage and Emperor of the Jungle. Nintendo's list of 64DD developers included Konami, Capcom, Enix, and Rare.[19] Rare officially discounted any rumors of the peripheral's impending pre-release cancellation.[28]Reportedly, several developers attended the
show to learn 64DD development, some having traveled from the US for the 64DD presentation and some having received 64DD development kits.[14] A 64DD prototype was in a glass case, not visibly operational, but with a makeshift demonstration of Zelda 64 which was said to be running from disk.[19] An improvised disk conversion of the familiar
Super Mario 64 game demonstrated the drive's operation and performance, and a graphics application mapping the audience's photographical portraits onto live 3D animated avatarsa feature which was ultimately incorporated and released in 2000 as Mario Artist: Talent Studio and the Capture Cassette.[24][29]The event featured Creator, a music
and animation game by Software Creations,[30] the same UK company that had made Sound Tool for the Nintendo Ultra 64 development kit. They touted the game's ability to be integrated into other games, allowing a player to replace any such game's textures and possibly create new levels and characters. There was no playable version of Creator
available there, but the project was later absorbed into Mario Artist: Paint Studio.[30][31] Nintendo announced 64DD would be bundled with a RAM expansion cartridge.[32]Much of the gaming press said the 64DD reveal at Shoshinkai 1996 was not as significant as Nintendo had promised, leaving the public still unaware of the system's software
lineup, practical capabilities, and release date.[33][34][35] Zelda 64 (eventually released as the cartridge game The Legend of Zelda: Ocarina of Time) was seen as the 64DD's potential killer app in the months following the system's unveiling.[36]On April 34, 1997, Nintendo of America hosted a Developer's Conference in Seattle, Washington, where a
surprise overview was delivered by Nintendo Developer Support staff Mark Del.oura about the 64DD.[7]The 64DD is notable in part for two years of many launch delays, which created an interdependent cascade of delays and complications of many other business processes and product launches for Nintendo and its partners,[2][6]1[37]1[38] and the
cancellation of Space World 1998 due to lack of completed 64DD software. IGN reported in June 1999 that many called it "the most elusive piece of vaporware to date".[39]On May 30, 1997, Nintendo issued a press conference announcing the first 64DD launch delay, rescheduled to March 1998 with no comment on an American release schedule. This
was reportedly attributed to the protracted development of both the disks and the drive technologies.[26][40] On June 9, 1997, Nintendo and Alps Electric announced their manufacturing partnership for the still tentatively titled[7] 64DD.[41]We're hesitant to say [the status of the 64DD software lineup, but] if software doesn't come out consistently
after we sell the 64DD, we'll be stuck.Don't worry. Feel easy about the 64DD.Miyamoto, July 29, 1997[42]0n June 18, 1997, at the E3 pre-show press conference, the company lacked even a prototype unit to display, while Howard Lincoln stated that the company wouldn't release the device until sufficient numbers of software releases support it.
Reportedly featuring at least twenty games in development including Donkey Kong 64 and the sequel to Super Mario 64, the device retained its projected Japanese launch window of "at least" March 1998, and received its first American launch window of early 1998.[43] Also at the show, Nintendo confirmed that the 64DD would have Internet
capability,[44] and Nintendo's main game designer, Shigeru Miyamoto, speculated that its launch games could be SimCity 64, Mario Artist, Pocket Monsters, and Mother 3.[45][46]At Space World from November 2124, 1997, the 64DD was shown prominently but its delay was extended from March 1998 to June 1998,[47] with no mention of an
international launch. Next Generation magazine observed the attendees and the demonstrations, finding no appeal to the US market from any current 64DD software, which was mainly Mario Artist and Pocket Monsters. The magazine said "64DD's future does not look good. And whether or not it was ever a serious mainstream contender is now open
for debate", and wondered if 64DD would become "just an interesting footnote to the Nintendo 64 story". The magazine, and Argonaut Software founder Jez San, found Nintendo's third-party relations, and the third-parties' products, to be poor with no sign of improving; San said "Rumors have been circulating for a while that recently within Nintendo
