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Atari Jaguar

The Atari JAGUAR is a 64-bit multi-
media system with RISC processors... but it
is a lot more. With its advanced 64-bit ar-
chitecture, the Atari JAGUAR establishes the
industry standard for home interactive multi-
media entertainment by bringing video
games to life at an affordable price. .

The Atari JAGUAR provides the
highest quality audio/video experience
available on the market. Today’s consumers
demand it! The Atari JAGUAR delivers it!

Atari’s goal was clear: To simulate
reality as accurately as possible. Over three
years in development, the Atari JAGUAR 64-
bit design anticipated a market where com-
mercial chip production technology would
be viable. :

That market is now and this is why
the introduction of the Atari JAGUAR has
raised the bar as today’s industry standard: a
64-bit Interactive Multi-media System.

Audience

_The Atari JAGUAR delivers the tech-
nological performance of tomorrow at a price
demanded by consumers today.

As such, the Atari JAGUAR will ini-
tally be marketed to those video gaming en-
thusiasts whose current point-of-reference is
the 16-bit technology systems dominated by
Sega and Nintendo, as well as to those con-
sumers who are familiar with the emerging
technology of 3DO.

With a 64-bit architecture that is 100
times more powerful than SNES and Genesis,
and more than twice the performance of 3DO
at less than one-third of the price, the Atari
JAGUAR is ready to take on the competition
bit by bit. All of this power at a consumer-
friendly price, will enable the Atari JAGUAR
to steal share from the core mass market
video gaming enthusiasts - an installed base
of 75 million users.

The evolution of video game technol-
ogy, from the rudimentary graphics and

computer processors of the industry’s early
days to the more sophisticated 8- or 16-bit
machines introduced several years ago, has
created a mass market of mature gamers
ready to graduate to more realistic simula-
tions of game play.

This audience also has increased ex- .

pectations regarding the quality of the music
and sound effects from the game. Weaned
on Compact Disc and THX theater sound,
they expect the same or better from their

video games, but, to date, their expectations -

have not been realized. This is a market well
attuned to the Atari JAGUAR technology.

Together, these groups represent a
potent, mass target audience that demand
the most advanced hardware technology
with the most innovative software. Only the
Atari JAGUAR can meet and exceed their ex-
pectations.’

ANATARI

There is also an emerging segment of
consumers who are prime prospects for ex-
panding the interactive home market. From
children who aspire to experience the en-
hanced graphics, colors and CD quality
sound that their older siblings have dis-
covered at the video arcades - to the adult
market whose exposure to computers has ex-
panded their view about accepting entertain-
ment and educational games in their homes. .

The expectations of these groups
cannot be realized with outdated technology.
These consumers are demanding interactive
multi-media video systems that are closest to
reality - that bring games to life in their
homes.

The 64-bit Atari JAGUAR --
the only system that delivers.
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Atari Corporation is aggressively
taking command of the consumer electronics
market with the introduction of the Atari
Jaguar this Fall. "We believe that we have
taken a more substantial jump than 3DO has
in bringing a better and more affordable
entertainment experience to the consumer
market," said Sam Tramiel, president of
Atari.

While the spotlight has been shining
brightly on the latest multimedia craze, Atari
Corporation has emerged with the ultimate
interactive home entertainment system: The
64-bit Atari Jaguar. At around $200, the 64-
bit Jaguar outperforms the $700 32-bit 3DO
system by a factor of 2.

Consumers will see the difference in
the Jaguar's vivid screen imagery, most
notably, featuring over 16 million colors
(16,777,216 to be exact) in 32-bit true color
graphics. The Jaguar produces 3D Polygons
for manipulation in a 3D world in real time.
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.realistic sounds, including

\’.—l "'ﬂ":"(‘

tance. With the full 16 megabits of system

from SuperMac Technologies called
CinePak™. The system permits over sixty
minutes of video to be stored on a single
compact disk and allows a game to use these
video sequences running at 30 frames a
second. The result of this combination of
technologies is to provide movie quality mo-
tion pictures that may be overlaid on the
screen with computer generated graphics if

ram available for game
usage, i.e. no needless
operating system over-
head, speed will be supe-

PERFORMANCE VS. PRICE

5 64-Bit
rior to other consumer

entertainment experiences.
The Jaguar’s sound
system is based on Atari’s

z

proprietary, high speed
Digital Signal Processor,
with 16-bit stereo CD

32-Bit

PERFORMANCE

quality sound output.
This allows for extremely

SNES

human voices, cars racing, 16-Bit
jets soaring, worlds collid-
ing, and more. The
Jaguar’s synthesizer is
used to create limitless
boundaries in special effect
sounds and the dramatic

Genesis

$100 $200° $300 $400  $500
PRICE

$600  $700

use of music. Fidelity is
far beyond coin operated arcade quality
sound.

