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Only The Galaxy is a new compilation of the original code. Three days before the official release, the Super Mario 3D All-Stars compilation for Switch duck to the network - this caught the attention of the date creator with the nickname OatmealDome. He noted that all three re-release games run on a hybrid console using emulators.
Apparently, the developers almost didn't change or optimize the Super Mario 64, Sunshine, and Galaxy code. Super Mario 3D All Stars has been leaked on the Internet. Looks like all the games are emulated. Galaxy and Sunshine run under a Wii and GameCube emulator called hagi(?) possibly made by NERD (Nintendo's Europe
division). Mario 64 runs under an N64 emulator. I don't know which one. 522 1556 Super Mario 3D All-Stars was leaked on the net. All games seem to be emulated. Galaxy and Sunshine run on a Wii and GameCube emulator called hagi - probably made on NERD, one of Nintendo's European divisions. Mario 64 runs on the Nintendo 64
emulator. Which I don't know. About All Stars N64 Emulator: - Shindou Pack ROM is used (not BLJ for you). - Texture, code and text translation patches are applied on the fly (interestingly, the first-person camera has inverted versus original controls). - Interestingly, does Vulkan API also use? 58 225 More about the N64 emulator. Used
Japanese ROM Shindou Pack (long jumps here is not). Texture, code, and translation patches are applied to the game on the fly (interestingly, the first-person camera has reverse control). Strange, but also using the Vulkan API? According to the data miner, the Galaxy version differs more from others. The developers recompiled the
original game code to work on the CPU switch. However, audio and graphics run through the emulator. And the main menu of 3D All-Stars, which allows you to choose a specific game, made in the LunchPack engine - the same technology used in Splatoon and Super Mario Maker. about Nintendo, mind, á, á, . 2017 , Super Mario Bros. á
Wi Mario Bros. 31o 2021-2021-2021-2021-o. #nintendo #mario #switch #новости Super Mario 64 ROM Download for Nintendo 64 (N64) in Games Emulators. Play Super Mario 64 game which is available in the US version only on this website. Super Mario 64 is a Nintendo 64 emulator game that you can download to your computer or
play online from your browser. You can also download free ROMs like Super Smash Bros., Mario Kart 64 (V1.1) and Super Mario 64 - Shindou Edition as shown below. Super Mario 64 works on all your devices in high quality. Filename: Super Mario 64 File Size: 6.0MB Genre: Platform Region: USA Console: Nintendo 64 Rating:
Downloads: 2,914,251 DOWNLOAD Super Mario 64 ROM can be downloaded for Nintendo 64 on roms-download.com. Play Super Mario 64 is a platform genre game that was loved by 2,914,251 of our users, who appreciated this game have given rating of 4.3 stars. Super Mario 64 ISO is available in the US version on this website.