the main priority has been [...] taking development staff off other games and projects [at the expense of Nintendo 64 and 64DD] to make sure that Pocket Monsters was done on time."[48] Nintendo's presentation focused mainly on first party Nintendo 64 cartridges and the top selling game of 1997, Pocket Monsters for Game Boy. Zelda 64 had always
been a killer app for the 64DD, but was now announced as lost to cartridge (Nintendo's largest ever, at 256 megabits or 32 megabytes) because Nintendo said the 64DD userbase probably couldn't support a blockbuster even if launched in June 1998[47]1[48][49][50] and because 64DD floppy disk speed cannot continuously stream 500 motion-captured
character animations throughout gameplay as only a cartridge can.[51]George Harrison, vice president of Nintendo of America, described the logistics of the 64DD launch delays:[47]Certainly [64DD] hasn't been sidelined, it's still in the starting gate.[48] [Nintendo can't guarantee that the 64DD will launch in the US in 1998], but what we can say is
that it will launch when it is ready and when we have a compelling piece of software for it. But it's an accessory and we all know the history of selling add-ons in this marketplace, and to be successful we'd have to get a 60%-t0-80% penetration of this 64DD into the installed base of N64 to be considered a success. We can't just have 10% or 20% of
people buy it, otherwise it wouldn't make any sense to continue software support for it.[47]In a December 1997 interview with Shigeru Miyamoto and Shigesato Itoi, Miyamoto confessed the difficulty of repeatedly attempting to describe and justify the long-promised potential of the mysterious peripheral to a curious public. He said that it "would have
been easier to understand if the DD was already included when the N64 first came out. It's getting harder to explain after the fact. (laughs)" To illustrate the fundamental significance of the 64DD to all game development at Nintendo, Itoi said, "I came up with a lot of ideas because of the 64DD. All things start with the 64DD. There are so many ideas I
wouldn't have been allowed to come up with if we didn't have the 64DD." Miyamoto concluded, "Almost every new project for the N64 is based on the 64DD.... we'll make the game on a cartridge first, then add the technology we've cultivated to finish it up as a full-out 64DD game."[8] By 1998, IGN optimistically expected all major Nintendo 64
cartridge games to have software support for an impending expansion disk. Known third-party 64DD developers included Konami, Culture Brain, Seta, Japan System Supply, Titus, Infogrames, Rare, Paradigm Entertainment, Ocean, and Factor 5.[14][52]Despite NCL's confident announcements, we still suggest gamers looking to import the drive
shouldn't hold their breath. Nintendo's 64DD delay track record still has a few openings for more entries.IGN, April 8, 1999[38]More delays were subsequently announced. The American launch was delayed to late 1998.[25] The Japanese launch was delayed to June 1998, later adjusted by the apologetic announcement on April 3, 1998, that it would
launch "within the year".[53] The 64DD was conspicuously absent from E3 1998, having been briefly described the prior day as "definitely not" launching in 1998 and "questionable" in 1999, which Next Generation magazine interpreted as being "as close to 'dead' as we can imagine".[54] IGN pessimistically explained that the peripheral's launch
delays were so significant, and Nintendo's software library was so dependent upon the 64DD, that this lack of launchable software also caused Nintendo to entirely cancel Space World for 1998.[38]0n April 8, 1999, IGN announced Nintendo's latest delayed launch date of 64DD and the nearly complete Mario Artist, as June 1999.[38] Demonstrated at
the May 1999 E3 as what IGN called an "almost forgotten visitor", there was no longer a plan for release outside Japan, and its launch in Japan was still withheld by the lack of completed launch games.[55] In June 1999, IGN reported that month's completion of Randnet and the modem, as having "breathed new life into what many have called the
most elusive piece of vaporware to date". IGN said Nintendo "is surprisingly confident about the 64DD and is predicting to sell the full initial shipment of 500,000 before year's end".[39]As of Space World 1999 in August, Nintendo had set Randnet's launch date at December 1, 1999, but reportedly had not yet set a launch date for the 64DD. The 64DD
pre-order program had been recently announced for mid-September, and was now delayed to November or December.[56] Earthbound 64, which IGN cynically called "in development for nearly 1,000 years",[57] had been heavily anticipated inside the company and globally as a crucial 64DD launch game, but the sudden announcement of its release