As a true multimedia

"In creating our 3DO technology, we
aimed for a really btg jump in colors and anima-

tion performance."

"You can’t establish a standard if another
manufacturer has a consumer device that’s
going to be better than yours next year. You
have to provide a performance level that puts
Then people don't

the stake way out there ...
bother to challenge it."

platform, future applications
for the Jaguar’s 32-bit expan-
sion port include connection
into cable and telephone net-
works; a digital signal
processor port for modem
use and connection to digital
audio peripherals such as
DAT players. The Jaguar CD
peripheral is a most an-
-ticipated feature, with a fast
dual-speed drive that can
output data continuously at a

the game demands it.

‘Also included with the Jaguar is a
high performance, ergonomically designed,
Controller with Joypad, three fire buttons,
Pause, Option, and a 12-key keypad with
game-specific overlays. i

IBM Corporation’s Charlotte, North
Carolina, facility will manufacture the
Jaguar. They will be responsible for the com-
ponent sourcing, assembling, quality testing,
packaging, and distribution of the Jaguar,
which will be made in the United States.
This fall, the Jaguar will be introduced into
the New York and San Francisco markets fol-
lowed by a national roll-out next yeat.

- . "As an American company we are in
Tnp.Hawkms rate of 350K bytes per | support of utilizing domestﬁ: m};nufactuf-
President & CEO second, or run at normal | ing," said Tramiel. "We are proud that the
3DO - audio rates of 175K bytes per | Jaguar is made in the US.A."
second. As well as being the <
: : repository for
Animation capabilities are in excess of 850" | almost 700 Megabytes of MARKET SEGMENTATION

million pixels per second, creating superior
special effects and real time texture mapping.
Using 55 MIPS, speed and motion are une-
qualed with no constraints as to how fast or
restricted screen objects can move.

"The imagery is something that needs
to be seen to be believed," said Sam Tramiel,
president of Atari. "Imagery is one thing, but
wait until you see how you can mteract with

-these images."

The Jaguar has full three dimensional
capabilities, with three dimensional models
that can rotate, be wildly distorted and even
be texture mapped. Lighting sources can be
defined so that objects are illuminated ap-
propriately and at differing intensities,

video game storage, the
Jaguar CD Module is also
being designed to interface
with audio CD, Karaoke CD,
CD + Graphics and optional 2B
Kodak Photo CD. Atari also e
plans to release an MPEG 2

cartridge which will allow
users to play full length mo-
tion pictures from CD

Innavator
- buys performance

i —

Early adopter
- buys performanceivalue

y Late adopter
: j - buys price
. - Atari Jaguar :
With the Jaguar CD- 64-Bit o 13,200,000

ROM drive comes the ability
to deliver full-screen, full-
color, full-motion video.
Jaguar uses a video de-

/

Mass market
- buys at low price

79,500,000

Current total homes in the United Statas - 94,100,000

compression system licensed
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The name JAGUAR connotes fast, wild,
sleek. Marketing efforts for the Atari Jaguar,
America’s first 64-bit interactive multimedia
entertainment system, will pattern the Jaguar
image - aggressive, powerful, and energetic.
The introduction of the Atari Jaguar to
American households brings a name which
will become synonymous with the most tech-
nologically advanced home multimedia enter-
tainment system consumers can afford.

Marketing efforts are assisted through
the promotion of the Jaguar as a machine
made in the United States of America. Atari
has signed a half billion dollar contract with
IBM Corporation’s Charlotte, North Carolina,
facility to manufacture the Jaguar multimedia
entertainment system.

The Jaguar system will be shipped to
retailers in a box which was designed to jump
off the shelf. The intensity of the cat’s eyes

against the glossy black background
sets the Jaguar apart from all other
video game systems.