Super Mario 64 is a Nintendo 64 emulator game that you can download to your computer and enjoy it alone or with your friends. Super Mario 64 file size - 6.0MB is absolutely safe because it was tested by most trusted antiviruses. Super Mario 64 Обложка североамериканского издания игры для N64 Разработчик Nintendo EAD
Издатель Nintendo Часть серии Super Mario Даты выпуска Nintendo 64: 23 июня 1996 29 сентября 1996 29 сентября 1996 1 марта 1997 1 марта 1997 iQue: Ноябрь 2003 Жанр платформер Возрастнойрейтинг ACB: G — GeneralCERO: A — All agesELSPA: 3+ESRB: для всехPEGI: 3USK: USK 0 Создатели Руководитель
Сигэру Миямото Продюсер Сигэру Миямото Композитор Кодзи Кондо Технические данные Платформы Nintendo 64, iQue Player Режим игры однопользовательский Язык интерфейса английский Носитель 64-мегабит (8 МБ) картридж, Карта памяти Управление геймпад Super Mario 64 (яп. スーパーマリオ64 Су:па:
Марио Рокудзю:ён) — released in 1996 for the Nintendo 64. Along with Pilotwings 64, the game was available when the new console was released. It became the best-selling game for its platform (in May 2003, it sold more than 11 million copies) and was one of the best-selling games in history, and was included in the Guinness Book of
Records in late 2007. Technically, the first three-dimensional game in the Mario series was the platformer Mario Clash in Virtual Boy, in which the player could move Mario between the front and the rear. But in Super Mario 64 for the first time there was a true three-dimensionality with the ability to move in an arbitrary direction, three-
dimensional polygonal models instead of two-dimensional sprites and large open spaces available for study. The Once Princess Peach plot called Mario to his castle with an offer to eat his baked cake and drink tea. Mario comes to the castle and hears Bowser's loud laughter. Mario meets one of the toads, and tells him that Bowser has
kidnapped the princess and the castle stars to create their world in paintings and walls, and he won't let anyone out, so they don't ask for help. Mario goes to the drawings and finds the 120 stars. After the final battle with Bowser, Princess Peach thanks Mario, and they're going to have tea together. The mario game frame travels through
an empty castle and jumps into the images, after which the level begins. At first, a level is available, in which it is necessary to collect 7 stars. After a certain number of stars are set, new levels and access to new doors appear. There are also closed doors, followed by battles with Bowser. In You have to grab him by the tail and throw him
over the bombs. If Mario loses all the points of life, he flies out of the level. Mario in the game can do a large number of tricks and moves, there are bonuses in the form of a cap, with which Mario can fly, become invisible and metallic. After performing certain level actions open certain bonuses in the form of additional blocks, weapons, with
which Mario can enter secret locations. Life glasses are called Power. When you take damage, it decreases. You can fill it by collecting coins with the image of a star. By collecting green mushrooms, you can get an extra life. Developed 5 years before the advent of Super Mario 64, during a collaboration with Argonaut Studios to develop
Star Fox, Shigeru Miamoto made the first sketches of Mario's 3D design and proposed making a super Mario FX 3D game, which should be released on the SNES in a cartridge with a Super FX chip for better visualization of polygonal 3D graphics. Miamoto wanted to develop a game in which the great worlds were miniature. However,
former Argonaut employee Dylan Cuthbert later stated that such a game for SNES was never in active development, and the name was used as a code for the Super FX chip itself. Miamoto decided to change the project to Nintendo 64 because she wanted to focus on Mario's various moves and tricks, and the Nintendo 64 controller had
more buttons for combinations. The game was developed over three years: the first year the team was thinking about the design, and the other two - in direct development of the game. According to Miamoto, at the same time the game was worked on most of the time from 15 20 people. The developers decided to make the levels largely
free for research, but leaving linearity in some individual locations and levels with the boss - according to the developers, they wanted the player to focus on finding Bowser for the player rather than research. 3D graphics were developed with Nichimen N-World with Silicon Graphics. The team decided to add an artificial shadow directly on
top of each object, regardless of lighting, to simplify orientation on the worlds. The most refined element are Mario's movements - the developers focused on him a special attention. The first leaks about the game appeared in November 1995, and a couple of days later it was officially announced for the console coded ultra 64. However, as
then-Nintendo of America boss Howard Lincoln says, not all planned levels were ready at the time, and Miamoto made a strong decision to move the game from traditional Christmas games to the spring of 1996. Nintendo President Hiroshi Yamauti recalled: Miamoto said: If we want to launch the game as soon as possible, we have to