being retargeted from disk to 32 megabyte cartridge plus expansion disk was interpreted by IGN as unsurprising and as a sign of possible further delay or cancellation of the 64DD.[58][57] Nintendo's 64DD booth demonstrated eight launch games, including DT Bloodmasters, which used the 64 GB Cable to connect a Game Boy Color to the 64DD.[56]
[59]1[60] Nintendo listed many more 64DD games in development.[60] Randnet had recently been announced and was being tested in Japan.[56]The 64DD was launched on December 13, 1999, exclusively in Japan,[61] as a package called the Randnet Starter Kit including six games bimonthly through the mail, and one year of Internet service. Core
Magazine and IGN reported Nintendo's stated initial retail shipment of 500,000 units.[39]Anticipating that its long-planned peripheral would become a commercial failure, Nintendo initially sold the Randnet Starter Kit via mail order.[6] Later, very limited quantities of the individual 64DD and games were released to stores.On August 25, 2000, Space
World was signified by the launches of the GameCube and Game Boy Advance, and by what IGN considered to be the unofficial discontinuation of the 64DD, jokingly calling it "DeaDD". According to IGN, "Nintendo did not speak about 64DD during its opening speech, nor did the hardware itself have any booth presence. In fact, the unofficial 'No
64DD!" policy seemed to be enforced by Nintendo so brutally that had we even muttered the name of the hardware, we would have probably been tossed out of the show."[62]In October 2000, Nintendo announced the impending discontinuation of the 64DD and Randnet, with 15,000 active subscribers.[1] They were discontinued in February 2001.
Only ten 64DD disks were ever released, including three third-party games and one Internet application suite. Most planned 64DD games were either released on increasingly larger Nintendo 64 Game Pak, ported to other consoles like the PlayStation or GameCube, or canceled entirely.[2]The 64DD, unattached64DD disk, top64DD disk,
bottomNintendo designed the 64DD as an enabling technology to support the development of new game genres,[8] achieved primarily through three features: a dual storage strategy using both cartridges and disks, an integrated real-time clock (RTC), and Internet connectivity via the Randnet service.[63]The 64DD's dual storage approach
complemented the Nintendo 64's fast but expensive cartridges with less-expensive rewritable magnetic disks that offered higher capacity and lower cost, though with slower performance. The proprietary 64DD disks, resembling durable Zip disk-style floppy disks, provide 64MB of storage with a peak transfer rate of 1MB/s and an average seek time of
75ms.[2][64] Unlike the CD media used by the competing PlayStation and Sega Saturn, the 64DD format was both writable and offered better protection against unauthorized copying. While CD-ROMs of the era could store over 650MB they only had a 300kB/s read speed and high latency, contributing to stuttering and to very long loading times.[7]
[65][66]The 64DD was designed in part to expand the storage capabilities of the Nintendo 64. During its development, Nintendo planned for The Legend of Zelda: Ocarina of Time to use the 64DD exclusively, but ultimately released it on cartridge to take advantage of faster performance while reserving optional expansions for the disk.[67]Similar in
concept to the Famicom Disk System's relation to early Famicom cartridges,[68] the 64DD was conceived at a time when 4MB cartridges were standard. While cartridge sizes increased to 8MB with Super Mario 64 and later to 32MB and 64MB, only three games were ever released on 64MB cartridges. In contrast, the 64DD disks allowed up to 38MB
of writable space,[2][69] enabling support for new game genres and features such as user-generated content and episodic expansions.[70]The 64DD's RTC enabled persistent world mechanics by keeping track of time even when the system was powered off. For example, Shigeru Miyamoto cited the RTC as a key reason for developing the cancelled
pet simulation game Cabbage for the 64DD: "We're doing it on the 64DD because I wanted to make a clock function, such that even if the power is cut, [you] can still raise the creature."[52][71][72]The 64DD also had a built-in font and audio library, saving space on disks, and a 32-bit coprocessor dedicated to disk operations. This offloaded data