"I just love the Jaguar logo",
said Greg LaBrec, Creative Produc-
tion Manager. "There are so many
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stunning ways that the logo can be
applied. We just created a T-shirt

with the logo on the front and the
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eyes along with the logo again,
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prominently displayed on the back.
They were so well received that we
had to place an additional order just three
days later".

Several other promotional items are in
the works which include bumper stickers,
window decals and jackets.

As one can tell by looking at the black-
board below, Atari has carefully thought out
the marketing of the Jaguar multimedia enter-

tainment system. It's Atari’s intention to have
the Jaguar explode into the marketplace. ,

Look for the Atari Jaguar on television,
radio, newspapers and magazines. And hear
the kids on the street.” Shhhh... the buzz on the
street is quickly becoming a roart

PERFORMANCE

MARRETING OBJECTIVES

e EsTABLISH JAGUAR A5 THE INDUSTRY STANDARD FOR INTERACTIVE MULTI-MEDIA

414 QUARTER 1993 MARKETING SUPPORT

o LAUNCH: NEW YORE & SAN FRANCISCO

® MULTI-MEDIA CAMPAIGN UTILIZING SPOT TELEVISION, LocAL CABLE TV, GAMING
PUBLICATIONS, AND PUBLIC RELATIONS

* ] TEASER EFFORT TWO WEEKS PRIOR TO RETAIL DISTRIBUTION

« §3,000,000 IN SUPPORT

* DVER 65 MILLION SALES IMPRESSIONS

* 80% OF TARGET WILL VIEW JAGUAR AD THREE OR MORE TIMES

® SUCCESSFULLY INTRODUCE TJAGUAR N NEW YORK AND SAN FRANCISCO DURING
HoLIDAY SEASON 19973

e DEVELOP STRONG THIRD-PARTY SOFTWARE LICENSEES

e NATIONAL ROLL~OUT STARTING JAN. 1994

MARBETING STRATEGIES
® GENERATE TOP-OF~MIND AWARENESS ABOUT JAGUAR WITHIN TARGET DEMOGRAPHICS

e SCHEDULE AGGRESSIVE LEVELS OF TELEVISION ADVERTISING DURING HOLIDAY SEASON ‘97
e BUILD CONSUMER TRAFFIC/TRIAL AT RETAIL OUTLETS

© ESTABLISH STRONG THIRD=PARTY SOFTWARE LICENSEE RELATIONSHIPS
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' Techwology Overview

B

N The heart of JAGUAR

Wain Features

* 64-bit RISC-based multiprocessing architec-
ture. .

* A very high speed 106.4 Mbyte/sec 64-bit
Data Path, . E

* 27 MIPs Graphics Processor with 4K bytes
of zero wait-state internal SRAM that is
closely coupled with the Blitter that can
perform a full range of graphics effects (in-
cluding shading and rotations) at high
speed yet is programmable for maximum
flexibility.

* A programmable Object Processor that can
act as a variety of different video architec-
tures, such as an advanced sprite engine,
pixel-mapped based systems, character
mapped based systems and many others.

* 27 MIPs Digital Signal Processor with 8K
bytes of zero wait-state internal SRAM for
CD quality sound and full stereo
capabilities.

+ A Blitter that can perform a full range of
logical operations at high speed with hard-
ware suppott for Z-buffering and Gouraud
shading. .

+ MC68000 CPU clocked at 13.3MHz as a
general purpose control processor.

+ Lifelike quality 32-bit color on NTSC or
PAL television screens, yielding greater
than 16 million colors.

* ROM Cartridge capacity to 48 Megabits of
compressed or uncompressed code. When
compressed, equivalent to almost 400
Megabits.

* 16 Megabits of fast page-mode DRAM.

* An optional double speed CD-ROM drive.

+ ComLynx I/ O for networked multiconsole
games.

* Two (expandable to literally dozens) en-
hanced Controller Ports, supporting digital
and analog interfaces, as well as keyboards,
lightguns and mice. F

* High performance, ergonomically
designed, Controller with Joypad, 3 fire-
buttons, Pause, Option, and 12-key keypad
with game-specific overlays.

* High speed synchronous serial port for
connection to modems, cable TV networks
and other high performance networks.

From a user’s perspective, the Atari
Jaguar has been designed to be a consumer-
oriented, affordable, state-of-the-art entertain-
ment system. Itis capable of exquisite graphic
interaction and displays, together with CD-
quality sound. From a developer’s point of
view, Jaguar is a special purpose multi-
processor computer that lends itself perfectly
to the design of complex entertainment and
educational programs in a development en-
vironment that is easy to learn.