commit and remove un prepared items. But the players have a sharp look, and they will immediately understand where such a stripped-down game is missing. He asked me for another couple of months, and I didn't care. Music and Sounds Composer Koji Kondo Music, as for Mario's previous games, was written by Koji Kondo. In addition
to the new melodies, Kondo made several arrangements of melodies from the early games. Yohi Inagaki was responsible for the soundtrack, selected more than a hundred sound effects for the game. in the main series there was a voiceover of the main characters. Mario was played by American actor Charles Martine, who would later
become a voice actor for Mario, as well as Luigi, Vario and some other characters. Martine also provided Inagaki with access to the Warner Bros. Sound Library, specifically Charles proposed effects for Boo and Bowser's final voice. Leslie Swan, editor-in-chief of Nintendo Power magazine, voiced Princess Peach and helped Nintendo
with the English text. Ratings Review Flood RatingAgregatorInaceGameRankings96.41% (22 reviews) Undecidable Edition Score AllGame GameSpot9.4/10 Russian edition of the Game Country edition, as did its designer Shigeru Miamoto, Super Mario 64 won numerous awards. The game was repeatedly ranked in the best games of all
time in various online game and voting publications. The influence of the game is considered a killer app for Nintendo 64 and, according to many critics, defaults on its success. Lee Hutchinson of Ars Technica, who was an employee of Babbage at the time of the console debut, recalled the huge interest of customers on the console and
their home games: If you think the game's press, Super Mario 64 was supposed to be the best game ever released anywhere, and could cure cancer and feed the world's hungry children. He also noted that despite the fact that the console had only two games at launch, thanks to Super Mario 64 it sold a lot Thecit rule that the console
should have a large library at the beginning of sales to attract an American audience was more often true, but the Nintendo 64 was an exception: a game with well-implemented three-dimensional gameplay that folded in performance and was uns familiar to most players of those years could carry the weight of the entire system on their
shoulders. Journalists and developers consider the game's virtual camera to be the most revolutionary element of the game. Super Mario 64 is considered to be the first free camera game that can be further controlled by a player. Many said the camera system in Super Mario 64 paved the whole genre with a path to the 3D world. The
game is one of the most influential platforms in the genre and for 3D games in general. A GameTM columnist wrote that Nintendo hem, making platforms, constantly looks back on Mario 64. Dan Hauser says any 3D game developer who claims not to have borrowed anything from Mario or zelda (with Nintendo 64) is lying. Theories and
creativity of fans Popularity of the game led to the fact that players actively began searching the game for flaws and secrets. For example, in November 2000, Mexican magazine Club Nintendo published an article by brothers José Angel and Dante Iván, José Villaral, which for the first time spoke of a bug that allows you to use a stick
clamp and a quick click to jump back at high speed, allowing you to go through the game without marking the 120 stars. Since then, this bug, called Backwards Long Jump (BLJ), has become one of the most famous bugs in computer games, especially in the speedrunner environment. At the end of the including Super Mario 64 DS and
Super Mario 3D All-Stars, the bug was eliminated. Luigi's absence from the game led many to believe that he was a hidden character - many thought the track was an inscription on the monument in the castle's backyard, whose outline resembles the phrase L is real 2401 (later the same texture will be found in Ocarina time). In the April
issue, IGN promised a $100 reward to someone who would find a way to unlock Luigi, but none of the ways worked. Luigi will later appear in the game port for the Nintendo DS. By a mystical coincidence, after 24 years and 1 month, Luigi's footprints were found in the game's published source code. However, it was previously known that



Luigi was scheduled to be included in the game, but was cut off from it in the later stages of development. On May 23, 2020, a Twitter user named MegaX2 summarized all the theories of small and large fans and created his own conspiratorial iceberg. The meme began to gain popularity, and some of the theories mentioned in it became
even more popular in the fan environment. First in 4Chan, and then on Reddit and YouTube, one of the most popular is the cryopyped that in the previously unknown beta version, dated July 29, 1995, before entering the levels of Dire Docks and Bowser in the Fire Sea appears a great wario head, pronouncing Do you want to have fun?