handling from the Nintendo 64's main Reality Coprocessor and CPU. Like most disc-based consoles, the 64DD has a boot menu to operate without a cartridge. The requisite 4MB RAM Expansion Pak is bundled with the 64DD.All versions of the 64DD system were bundled with the 4MB Expansion Pak, which increased the Nintendo 64's RAM to 8MB.A
Randnet Starter Kit was also offered, which included the 64DD drive, Expansion Pak, modem cartridge, Randnet Browser Disk, and a modular phone cable for connecting to the online Randnet service.Mario Artist: Paint Studio was bundled with a mouse, while Mario Artist: Talent Studio included an audio-video capture cartridge with composite RCA
inputs and a 3.5mm jack, used in conjunction with an included microphone.Recruit and Nintendo Co., Ltd. has [sic] established a joint venture "RandnetDD Co., Ltd." which provides a membership network service through Nintendo 64 and its newly released peripheral device, 64DD in Japan. The joint venture offers several network-based services:
web browsing; e-mail services; and publication of digital newspapers and magazines. Recruit web site, June 30, 1999[73]In April 1999, Nintendo ended its partnership with St.GIGA, which had provided the Satellaview online service for the Super Famicom in Japan from 1995 to 2000. Nintendo then partnered with the Japanese media company Recruit
to develop a new proprietary online platform for the 64DD called Randnet, a portmanteau of "Recruit and Nintendo network." The two companies established a joint venture named RandnetDD Co., Ltd., announced on June 30, 1999.[73][74]Randnet operated exclusively in Japan from December 13, 1999, until February 28, 2001.[6][75] It provided
Internet access through a members-only portal and allowed users to share content such as artwork. The subscription included a dial-up Internet account, 64DD hardware, and a schedule of game disk deliveries by mail. Multiplayer online gaming was initially considered more important than web browsing functionality.[18][14][16]The system
connected via a CPU-powered 28.8 kbps software modem, developed with Nexus Telocation Systems, Ltd. and Surf Communications.[76][39] Housed in a cartridge with a modular cable port, this modem was the only officially licensed Internet connectivity product for the Nintendo 64.[77][78] Although there had been discussions to integrate a modem
directly into the console, this did not come to fruition.The Randnet Starter Kit included the 64DD drive, the Nintendo 64 modem, and the Randnet Browser Disk. The browser provided access to a members-only page and several online features: an editing tool for creating custom avatars, message boards and email, communication with game
developers, Internet browsing optimized for TVs, and limited postcard creation through Mario Artist. Randnet also included e-commerce through GET Mall, which sold CDs, books, and 64DD software, as well as a digital magazine service, although only horse racing results were ultimately implemented.[79][5][80]Nintendo originally promoted several
features that were later canceled. These included downloadable NES games via an emulator,[81] online battle modes for titles such as Mah-jongg, DT Bloodmasters, Ultimate War, and Wall Street,[5][14][60]1[15] ghost data observation, beta test downloads, and music distribution.[18]Initial registration for Randnet was open from November 11, 1999,
to January 11, 2000, limited to 100,000 users. The service could only be accessed with both a Nintendo 64 and 64DD system, and the hardware was not sold at retail but made available by mail order through participating convenience stores and game retailers. Game disks were delivered monthly after the hardware was shipped.[82][83]Two plans
were offered: one for users who already owned a Nintendo 64 and another lease-to-own option that included a translucent black console. Monthly payment plans were priced at 2,500 (approximately US$23.50) for the base plan and 3,300 (US$31) for the lease-to-own option, with Randnet service costing 1,500 (US$14) per month afterward. Users also
paid dial-up access fees of up to 20 per minute.[82][84] Initially available only in Tokyo, the subscription model was eventually replaced with annual prepaid plans costing 30,000 (US$290) for purchase and 39,600 (US$380) for lease-to-own. The 64DD and later software titles eventually became available for direct retail purchase.[18]As part of the
subscription, games were delivered in stages: Doshin the Giant and Mario Artist: Paint Studio in December 1999, followed by Randnet Disk, SimCity 64, and Mario Artist: Talent Studio in February 2000, and F-Zero X Expansion Kit and Mario Artist: Polygon Studio in April 2000.[18]A total of ten disks were released for 64DD, which comprise nine