FIVE PROCESSORS
* GPU

DSP

Object Processor

BLITTER

68000

The Jaguar’s features include the
ability to draw over 16 Million colors and gen-
erate stereo sound of CD quality. In addition,
multiple manipulatable Objects can be
defined to be almost any size, from sprite-like
elements, to screen size playfields. Jaguar's
graphics processors are capable of scaling,
rotating and shading bit-mapped and poly-
gon images. Jaguar is a true multimedia
machine that supports cartridges, CD ROM,
CD audio, CD + G, full motion video, virtual
reality and networking.

The architecture of the Jaguar allows
for high speed interactivity between four spe-
cialized processors embedded in two custom
chips, code named Tom and Jerry. Asa
result, the Jaguar is a high performance sys-
tem that distributes the processing workload
among various specialized system com-
ponents, creating the overall spectacular per-
formance Jaguar achieves.

On cartridges, Jaguar supports an en-
hanced JPEG image decompression
mechanism (JagPEG). The CD-ROM software
uses CinePak™ full motion video decompres-
sion, licensed from SuperMac Technologies.

- For the technologically minded, it is
important to note that the heart of a video
game system does not lie in the individual
components. The meshing of those com-
ponents in the system itself is of significance
due to the crucial nature of bus bandwidth.
The 68000 processor requires a bandwidth of
about seven megabytes per second while a
true color display-(NTSC or PAL) requires a
further nine megabytes per second. The Digi-
tal Signal Processor uses less than half a
megabyte per second to play back sampled
sound. This means that almost 85% of the
bandwidth is available for the burst activities
that the system needs to perform. This incred-
ible bandwidth is key to Jaguar’s perfor-
mance.

"We believe that this truly “places the
stake’ over twice as far as 3DO has, at a price
that consumers can actually afford," said Bill
Rehbock, director of application software, in
charge of third party licensing for the Jaguar.

AGUA

The highest performance
platform available for
today’s interactive
entertainment software.

9,
o
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CLOCK CONTROL
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 DRAM
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[ Special Epfects

Users and developers alike will reap the
rewards provided by the Jaguar system’s
programmable special effects capabilities.
Users will delight in the ultra realism seen in
computer generated images, from shadowing
and depth distortion to three dimensional
movement. And game designers will be both
challenged and excited by the unlimited pos-
sibilities.

Some of the effects that can be created are:

Texture Mapping
A simple or complex image can be
"wrapped" onto any two or three dimensional

S —Y |

| JAGUAR Magic g

structure. This allows for an unlimited
number of textures and images that can
be made part of the surface of complex
objects.

Worphing

Animate and inanimate objects can be
modified smoothly so that they appear to be
transformed from one image to another. A
frog can become a prince, a. lamp may trans-
form into a genie and a battleship can turn
into a submarine; all in real-time. This effect
was made popular by the blockbuster motion
picture, "Terminator 2" and Michael Jackson's
music video, "Black and White."

Warping

Any image can be stretched, pulled,
rotated or skewed in any way the program-
mer requires. This allows very real simula-

tions of the interaction between physical ob-
jects such as a football bouncing off the
ground. It also permits the easy creation of
cartoon-like imagery.

Lighting

- Single or multiple sources of lighting
can be defined. The system will automatically
illuminate objects based on their location rela-
tive to the light source(s). This creates realistic
shading unsurpassed by any current video
game manufacturer.

Transparency

Use of the transparency feature makes
it simple to create effects that are normally
complex to generate. For example, smoke and
shadows can be made part of any game
scenario, adding realism to the game ex-

perience.