Wario shows you fun!, which starts to haunt the player, and as soon as Vario gets up to date with Mario, the game on or off, or displays another screen. In several variations of the urban legend of this version is attributed to several actions, up to the supernatural impact on the player. history warns that you should not look for anything
about this beta version. In another popular version, the artificial intelligence developed by Nintendo inserts various messages and mystical places into cartridges, making each copy personalized, and The Wario's head is only part of these modifications. The review is based on one of Nintendo's Focused on Fun at E3 1996, where Vario's
head, controlled by motion capture and voiced by Charles Martine, offers a text that also features the words Wario show you fun, as well as other betas released years earlier. Fans of the game began actively recreating the beta version and making parodies and reconstructions of The Wario's appearance. The inner world of the game, the
levels and in particular the castle of Princess Peach are a popular destination not only for fans, but also for fan animations and machinima, many of which have become popular and have more than a million views. Reprints and Official Super Mario 64 ports were reprinted on his home console several times: in 1998 it was re-released in
the United States and Europe as the wave of the most popular games (Players' Choice). On November 19, 2006, the game's port was released in virtual console, with improved graphics and adaptation to gamecube and Wii Remote controllers. Extended port for DS ReviewsEd RatingGregatorInvaluatorGameRankings86% In 2004, the
Nintendo DS launched an extended Super Mario 64 DS port. The game was the only DS game available on release in all regions. In it Luigi and the multiplayer mode that could not be implemented in the original version, as well as Yoshi (who became the titular character) and Vario. The graphics were improved and new tasks were added
(the maximum number of stars increased from 120 to 150). By 2008, 6 million copies had been sold, and by 2018 that figure had reached 11 million. The port received critical acclaim, but ratings were slightly lower than the original. Unofficial In 2015, the game was recreated in the Unity engine and was named Super Mario 64 HD. In
2019, fans broke the game's source code from the original cartridge ROM image to the C-code, allowing them to port the original version to any supported platform, and in 2020 a fan port for Windows with 4K support and widescreen was released. Nintendo eventually forced the removal of all of these versions for copyright infringement. In
1997, Shigeru Miamoto first mentioned the name Super Mario 128 as a possible sequel to Super Mario 64 and stated that the work is just beginning. At first they wanted to release it for Nintendo 64DD, but after the big console failure, the development was reduced. Subsequently, a demo video of the new GameCube Super Mario 64 2
game was shown on August 1, 2000. Although the game was expected by many publications and players, development entered the hell of production, and the release date was gradually postponed. In 2007, it was finally announced that Super Mario Galaxy (produced by Yushiaki Koizumi) would be replaced by Super Mario 128, and it