games and one dialup utility disk.TitleRelease dateMario Artist: Paint Studio ( )December 13, 1999Doshin the Giant (1, Kyojin no Doshin 1)Randnet Disk ()February 23, 2000Mario Artist: Talent Studio ( )SimCity 64 (64)F-Zero X Expansion Kit ( )April 21, 2000Japan Pro Golf Tour 64[85][861[871[79] (64, Nippon Puro Gorufu Tsua 64)May 2, 2000Doshin
the Giant:Tinkling Toddler Liberation Front! Assemble! (, Kyojin no Doshin Kaih Sensen Chibikko Chikko Daishg)May 17, 2000Mario Artist: Communication Kit ( )June 29, 2000Mario Artist: Polygon Studio ( )August 29, 2000More than 60 games were announced for the 64DD that ended up being released on Nintendo 64 cartridge format only, being
totally canceled due to the system's delays or commercial failure, or being ported to another console such as Nintendo GameCube, Sony PlayStation, Sega Dreamcast, Sony PlayStation 2, or Microsoft Xbox.7th Legion[88]Asylum[89]Automobili Lamborghini Add-On[90]Cabbage[52][71][91][92] (unreleased, influencing Nintendogs and
others)Communication Game (online game by the development team of PostPet, a famous Japanese email application)Creator (later integrated into the Mario Artist series)[30][31]DD Sequencer[18]Derby Stallion 64[93][52][94] (released on cartridge)[95][96]Desert Island: No Man's Island[97][98]Dezaemon 3D Expansion Kit[18][99][85]
[79]Diablo[100]Digital Horse Racing Newspaper[60]Digital Sports Newspaper[18] (canceled)Doubutsu Banchou[52] (Animal Leader, previewed on Game Pak[101][102][62] and released on GameCube as Cubivore: Survival of the Fittest)[103]Dbutsu no Mori (Animal Forest, released as a cartridge with an embedded RTC in Japan, and later as Animal
Crossing on GameCube)[103]Dragon Warrior VII[104] (ported and released on the Sony PlayStation instead)DT Bloodmasters[56][52]1[601[591[85]1[96]1[79]Emperor of the Jungle[19] (canceled)Far East of Eden: Oriental Blue[105] (canceled, becoming a GBA game of the same name)Fire Emblem 64[42][52] (canceled, with plot elements later used on
Fire Emblem: Fin no Tsurugi for GBA)Fushigi no Dungeon: Frai no Shiren 2[52][106] (released on cartridge)[106]Game Maker[60][107] (canceled)Gendai Dai-Senryaku: Ultimate War[15][18][60][85][108][17][16]1[79] (converted to cartridge in 2000[62][16] and canceled)Graphical Message Maker[60][107] (canceled)Ide Yosuke no Mahjong Juku[18]
[109][791[85] (released on cartridge)Mario Artist: Sound Maker[52][107][110][111]1[112][113]1[79] (split out from Paint Studio[85] and then canceled)Mario Party 2[114] (released on cartridge)Mario no Photopi (cartridge released without 64DD storage option)[115]Mission: Impossible (released on cartridge)[14][116]Morita Shogi 64[18][60][79]
(released on cartridge)Mother 3 (EarthBound 64)[52][117] (converted to cartridge with expansion disk in 1999, canceled in 2000,[58][118] then redeveloped and released as Mother 3 for GBA in Japan)Mother 3.5 (Mother 3 expansion)[119]Namco RPG[52]Ogre Battle Saga (released on cartridge)[52]Oriental Blue: Ao no Tengai (canceled and released
on GBA in 2003)[120]Pokmon Snap (released on cartridge)[52]Pocket Monsters Stadium (released on cartridge)Pokmon Stadium (released on cartridge)Pokmon Stadium 2 (released on cartridge)[79]Project Cairo[52][121]Resident Evil Zero (released on GameCube)[122]Rev Limit[18][85] (canceled)Seaman (released on Dreamcast)[123]SimCopter
64[52] (canceled)SnowSpeeder (released on cartridge)[98]Street Fighter III[124]Super Mario 64 2[8][431[52][117]Super Mario RPG 2[42][52][117] or Super Mario Adventure[18] (released on cartridge as Mario Story in Japan and Paper Mario in the rest of the world)Suul[98]Teo[52]Tonic Trouble expansion (canceled)[125][126]Toukon Road: Brave
Spirits Add-OnUnreal[18][127] (canceled)Wall Street[18][60][85][79]Ultra Donkey Kong (released on cartridge as Donkey Kong 64)[43][52][128][129]Ura Zelda[60][117][130] (canceled[131][132] but then released for GameCube as Master Quest)[131][133]Video Jockey Maker[60][107][18] (canceled)Zelda 64[67] (released on cartridge as The Legend
of Zelda: Ocarina of Time)Zelda Gaiden (released on cartridge as The Legend of Zelda: Majora's Mask)[134]Rating the overall system at 6.0 out of 10.0, IGN's Peer Schneider finds the industrial design language of the 64DD and its accessories to perfectly match and integrate with that of the Nintendo 64, with no user-accessible moving parts, a single
mechanical eject button, sharing the N64's power button, and child-friendly usability. Installation is said to be "quick and painless", operation is "even simpler", and the whole system "couldn't be easier to use". Software load times are described as "minimal", where the most complex possible point of the system's library reaches about five seconds.