e
g

R

Mem&; 3DO SNES | GENESIS
System Architecture 64-Bit 32-Bit 16-Bit 16-Bit
(Bus Width)
Rendering / Animation Greater than Maximum Maximum Maximum
Speed 850 Million 64 Million 1 Million 1 Million
Pixels/Second | Pixels/Second Pixels/Second Pixels/Second
Bus Bandwidth 106.4 50 ? ?
Megabytes/Sec | Megabytes/Sec
Colors 16.7 Million 16.7 Million 256 64
True Color Graphics Yes (32-Bit) Yes (24-Bit) Yes (16-Bit) No
Processors 5 Processors 4 Processors 65C816 2 Processors
GPU « DSP ARMG0 » DSF'(Z) DSP 68000
Object Proc. | Graphics Proc. Z80
Blitter « 68000
Stereo 16-Bit CD- Yes Yes No No
Quality Sound
MIPS (Millions of 55 ? ? ?
instructions/second)
Custom Hardware Yes No No No
for 3D Objects.
Multi-Processing Yes ? ? ?
Architecture
Object Processor Yes No No No
S-Video Out Yes Yes Yes No
RF Yes Yes Yes Yes
Composite Yes Yes Yes ¥4
RGB Yes ? ? Yes
Resolution 720x576 640x480 512x448 320x224
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Setting new standards

With this Fall’s introduction of the

Atari Jaguar, the ultimate video game system -

and the nation’s first 64-bit interactive multi-
‘media entertainment system, comes a plethora
of both new and familiar game titles. While
third party developers and publishers are ac-
tively designing software for the system, Atari
programmers overseas and domestically have
been developing and fine-tuning several titles
for the Jaguar for release this year.

The dramatic use of 3D rendering and
24-bit graphics is most prevalent in. games
seen on the Jaguar system. Scanned and
digitized character images, as well as detailed

texture mapping, lighting and shadowing ef-.

fects and unrestricted motion and speed all
contribute to the next level of technology
apparent in these games. And the 16-bit
stereo capabilities and CD-quality sound com-
bined with the imagery produce extraordinary
results. Some game titles include:

Crescent Galawy™

Lifelike three dimensionally rendered
and shadowed planetary objects and lifeforms
prevail in this multi-leveled side shooter. You
are the young Corporal Trevor McFur of the
Circle Reserve Corps. Returning from a deep
space reconnaissance mission, you and your
shipmate intercept a long-range transmission
telling you that you are the only hope in
saving the galaxy against a ruthless creature.
The game is visually stunning with full tex-
tured 3D renderings of creatures and planets
with nine levels reflecting five different
worlds. Enemies and allies include: Pop-up
Poppies which explode when they sense an
enemy nearby; Geysers which can spurt forth
abrupt blasts of nuclear steam erupting from
the Planets core; and bothersome creatures
such as Skeletal Vultures, Scorpions and
Flying Dinos and dozens more.

Cybermorph™

Surreal landscapes colored in both
muted and bright tones.are the background
for this One-Man Rescue Probe sent into an in-
terplanetary battlefield to rescue stranded sur-
vivors of a dying war. The Cybermorph is an
adaptable, flexible machine with an outer skin

programmed to react to its environment. If-

accelerating, it grows streamlined to reduce

resistance; when banking, its wings extend to.

give maximum turn; when slowing up, the
rear of the craft morphs into a cowl to bring
the speed down quickly and smoothly. The
probe flies in a full three dimensional world
environment. The ob]ect is to fly over the sur-
face of each world in a low-altitude, high
speed craft saving helpless survivors and

avoiding surface and air attack and alien in-
festation. You defend yourself by shooting
anything that moves and avoid being hit
yourself or colliding into tall landscape fea-
tures. A holographic face speaks to you
giving you information. Following lifeline
sensors, you race toward the cries for help,
saving survivors from all 50 moons to com-
plete the mission.

Raiden®

_ As the ultimate arcade game conver-
sion, the Jaguar version is considered the ideal
soundalike and lookalike Raiden game. Asa
vertical scroller, you control aircraft flying
over enemy territory, shooting militaristic
tanks and aircraft, avoiding enemy gun fire
and hidden missiles. This full-featured game
makes use of the graphic capabilities with
complex parallax scrolling and realistic and
engaging audio quality. This was essentially
developed as a yardstick for performance,
color and sprite comparisons to showcase the

Jaguar’s capabilities. Speed and motion are.

exceptional with no slow down when mass
objects are present on the screen. No other
system comes close to accurately converting
this arcade game to a home console.

Evobution: Dino Dudes™

Familiar to consumers as Dinolym-
pics™ on the Lynx or as Humans™ on the
PC, this title is an Atari-owned property
which, seen on the Jaguar, utilizes all the
graphics and colors Jaguar can represent.
Vivid colors and creative use of animation
facilities enhance the overall look of the game,

but the 80 levels of play make this challenging -

as well. As a platform puzzle game, cavemen
characters are taught to survive, by avoiding
man-eating dinosaurs, discovering the spear,
making fire and physically running, jumping
and climbing their way up the evolutionary
ladder.