was observed that the gameplay not released was used in the games. Metroid Prime - The Legend of Zelda: Twilight Princess. 1 2 Hardware: Best-Sellers by Platform // Guinness World Records Gamer's Edition 2008 (.). — Guinness, 11o 2008o. — P. 50. — (Guinness World Records). — ISBN 978-1-904994-21-3. Jonathan Sidener.
Microsoft anchors Xbox 360's hopes for 'Halo 3' sales. The San Diego Union-Tribune (May 25, 2007). Дата обращения 29 октября 2007. Архивировано 20 февраля 2012 года. • Nintendo EAD, Super Mario 64. Изд. Nintendo. Nintendo 64 (September 29, 1996). 1 2 Miyamoto, Shigeru &amp; Tezuka, Takashi (January 1996). The Guys
of the Game - (Shoshinkai 1995), Nintendo Power (Nintendo) (No. 80), &lt;http: www.zeldalegends.net/index.php?n=interviews&amp;id=1996-01-np080-miya-tezu&amp;m=html&gt;.  Dylan Cuthbert. Twitter. — SNES Central @dylancuthbert I'm researching unreleased SNES games, was it a game called Super Mario FX ever in
development? Dylan Cuthbert @snescentral no, that was the internal code name for the FX chip. Дата обращения 25 мая 2014. Архивировано 25 мая 2014 года. • IGN Top 100 Games 2007: 5 Super Mario 64 (.) (недоступная ссылка). IGN (2007). Дата обращения 13 февраля 2018. Архивировано 16 февраля 2012 года. Profile:
Shigeru Miyamoto - Chronicles of a Visionary. N-Sider (9th 2000). Дата обращения 14 февраля 2018. Архивировано 24 февраля 2011 года. • Shigeru Miyamoto: Mario 2 could be ready next year (.) // Monthly Electronic Games : magazine. — Ziff Davis, 1997. — September (No. 98). — P. 78. • Full interview. The manufacture of Mario
64: Interview by Giles Goddard (a.) // NGC Magazine. : magazine. — Future Publishing, 2001. — December (No. 61). • ACCL Message Board - Msg: 1910481 (.). Silicon Investor. Knight Sac Media (5o2). Дата обращения 14 февраля 2018. Архивировано 9 сентября 2017 года. • MIGS 2007: Nintendo's Koizumi on the way from the
garden to the galaxy. Gamasutra. UBM (27th 2007). Дата обращения 14 февраля 2018. Архивировано 12 ноября 2017 года. Nintendo's Lincoln is talking about the Ultra 64! (англ.) Monthly Electronic Games : magazine. — Ziff Davis, 1996. — January (No. 78). — P. 74–75. Nintendo's Yamauchi speaks // Next generation (a.) . :
magazine. — Future plc-Future US, 1996. — (No 20). — С. 30. Super Mario 64 - Original Game &lt;/http:&gt;Allmusic. Complex media. Дата обращения 14 февраля 2018. Архивировано 15 февраля 2018 года. The secret origin of Bowser's voice. (неопр.). YouTube (19th 2020). • Super Mario 64 (o.) // Nintendo Power : magazine. —
Nintendo, 1996. — October (No. 89). — P. 67. Super Mario 64 (.). GameRankings. CBS Interactive. Дата обращения 14 февраля 2018. Архивировано 15 февраля 2017 года. Super Mario 64 (.). Metacritic. CBS Interactive. Дата обращения 14 февраля 2018. Архивировано 12 марта 2018 года. Super Mario 64 - Overview .
AllGame. The whole media network. Дата обращения 14 февраля 2018. Архивировано 6 декабря 2014 года. • Super Mario 64 (or .) // Edge. — Future Publishing, 1996. — August (No. 35). — P. 68–71. • Super Mario 64 (a.) // Monthly Electronic Games. — Ziff Davis, 2004. — January. — P. 189. Famitsu gives Super Mario Galaxy
38/40. Engadget. AOL (24th 2007). Дата обращения 14 февраля 2018. Архивировано 12 декабря 2017 года. 1 2 Retro Review - Super Mario 64 (.) // Game Informer. — Cathy Preston, 2007. — July (No. 171). — P. 114. • Review of Super Mario 64.). Gamespot. CBS Interactive (1st 1996). Дата обращения 14 февраля 2018.