The site says that the 64DD popularity was inherently limited, due in part to its limited release in Japan, a country which had a limited adoption of the Nintendo 64 and of dialup Internet connectivity.[2]Schneider found the combination of the Randnet's web browser and the mouse to provide a "passable surfing experience". He described the portal's
private content as "much too limited", where "[aJnyone who has used the Internet would snicker at the lack of up-to-date contents or tools offered on Randnet". He was disappointed in the companies' failure to have ever delivered certain promised online features, such as game beta testing and music distribution.[6] But it provides new users with a
"simple network [which] functions as first baby steps into the vast world of the Internet".[31]Schneider liked the overall product value provided by the Randnet Starter Kit, including hardware, games, accessories, and Internet subscription. However, the platform's abrupt discontinuation proved to limit the appeal to a per item basis rather than as a
whole. Because these items were sold only as a soon-discontinued bundle, all with such ultimately limited application, he found the disks' cheaper prices to be aggregated back up to the level of cartridges.[6]He found the Mario Artist series (especially the 64DD's "killer app", Talent Studio) to be uniquely compelling in creative ways that "couldn't be
done on any other gaming console on the market", utilizing the disks' writability and "[leaving] CD systems behind".[112] As a flagship 64DD game, IGN found Paint Studio's well-made art creation functionality to be both a low-cost paint program, and edutainment akin to an Adobe Photoshop for kids.[31][135] Knowing Nintendo's stated plans, he
supposed that if the platform hadn't been abruptly canceled, Nintendo would have utilized Paint Studio as a source of user-generated art content for a substantial library of customizable games.[31] IGN also called Wall Street a 64DD Kkiller app, though canceled.[85]Schneider acknowledges Nintendo's vision, attributing the system's downfall generally
upon the drastically changing marketplace during the several years of delays. He summarized the 64DD as "an appealing creativity package"[6] "targeted at a certain type of user"[2] "that delivered a well-designed user-driven experience"and a "limited online experiment at the same time", which partially fulfilled Nintendo president Hiroshi
Yamauchi's "longtime dream of a network that connects Nintendo consoles all across the nation".[2]Core Magazine honored the 64DD: "In Japanese culture, there is a concept known as mono no aware. While this term completely defies English translation, one of its connotations is that there is nobility in things that soon perish."[19]Nintendo reported
15,000 active Randnet subscribers as of the October 2000 announcement of the service's impending closure, implying the sale of at least as many requisite 64DD units.[1]All things start with the 64DD. ItoiDon't worry.Feel easy about the 64DD. MiyamotoNew genres of games were developed due to the advent of 64DD's rewritable mass storage, real-
time clock (RTC), and Internet appliance functionality.[8] However, the system's commercial failure required many 64DD games to be released on traditional Nintendo 64 cartridges alone, ported to other consoles, or canceled.[2]Some of these standalone Nintendo 64 cartridge releases include the equivalent of the 64DD's RTC chip directly on board
the cartridge, as with Japan's Animal Forest. The 4 MB RAM Expansion Pak became a sometimes mandatory staple of Nintendo 64 game development, being packaged along with a few cartridge games. All subsequent Nintendo consoles would directly include RTC functionality.The concept of the popular multiplatform Animal Crossing series
originated with the 64DD's rewritable storage and RTC. The eventual initial release of the series was adapted to utilize only the Nintendo 64 cartridge format with an embedded RTC, in the form of Japan's Animal Forest. That game was cosmetically adapted for GameCube (with the console's built-in RTC and its removable and rewritable memory
cards) with the new name of Animal Crossing. All games in the series are played in real time persistent game world, with the passage of time being recorded on writable media. The realtime effect reflects real seasons, real holidays, virtual plant growth, development of virtual relationships, and other events. Interactivity between real human players