Club Drive™

The most exciting vacation park in the
21st century is the theme for this pulse quick-
ening excursion. At this fantasy driving
resort, all vehicles are indestructible, and
visitors can challenge their skills and courage
by driving some of the most treacherous ter-
rain and returning completely unscathed.
Different levels are represented by futuristic
city, an old western town, a present day
world and even a toy car world where you
can drive in and around your furniture at
breakneck speeds as if you were inside a toy
racing car. This true 3D polygon environment
is completely new to the gaming world.

Checkered Flag 2™

Jaguar Formula One Racing hits its
peak with this version using realtime 3D
generated action, akin to arcade quality racing .
games. Cars, buildings and roads are
rendered in true 3D, with options.to cus-
tomize your car. The game features 100% true
sound effects; crashes are realistic in both
sound and imagery, with parts flying and
tires screeching. Racing speed is markedly in-
tensified.

“Tiny Took Adventures™

Based on the popular Warner Bros.
characters, this platform game utilizes the
vibrant colors and graphics to the utmost.
The storyline follows Buster Bunny, Babs
Bunny and Plucky Duck as they embark on a
rescue mission to save the planet Aurica. Bad
boy Montana Max has a new toy: an Acme
TiToonium-Gold Converter. The only place to
get TiToonium is on the planet Aurica. The:
removal of TiToonium is causing grave
ecological damage to Aurica. Armed with
Acme Crazy Net, our heroes try to shut down
the Acme TiToonium-Gold Converter. The
object is to navigate through each level, locate

- the Titoonium Extractor within each level and

pull the plug on it. With a transport beam
pad, one of our heroes can be selected to
climb, jump and run and through each level
so in the end, the planet can be saved.

Alien vs. Predator™
) Based on two 20th Century Fox feature

film blockbusters, what would happen if the

Alien, the Predator and a colonial Marine Cor-
poral were put together? Who would win?
You select who you will portray and the
qualities each possesses is incorporated into
your strategy. For instance, if you were the
Alien, you could climb walls; as the Predator,
your night vision is superior and as the
Marine Corporal, you may be able to outwit
the other two with your computer skills.
Placed in realistic texture mapped corridors,
your movement is put in realtime action.
Camera speeds race as you're being chased
down hallways with a high frame rate. Ex-
ceptional colors and shadow effects put you
right into the action.

Kasumi Pinja™

The game is set on the small island of
Kasumi in the West Pacific rim. The Kasumi
Ninja are the world’s finest Ninja warriors
and a mist of invisibility from the Ninja Gods
hides Kasumi from the world. Kasumi is un-
detectable, even by radar. The Gods have
decided to intervene when Gyaku, a strong
warrior, kills his family and the Gods must
find a new strong warrior to battle him. But
first, this new young Ninja must learn new
skills and fight with nine other persona, each
with unique martial arts abilities and special
moves. The game incorporates superior

continued on page7
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Thlrd party licensing

With the introduction of the Atari

Jaguar, a software developer’s dream hard--

ware system is now a reality. Unlike limits im-
posed by other hardware systems, developers
will now be capable of producing more real
time action, utilizing the Jaguar’s true color,
CD quality sound, and animation capabilities
in excess of 850 million pixels per second com-
pared to 3DO’s 64 million pixels per second.
This dream system will retail for around $200
with software priced between $50 to $80.

Atari Corporation, launching the Atari
Jaguar this fall in limited markets, is presently
working with several third party developers
and publishers who are developing games
that will utilize the immense power and
capabilities of the Jaguar. Atari is approach-
ing software development from a multi-level,
high-excitement mentality, providing soft-
ware developers with the ultimate dream sys-
tem.

"We are breaking down every barrier
to let the programmers do anything they
want," said Bill Rehbock, Director of Applica-
tion Software. "We feel this is absolutely
necessary in order to achieve a real time inter-
active playing environment."

The Atari Jaguar development kit al-

lows programmers access to hardware
registers in the system to get maximum per-
formance and entertainment value for the end
user. The user will have the ability to com-
pletely interact with all the elements of the
game if the game designer wishes.

"The goal is to produce more real time
action where the user has 100% control over
what’s going on and is not simply a pawn
that's put in the middle of the playback," said
Rehbock.