Архивировано 15 февраля 2018 года. • Review of Super Mario 64.). Tge. Ziff Davis (25th 1996). Дата обращения 14 февраля 2018. Архивировано 6 августа 2017 года. • Maximum comments: Super Mario 64 (a.) // Maximum: The Video Game Magazine. — Emap International Limited, 1996. — June (No. 7). — P. 116—117. • King of
the Hill (a.) // Next generation magazine. — Imagine Media, 1996. — September (No. 21). — P. 147. ↑ Борис Романов. Super Mario 64 (.) // a: . — 1996. — (No. 07). — С. 64–66. 1 2 Best 100 IGN Games (.). IGN (2003). Дата обращения 2 февраля 2008. Архивировано 20 февраля 2012 года. 1 2 Best 100 IGN Games (.). IGN
(2005). Дата обращения 11 февраля 2006. Архивировано 24 августа 2011 года. 1 2 Best 100 IGN All-Time Games. IGN (2007). Дата обращения 2 февраля 2008. Архивировано 20 февраля 2012 года. • Top 100 Games of All Time (a.) // Game Informer : video game magazine. — Minnesota, 2001. — August. — P. 36. • The 100
best computer games of all time.). Yahoo! Games. Дата обращения 2 февраля 2008. Архивировано 20 февраля 2012 года. • Autumn 2005: 10-year anniversary contest. The 10 best Games ever. GameFAQs. Дата обращения 26 января 2007. Архивировано 28 января 2011 года. 100 Best Games of All Time (a.) // Monthly
Electronic Games : magazine. — Ziff Davis, 1997. — November (No. 100). — P. 155—156. Note: Contrary to the title, the introduction to the article (on page 100) explicitly states that the list covers only console games, which means that PC games and arcade games were not eligible. What do you mean, you've never played... Super
Mario 64 (.) // Official Nintendo Magazine : magazine. — Future Publishing, 2006. — July (No. 5). — P. 17. 1 2 Who dares wins (a.) // Edge. — Future Publishing, 2007. — July (No. 177). — P. 62–71. • Top 25 Best Nintendo Games – No. 7 Super Mario 64 (N64) (N64). GameDaily. Дата обращения 9 февраля 2008. Архивировано 12
марта 2008 года. Hutchinson, Lee How I threw 3 consoles (and found true love) in Babbage's store number 9.). Ars Technica (January 13, 2013). Дата обращения 20 июня 2020. Conker's BFD : Commentary by Director Prt 7. Conker King. 12 Guinness Records. Guinness World Rec Gamers Ed-P. — Little Brown Books, 2008. — 266 .
. Nintendo Power 250.a number! — South San Francisco, California: Future US, 2010. — С. 48. The Essential 50 Part 36: Super Mario 64 1UP.com (.). web.archive.org (28th 2016). Дата обращения 5 июля 2020. • GamesTM staff. Super Mario Galaxy Review // gamesTM (a.) . — Imagine the publication (a.) ., 2007. — (No 63). — С.
129. Suellentrop, Chris. American in Su Más Felonious, The New York Times (9th 2012). Дата обращения 5 июля 2020. • www.sm64.com - History of long jump back.). www.sm64.com. 4th 2020. • Glitch cuts. Super Mario 64: The long jump backwards. Glitchcuts (February 13, 2019). Дата обращения 24 октября 2020. José Angel Ruiz
Villareal; Dante Ival Luiz Villareal. 70 Stars? For what! Nintendo Club (November 2000). Ass Warp is a good translation for Super Mario 64 Glitch (.)  (неопр.) ?. Jezebel. Дата обращения 24 октября 2020. What does Super Mario 3D All-Stars mean for speed racers? (англ.)  (неопр.) ?. ScreenRant 2020). Дата обращения 24 октября
2020. IGN: Looking for Luigi (looking for Luigi). web.archive.org (11th 2007). Дата обращения 4 июля 2020. Luigi Is Still Missing - IGN. Дата обращения 4 июля 2020. Luigi has finally been found in Mario 64 (.)  (неопр.) ?. Gamespot. Дата обращения 24 октября 2020. Patricia Hernandez. Fans celebrate how Nintendo Gigaleak
validates the myth of Super Mario 64 Luigi. Polygon (July 27, 2020). Дата обращения 24 октября 2020. Tom Phillips. 25 years later, Nintendo fans have finally found Luigi in Super Mario 64. Eurogamer (27 July 2020). Дата обращения 24 октября 2020. 1 2 What is Super Mario 64 Iceberg Conspiracy Theory? (неопр.). Kotaku Australia