on different subsequent console generations has been enabled through the swapping of various Nintendo consoles' writable mass storage cards or through online communications.[136]The legacy of what is now the Nintendogs series originated because of 64DD, in the form of a pet creature breeding prototype called Cabbage. Never released, it had
been codeveloped by Shigesato Itoi (designer of EarthBound), Tsunekazu Ishihara (designer of Pokmon), and Shigeru Miyamoto.[8] Its publicized four-year development was fundamentally enabled by the real-time clock and mass writability, where Miyamoto explained, "We're doing it on the 64DD because I wanted to make a clock function, such that
even if the power is cut, [the game] can still raise the creature"[71] and with optionally purchasable enhancement data.[52] A subset of creature maintenance functionality is made portable on the Game Boy via the Transfer Pak, to be synchronized back to the 64DD disk.[52][71] In 2006, Miyamoto concluded that "the conversations and design
techniques that popped up when we were making Cabbage are, of course, connected to Nintendogs and other things that we're doing now."[91]The concept of a personal avatar creator app which had begun with prototypes for the Famicom was solidified in Mario Artist: Talent Studio and then has been seen on all subsequent Nintendo consoles.
Those Talent Studio avatars can be imported into select 64DD games including the SimCity 64 game. Nintendo designer Yamashita Takayuki credits his work on Talent Studio as having been foundational to his conception and development of the entire Mii component of the Wii platform a decade later.[68][70]1[137]1[138][139] The game's concepts
were reportedly specifically foundational to the characters in Wii Tennis.[91]The concept of graphical stamps that are seen in various Miiverse-supported games is found in Mario Artist: Paint Studio[31] and Mario Paint.The user-creation of graphics, animations, levels, and minigames which are in the Mario Artist series and F-Zero X Expansion Kit are
revisited in later console generations. The idea of minigames was popularized generally during the Nintendo 64's fifth generation of video game consoles. Some early minigames can actually be created in Mario Artist: Polygon Studio in the style that would later be used in the WarioWare series of games.[70] Certain minigames directly originated
there, as explained by Goro Abe of Nintendo R&D1's so-called Wario Ware All-Star Team: "In Polygon Studio you could create 3D models and animate them in the game, but there was also a side game included inside. In this game, you would have to play short games that came one after another. This is where the idea for Wario Ware came from."
[140]In 2018, historian Chris Kohler said that as one of Nintendo's "oddest" products, the 64DD is "now a sought-after collectible and a unique piece of the company's long, long history of bold experimentation".[61]Video games portalFamicom ModemFamicom Disk SystemSega CD a similar peripheral for the Sega GenesisSatellaview”™ Used for
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by Nintendo for the Nintendo 64. It was released in Japan and North America in 1996 and PAL regions in 1997. It is the first Super Mario game to feature 3D gameplay, combining traditional Super Mario gameplay, visual style, and characters in a large open world.Why is Mario 64 called Mario 64?The reason why its called Mario 64 is because the 64
part actually got its name from the console which is the Nintendo 64, and the Mario part is because the character you play as is Mario.Which Mario 64 is canon?Super Mario 64 is canon in the way that it is an in-universe video game, probably made by Mario like in Super Mario 3 which is a play. But in the universe, it was probably based on the real
adventure of Mario, Luigi, and Wario in Super Mario 64 DS. So they are both canon, but not in the same way.What was Marios real name?Two months after Iwatas death in July 2015, Miyamoto changed his stance, asserting at the Super Mario Bros. 30th Anniversary festival that Marios full name was indeed Mario Mario.7 Creepy Images Hidden in
Video GamesThere are no specific answers for this question in the given content.What is Luigis first name?In September 2015, at the Super Mario Bros. 30th Anniversary festival, Miyamoto stated that Marios full name was Mario Mario. As a result, this indirectly confirms Luigis full name to be Luigi Mario.Who is Marios real girlfriend?She is the first
