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Is The Floppy Disk Dezd?

“In the sky, it’s & bird, t’s a plane, ne, it’s, t’s, an ex-Apple Game Evangalist!i?
What’s he deoling herez”

Old habiits diec hard, so | am jumping from the Game Evangelism columnn te the
Publisher’s Cornen Covering the Maec game market from my portable ofice
(currently fvine at thirty seven thousand feet over Nebraska), we will examine
the Mac game market from the developers’ perspective,

| have twoe goals for fhe colummn. The first Is a Ffeeling of direct Interaction with
game developers. If game developers could come sit in vour living room amnd talk
about ganming, this column will do ft. Deug Grounds recent colUinn en CoOmAEUrng

our Mac to make games v fits Into this category. Many guest develepers will
appear giving vou thelr thoughts on games and the Mac markei,

The second geal is exploring the ssues that face aame developers todav.  What s
the future of game distribution? Where are netwoerk games geing? What about
Win®5 and those game conseles? [How do veou get goed Mac game distribution?
You willl get an inside ook at the Mac game market, with the bias filters taken ofi.
No BS alloweds..

This moeonth’s toplc (s the futyre of the floppy disk, s [t dead? [Has CD=ROM Killed
the miqhty floppv, and [F se, what will sneak up and slev the CD [ROMEZ

Co=-ROM (s the vehicle of cholce For distributing games, and 1996 will only
reinforce this. Gone are the days of six floppy disk containing the latest Sierrs
adventure game. Publishers have meoved to CD for three maln reasens; cost, Size,
and technical support. CD pressing costs have dropped se much that the cost of
putting one CP [n the bosx is [ess then putting Six or eight flopplies. The Cbh’s
larger format allows game developers to add mere content to thelr games. Evemn
ttles that don’t rely on bhuge interactive videeos taks advantage of the added




space. [Hint books, demes for other applications, shareware add-lhs, and editors
camn all be added to the game without adding more floppies. Technical sSupport
costs Ffor CD based games are alse less, as game installetion is much ecasier and
the chance of media fallure is lowered tremendousls

IF vou don’t already have @ Ch-ROM drive, and love the best Mac games, get @ne@:
You will need it, There will still be cccasions where g game will be distributed on
fleppy, but it will be rare. A good example of floppy based game that makes sense@
Is Zoop firom Viecom. The game s se small that Viacom eonly needed one floppe
(BTW = This (s & fun and simple gamelll) Putting thet game on Ch would be
overkill, This scenario, however will be the exception rether than the rule in
1996,

Se whet comes aftter the CD-=-ROM? Many adventure games now ship on multiple
Cbs, se [t appears that the muldtple fAeppy problem s coming back to haunt us
aagalin. Luckily, storage developers, computer companies, eand moevie houses
recently got together and spproved & new format for Chs called DVD, This format
will remoeove the 650 meagabvie size barrier for CDs, allowina them to store
glgabytes of data. This should allow game developers to continue to harness the
power of new machines witheout havina te worry about size constraints.

A strong wildcard to watch s on=line distribution. Many game developers already
distributze full demes of thelr products over on-line services (@.q. AOL) and the
Internet, With “virtusl cash” rapldly becominae & realfty end bicaher bandwidiEh
network connections (@.q. ISDN, cable modems) coming inte the home Seom,
buvine games directly from a company’s Welb site will scon be a realftv. Many mafl
order houses already have virtual stores on line. lmeagine this as & future scenario
for buvinag agames. After plavinag the deme, vour game could connect to [ts
publisher's Welb site, upload veour credit card number (with veur approval [
hopell) and download unlock codes for the game.

[ bid farewelll to the floppv. [ remember fondly getting the I140K floppy for my 11
99/44 many @ons aqo. [For me then, leaving the era of cassette tapes was &
godsend. | quess the same holds true today Ffor floppieSs..

What do veou think about this colummn? I Bill Dugan, Mac High Priest for Macplav
showed up &t vour doorstep, what would vou want to ask him? Send vour
feedback omn this colummn and things vou weould like to see covered in future issues
to gameevang@aol.com. As the subject, use “Publisher’s Corner feedback”, Don’t
be shy or vou weon’t be heard!

Nes<t mmonth’s teplic = “lsverviehing vou should know about the Mec game market
butt were efrald te ask”




