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TecWar aka ElectronicBrain

» "TecWar" (or
"ElectronicBrain") was
presented by Sega at
the September 1994
Amusement Machine
Show held in Japan

» Developed jointly
between Sega and
Virtuality on a Model 1
CGI System

/ 3DCEEEAER3DDHRER 2016/2/24 5



Zone Hunter © 1994 Virtuality

« An urban walk on the wild side!. Zone
Hunter challenges you to take the role
of a 21st Century urban warrior in a
deadly search and destray mission.
Master 'state of the art' fire power to
survive mean city streets, alien infested
sewers, genetic labs and many other

hazardous zones in your desperate life ; 7
e e Y P ZONE HUNTE,R

e Time is against you in this busy alien
metropolis., Three different power up
EOdS are hidden in various places * .

hroughout the city: Invincibility, Speed T
up and Weapons Upgrade. The virtual PR
commander is always on hand to give
you strategic Instructions as you _
complete éach level and gain extra time

« Zone Hunter is a_skill based game
involving increasingly difficult levels of
play. The better you are, the further

ou get and_the _[onger you play. Don't
orget the x2, x3 and x5 bonus targets

to énable you to get onto the high Score
table Y 9 g %;
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Zone Aunter © 1994 Virtuality
(cont'd)

« TECHNICAL
INFORMATION

-« SU2000 Hardware

Txpe_ of interface : Imersive -HMD-
Physical posture : Stand-up

Motion of the platform :; No )
Controls : 3-Df]oyst|ckéW|th tracking)
Computer platform, : 486 PC.

Type of display : Virtuality Visette 2
Tracking : Polhemus Insidetrack

Size of the Unit : 4 x 4 H 50 inches
Unit Description : Stand Alone POD.

Virtuality Visette 2 visor specifications :

High |mBact polymer construction

Shaock absorbing tough design

Weight : 645 grams 1.4 Ibs ] ] ]
Size™: Width=215mm/8,4ins; He|81ht=95mm/3 7ins; Min
depth=295mm/11,6ins; Max depth=345mm/13,5ins
Hygienic closed cell replaceable comfort pads i
Inter-Pupillary adjustment : 58mm/2.2ins to 70mm/2.7ins
Field of view per eye : Horizontal=60° Vertical=46.87°
-Visual resolution : 756x244 pixels

GraE)hicaI Information: .

Texture mapping capability : Yes

fN%']l%esrf% polygon per second : 30,000 texture map p/s
Number of Max. Moving objects : 512 i

Other Graphical Info : Support Gouraud Shading, Texture
Mapping, Flat Shading.

Sound :
Type of Sound : 8MB 16 Bit sample. (Stereo)
Music Background : Yes (CDs)

Network Information :

Max. Number of units networked Iocall¥ ;8 )
Max. Number of units networked remotely : No (in the
future ISDN)

Other Technical Description :
Mic Net connection between players

/  3DCEREERI3DOFRERM | 2016/2/24 7




Pac-Man VR (1996 video game by
Virtuality)

- "See the world through
PAC-MAN's eyes"

« PAC-MAN fever is spreading
again with this new fully
immersive 3D virtual reality
game from Virtuality in which
the player actually becomes
PAC-MAN himself. Through a
licensing agreement with
NAMCO, the creators of the
original PAC-MAN, Virtuality
brings this fun packed game for
Solo, Duo and Quattro Series
2000 SU systems.

« Retaining all of the original
gameplay, Virtuality have
enhanced this classic game by
networking up to four PAC-MAN
characters together, enabling
them to see, talk and compete
with each in the same virtual
maze whilst still trying to outwit
the ghosts.

/' 3DCECZAER 3DDFATRERH 2016/2/24 8



» Originally launched in y
NAMCO, PAC-MAN took over the
world. Both young and old were
afflicted with PAC-MAN fever, as
the cute little yellow character
grew into a video game
phenomenon. Now, for the first
time ever you'll be able see the
world through PAC-MAN's eyes,
running around the maze,
picking up pills and avoiding the
ghosts.

» This product brings a whole new
immersive dimension to one of
the best loved games of all time.

« PAC-MAN TM Copyright 1980
Namco Ltd. PAC-MAN VR Copyright
1996 Virtuality Ltd. All rights
reserved. PAC-MAN is a Trademark
of Namco Ltd. Manufactured under
license by Namco Holding Corp.

« http://web.archive.org/web/19970
227165828/www.virtuality.com/do
cs/pac.htm

/ 3DCECZAER 3DDFATRERH 2016/2/24 9



http://web.archive.org/web/19970227165828/www.virtuality.com/docs/pac.HTM
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