(17th 2020). Дата обращения 24 октября 2020. • /v/ - Video games » #509570075 threading (.). arch.b4k.co. 4th 2020. • /v/ - Video games » #509284468 threading (.). arch.b4k.co. 4th 2020. Dom Nero. The Internet agrees: 'Super Mario 64' is Nintendo's creepiest game of all time. Esquire (18th 2020). Дата обращения 24 октября
2020. Nintendo - Focused on Fun - featured Charles Martinet - E3 1996. Youtube. • BlackJoystick. The Appearance of Mario (.). Youtube. Vargsnillaz. Wario Apparation, but something is not right (.). Youtube. Luxury station. Wario Apparation REAL FOOTAGE 1996 (.). Youtube. • YouTube - Super Mario 64: Goomba Stompin
(Machinima). web.archive.org (15th 2012). Дата обращения 26 февраля 2020. Mario and Luigi Insane Dinner Argument (Super Mario 64 Machinima) - YouTube (.). web.archive.org (6th 2012). Дата обращения 26 февраля 2020. • MATTHEWGU4. YouTube (July 13, 2007). • SMG4 // Glitch Productions (.). YouTube (May 8, 2011). •
MJacobBarker. YouTube (October 22, 2011). IGN: Super Mario 64 [Virtual Console Review] (.). web.archive.org (9th 2008). Дата обращения 5 июля 2020. • Review of the Super Mario 64 virtual console.). Gamespot. Дата обращения 5 июля 2020. 1 2 Parish, Jeremy Super Mario 64 DS 1UP Review (.) (недоступная ссылка). 1UP.com
(24th 2004). Дата обращения 18 апреля 2008. Архивировано 5 января 2010 года. • Super Mario 64 DS Review (a.) // Edge. — Future plc, 2005. — January. — P. 78. Reed Super Mario 64 DS Review.. Eurogamer (10th 2004). Дата обращения 17 марта 2009. • Super Mario 64 DS Review (a.) // Game Informer : magazine.  Cathy
Preston, 2005. — January. — P. 144. 1 2 Theobald, Phil GameSpy: Super Mario 64 DS Review (.). GameSpy (21st 2004). Дата обращения 9 декабря 2008. • Super Mario 64 DS Reviews (.). GameRankings. Дата обращения 18 апреля 2008. • Super Mario 64 DS (ds: 2004): Reviews (.). Metacritic. Дата обращения 18 апреля 2008. •
GameStop stops DS pre-orders. Gamespot. Дата обращения 5 июля 2020. • New details: Super Mario 64 DS - IGN (.). Дата обращения 5 июля 2020. • Wayback machine (.). web.archive.org (10th 2008). Дата обращения 4 июля 2020. • IR Information : Financial Data - Best-Selling Securities Sales Units - Nintendo DS Software (.).
Nintendo Co., Ltd. s. 5 s 2020. • A fully functioning Mario 64 PC port has been released( . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . VGC (4 May 2020).
Дата обращения 4 июля 2020. Michael McWhertor. Nintendo goes after the PC Super Mario 64 port with copyright claims.). Polygon (May 8, 2020). Дата обращения 4 июля 2020. ETeknix.com. Nintendo knocks down Super Mario 64 Unity Remake. eTeknix (April 1, 2015). Дата обращения 4 июля 2020. • Nintendo Power (.) //
Nintendo Power : magazine. — 1997. — January. Архивировано 27 сентября 2011 года. • Nintendo Power 1988 - 2004 (.). archive.org. 5. 2020. • CNN.com - Technology - The 15 most anticipated games of 2001 - 19 December 2000. www.cnn.com. 5. 2020. • Iwata Asks (.). iwataasks.nintendo.com. 5 of 2020. Martin, Matt GDC:
Speech by Shigeru Miyamoto. Gaming Industry (9th 2007). Дата обращения 8 августа 2016. Shigeru Miyamoto. Shigeru Miyamoto: A Creative Vision – Keynote at GDC 2007. Время от начала источника: 1:09:08. Williams, Bryn GameSpy: Miyamoto's Creative Vision - Page 2 (.). Gamespy.com (8th 2007). Дата обращения 8 августа
2016. • Purchese, Robert GDC: Speech by Shigeru Miyamoto (a.) (18th 2008). Дата обращения 30 июля 2019. Это заготовка статьи о компьютерных играх. Вы можете помочь проекту, дополнив её. Источник —
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