With the Jaguar, developers will have
the ability to do sprite manipulations, real
time 3D texture mapped environments and
3D object generation. With audio, the Jaguar
has a flexible DSP-based high fidelity CD
quality audio section with 16-bit stereo - an
audio designer’s dream come true. The
machine is capable of producing complex high
quality sound effects, from jets soaring or
space ships taking off to concert hall quality
music. .

The Jaguar’s toolkit will include a com-
plete synthesizer, allowing incorporation of
the synthesizer in games, as well as Cinepak™
full motion video decompression, licensed
from Super Mac, for CD ROM development.
The toolkit also includes very fast JPEG image
decompression routines for efficient storage of
true color image data for ROM cartridge soft-
ware experiences.

"The fact that the hardware price point
puts the Jaguar into a high volume market for

software developers has not hurt the interest
level we've been receiving," said Rehbock. "In
fact, we're not surprised that, in addition to
many Sega and Nintendo developers, many
original 3DO developers have expressed
strong interest in the Jaguar."

Interested developers should contact
Bill Rehbock at 408-745-2082.
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"HELLDO, ATARI-
I HAVE THIS GREAT IDEA FOR A GAME!"

Games
continued from page 6

graphics and animation with realistic land-
scapes and backgrounds. Ninja warriors util-
ize 91 different martial arts movements, with
all the sound effects and audio consistent with
this type of fighting,

Tempest™

This title is familiar to gamers as the
favorite arcade classic using vector graphics
polygons and rapid fire. Here, the Jaguar ver-
sion incorporates a starfield in the back-
ground instead of just a black background.
CD quality stereo enhances this game tenfold
as this fast-paced energetic game unfolds.
Manipulative abilities have been modernized
and updated with new features that include

spins and twists not seen in the original ver-

sion. The cartridge will include the original ar-
cade game popular in the 80's, as well as an
updated version to the year 2000 which takes
full advantage of the Jaguar’s 3D graphic
polygon capabilities.
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DB is the assembly language-level
debugging tool that is included with the Atari
Jaguar Software Development System. It has
many features to aid in creating high quality
software entertainment experiences for the
Atari Jaguar interactive multimedia system.

The user-interface for DB runs on the
Atari TT030 development station and com-
municates with a debugging stub built into
the Jaguar development system ROM when
the two machines are connected via a parallel
cable. This means software can be debugged
interactively without having to overlay or re-
place the software’s display screens with
debugging information.

DB is capable of disassembling pro-
gram code, tracing through program code
step by step, and otherwise manipulating’
program code, data, hardware registers, and
memory in general for both the Jaguar’s 68000
processor and the Atari Jaguar custom
Graphics Processor Unit (GPU) and Digital
Signal Processor (DSP).

Breakpoints can be set anywhere in the
code. They can be set to occur each time a
certain position is reached, or to occur only
after a position is reached a specified number
of times. Memory checkpoints can also be set,
which will test a specified range of memory
and tell you when that memory changes or
when a certain value is placed in it.

Among the most powerful features of
DB are ifs scripting and alias capabilities. In
most cases, if a feature is not built-in, a script
can be written to do it instead. Virtually any
command can be implemented in a script that
would normally be done outside of one, and
procedures can be created to automate com-
plex or commonly used operations. In fact,
many of the GPU and DSP commands are im-~
plemented as scripts.

Programmers can also alias commonly
used complex expressions and commands to
a simple 1-word command. If the program-
mers wish to have a complex expression
shortened, they can simply alias the whole ex-
pression with a new I-word command.
Aside from alias commands used as typing
shortcuts, there is also a special class of alias
which is called in response to certain types of
events such as breakpoints, memory check-
points, or messages from the client program.

- Commands which are used repetitive-
ly may be bound to macro keys. Each time
the keystroke is encountered, the command |
will be used automatically. You can also use
this to execute procedures or call scripts with
a single keystroke as well.

DB is a debugging tool that can be
used on many levels, depending on your own
requirements and capabilities. It's the tool
that will aid you in creating high quality, bug-
free entertainment software.
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The highest quality audio/video
experience one can obtain.

TODAY'S CONSUMERS DEMAND IT!
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ATARI CORPORATION
1196 Borregas Avenue
Sunnyvale, CA 94089

(408) 745-2000
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