female character in a video game with a speaking role, and is cited as a famous example of a damsel in distress in fiction. Originally, Pauline was known as Lady, and the game introduced her as Marios girlfriend.What is the oldest version of Mario?Super Mario Bros. is a 1985 platform game developed and published by Nintendo for the Nintendo
Entertainment System (NES). The successor to the 1983 arcade game Mario Bros. and the first game in the Super Mario series, it was first released in 1985 for the Famicom in Japan.Is Bowsers hair red?Bowser is a huge, yellow, burly, green-shelled Koopa with spikes, horns, and red hair. His bushy eyebrows and mane are fittingly a bright, fiery red-
orange, and he has bright red eyes. He sports two small horns, many spikes on his shell with brown-orange spike-rings, as well as along his tail (minus the spike-rings).What is Marios canon age?According to franchise creator Shigeru Miyamoto, Mario is 2425 years old. This is surprising news to most Mario fans, as the characters prominent facial hair
and portly stature make Mario seem much older than he actually is.Why was Luigi removed from Mario 64?While Luigi was originally intended to be in Super Mario 64 alongside its multiplayer mode, he was removed when the mode proved too troublesome for the developers.Is Yoshi in Mario 64?Yoshi makes an appearance in Super Mario 64. Hes
only there to chat, but when you find him, hell have a special message for you and increase you to 100 lives! Check out this page to see what you have to do to find Yoshi in Super Mario 64. The grid near the Fish Pond will open, revealing a cannon.What is the fake Mario name?Doopliss plays the same role in Super Mario-kun as he does in Paper
Mario: The Thousand-Year Door. He holds one of the Crystal Stars and steals Marios identity by using a beam-based attack. In the end, Doopliss is humorously defeated by the real Mario, and after the fight, the real Mario gets his identity back.Can you be Luigi in Mario 64?Mario must make his way to the room where Yoshi unlocked him. Mario must
then go over to the door with a green L over it. Once unlocked, Luigi comes out and is now playable.What is Mario bomb called?Bob-omb is the name of the bomb enemy introduced in Super Mario Bros. 2. It has a wind-up key and a fuse, which explodes after a set amount of time or when thrown.What animal is Yoshi?Yoshi is a fictional dinosaur who
appears in video games published by Nintendo.What is Bowsers real age?Nintendo just revealed that Bowser, Marios longtime arch-enemy and the King of the Koopas in the Mushroom Kingdom, is canonically 34 years old.Why is Bowser so mad?It is implied by Bowser Jr.s paintings, both when Mario first encounters him and in the credits, that the
form was unintentionally caused by Bowser Jr. painting his father black and angering him.Who is Bowsers wife?He doesnt have one per se Nintendo of Europe comically, but non-canonically gave him a wife named Clawdia (Which Miyamoto has stated Bowser is not married nor divorced), lots of geeky internet sites such as Newgrounds and Dorkly
takes this and run with the joke as if it was canonical.What animal is Bowser?Bowser is portrayed as the King of the Koopas, anthropomorphic turtles that inhabit the world of the Mushroom Kingdom. Bowser differs greatly from the rest of the Koopa clan, which consists mainly of bipedal tortoises.Who is Bowser Jr mom?Princess Peach. The fact that
she never denies giving birth to Bowser Jr. is used as evidence that she may recall being his mother or causing his birth, in some way.Who is Luigis GF?Daisy is one of the main characters of 1993s Super Mario Bros. film, loosely based on the games, portrayed by Samantha Mathis. She is a student of archaeology at New York University whom Luigi
falls in love with.Is Lady Marios mom?Mama Mario (referred to as Mama and Mama Mia by her children, maiden name Rigassi) is the mother of Mario and Luigi and a recurring minor character in the Super Mario franchise and its spin-offs, particularly in The Super Mario Bros.Who is Marios dad?Papa Mario is the father of Mario and Luigi, making
only a few appearances throughout a variety of media. Papa Mario lives with the brothers mother, Mama Mario, in all of his appearances, and The Super Mario Bros.
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