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Version 0.9 Release Notes 

Version 0.9 is the first public release of Vegas. Vegas started in January 1998 as an experimental project to see if it was possible to emulate the hardware of a gaming system on a home computer. I knew I could do a decent emulation, but I never expected the results to be as good as they eventually were. Why did I wait so long to release Vegas? I never planned on releasing it, though over time the quality and compatibility were high enough that I decided the rest of the world should have the chance to play around with it. What I found most amazing was that the basic emulation was quite trivial. In fact, the total hours of development on Vegas is quite small. The reason for the long stretch of time from start to this eventual release is simply that I’m very busy and months passed with no work being done. Most of Vegas was written over weekends. That said, don’t expect updates at any scheduled date.

What is Vegas? Vegas is an attempt to emulate the Sega Genesis (Sega Mega-Drive) and the Sega 32X. The 32X emulation in Vegas still has a number of compatibility and performance issues, but I feel the Genesis emulation is good enough to finally release. In future releases, I may add Sega Master System and Sega Game Gear emulation. Because I don’t have the time to play every game through to end, I haven’t done thorough testing. Feel free to let me know of any games that don’t work properly, but please don’t e-mail any ROM images.

What is missing from Vegas? Technically, nothing is missing. Vegas emulates every single feature of the core Genesis system (and 32X.) However, controller emulation is limited. Currently I only support keyboard play, but I will eventually add DirectInput support. Another feature I feel that is important, but missing, is saving backup-ram to the computer’s hard drive. Also planned is support for 6-button controllers and the Sega Menacer. These features will eventually be added to Vegas.
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Performance and Compatability Issues:

Vegas was initially written on a Pentium Pro 200. So needless to say, a lot of effort was spent making Vegas run fast on this machine. The average frame rate I encountered on this machine was anywhere to from 30fps to 60fps. Most games are averaging in the 40s. If you have a 266MHZ class machine, I would expect that 60fps would be easy to achieve. I also have a Pentium III 600, and needless to say, it always runs.

Vegas uses a 16-bit rendering engine. Any 15/16-bit bit-depth format is supported. However, if you wish to run Vegas in a window, you will need to set your desktop to 15/16-bit bit-depth. If you run in full screen mode, you don’t need to adjust your desktop depth, however, if you go to windowed mode, the rendering may look funny.

Under windowing mode, Vegas uses a stretched drawing mode in DirectDraw. This means that the Vegas frame buffer is scaled (stretched) to fit the window. If your video card does not support this feature, you may encounter poor performance under windowed mode and I suggest just playing in full screen mode. (BTW, windowed-mode is the most accurate rendering since the full-screen mode doesn’t do any stretching, so the aspect ratios aren’t always correct.)

Vegas uses the computer’s sound card for timing. If you do not have a sound card, then the windows timer will be used instead. However, the windows timer is not very accurate, so frame rates will vary between 56 and 64 fps. If you have a sound card, the frame rate should stay steady at 60 fps. (If you’re playing a PAL [European] game, then replace all references to 60 fps with 50 fps.)

Cool Features

Emulates all rendering features of the Genesis without the need for setting menu options. Vegas dynamically analyzes the scene being rendered and switches between rendering engines on the fly. This is why some simple games run at higher frame rates than more complex games. Typically, games with column shifting and windowing are the slowest.

16-bit renderer instead of 8-bit renderer allows for shadow and hilight effects. In addition, a blurring effect has been added to simulate the blurry NTSC signal generated by the Genesis.

Automatic detection of country of origin. The country code can be changed from the menus to emulate the Genesis running in different countries. There are some games which have different features depending on which country the hardware is set to. Vegas properly emulates the timing differences between PAL and NTSC. A future enhancement will be a dialog at load time which shows you which countries the game was written for and you can choose which one you want.

Interlace mode is also emulated. In windowed mode, the number of scanlines is doubled but the image stays stretched to the windowed view. It looks quite nice. In full screen mode, the renderer attempts to emulate interlacing by rendering alternating scanlines. Which scanline is rendered also toggles each frame so you end up with a flickering image quite similar to the actual hardware.

If you have a copy of the Genesis Bios, you can tell Vegas what it is and every time you run Vegas, the Bios will boot. Now Vegas looks just like a Genesis when you turn it on without a cartridge. Please don’t ask me for a copy of the Bios (or any games for that matter.)

32X

I’ve written all of the emulation for the 32X, however, I haven’t finished finding bugs, so only a handful of games work correctly (and slowly at that [dang it, it has 4 four CPUs running in parallel.])

For the 32X emulation to work, you need to obtain copies of the Master and Slave BIOS Roms. Once you have these Roms, load them from the File/Configure menu. DO NOT ASK FOR ME THESE ROMS. These ROMs must be in a raw binary format.

