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The Nostalgic Truth about The Wind Waker
The game The Legend of Zelda: The Wind Waker was a game released on the Nintendo GameCube in 2003 that was received by the gaming community as a “QUOTE.” Ten years later, in 2013, six sequels of the game had already been released[footnoteRef:1], and anybody who still cared about that game could still play it on their original GameCubes[footnoteRef:2] or even on the Nintendo Wii[footnoteRef:3]. So when Nintendo released the exact same game ported[footnoteRef:4] to the Nintendo Wii U[footnoteRef:5], titled The Legend of Zelda: The Wind Waker HD, with the huge price tag of $50, there was clearly no practical reason for anybody to buy it… right?! Wrong. The rerelease was a hit. As of September 2016, it was the 9th best selling Wii U title of all time, at 1.98 million units sold! So why was a game this useless so popular? Because Nintendo took advantage of nostalgia. [1:  This is NOT including ports and rereleases, and is NOT including A Link Between Worlds (released later the same year as The Wind Waker HD.) The sequels are Four Swords Adventures, The Minish Cap, Twilight Princess, Phantom Hourglass, Spirit Tracks, and Skyward Sword.]  [2:  GameCubes are very resilient (they don’t age in any way) and very popular, so not many people get rid of them. Almost all my friends still have their GameCubes from years ago solely because there’s no reason to get rid of them.]  [3:  The Nintendo Wii is capable of playing all GameCube games.]  [4:  A video game port is the same game, modified slightly to run on a newer console. There are also sometimes very minor changes to the game.]  [5:  Note that the Nintendo Wii U is distinct from the Nintendo Wii. The Wii U is NOT capable of playing original GameCube games. (Although many hackers have made it possible very easily, but that’s beyond the scope of this essay. )] 

So why is playing the rerelease more nostalgic than just playing the original? Nintendo purposefully made it nostalgic through the same means as numerous other forms of media. For example, Nathan Jurgenson argues “[Photos that were modified to look as if they were very old] immediately caused a feeling of nostalgia and a sense of authenticity.” Simply modifying the context of the photo to look as if it was taken with old technology causes a feeling of nostalgia. And in the subject of music, Mike D’Errico writes that “The sound of chipmusic[footnoteRef:6] will maintain an essential link to nostalgic feelings of childhood video gaming.” Why is that? Well, Glomag (a chipmusic artist) argues that “anybody using 8-bit technology is gonna evoke those feelings,” meaning that simply becaue the new music sound like older music due to the limits of the technology, it invokes feelings of nostalgia unto the listener. Again, modifying the context of the music to sound as if it was created with old technology causes feelings of nostalgia. [6:  Also called 8-bit music, chipmusic is music created with old video game consoles like the NES, and thus sounds very primitive, despite often being in modern musical styles.] 

But how does that relate to the Wind Waker HD? Well, they followed the same guidelines as those above, but instead of keeping the technological limitations to cause nostalgia, they kept the impression that the impression and feeling that the original game gave people. We can see that this also causes nostalgia in Jennifer Egan’s A Visit from the Goon Squad, wherein she writes, “the deep thrill of these old songs lay … in the rapturous surges of sixeen-year-old-ness they induces.” Those songs make people feel the same things that they did when they were sixteen, and thus invoke a “deep thrill”, i.e. nostalgia. But how did they recreate the impression and feeling of the original game?
When the original was released, it was widely regarded as an absolutely beautiful game, so Nintendo had to recreate that feeling in their rerelease. A good way to quantify this beauty is by looking at the draw distance[footnoteRef:7]. Because of the technologic nature of a draw distance, they are almost never mentioned in the reviews of a video game, yet the draw distance in the original Wind Waker was far enough beyond the norm that it was mentioned in reviews: IGN wrote “The draw distance is unchallenged by any other game and as such it’s possible to look literally miles into the distance.” It was also briefly mentioned by GameSpot, who said the game “allows you to clearly see far-off objects and islands with ease.” Because in the original game the draw distance was enough in excess to cause an impression on people, Nintendo had to make that same impression on people again in their rerelease. Since the norm had increased[footnoteRef:8], in order to make the same impression they had to increase the game’s draw distance to beyond the new norm. And it worked! IGN noted in their review of the rerelease, “The increased draw distance really makes trips between islands feel isolated, but also intriguing.” By creating the same impression that the original game did, they exaggerated the nostalgia of the rerelease. [7:  Draw distance is in every 3D game: because the computer can’t handle drawing everything at once, it only actually draws stuff that is within a certain distance from the camera. Thus, games with higher draw distances have higher quality graphics.]  [8:  Over the 10-year gap between these two games, graphics processors became much more powerful, and thus the typical draw distance had increased.] 

In addition, the original took advantage of an experimental technology pioneered by Nintendo on the GameCube, creating a kind of Ooh, that’s cool! feeling for the user. Nintendo created the same feeling in the rerelease with their use of another experimental technology, the Wii U Gamepad. The GameCube allowed the user to use a “GBA Link Cable” to connect a GameBoy Advance to the console. The Wind Waker took full advantage of this by allowing players to purchase items via the GameBoy without interrupting gameplay, which was met with high praise by reviewers: “The Wind Waker makes fantastic use of the GameCube’s ability to link up to the Game Boy Advance” (GameSpot). Then, the Wii U had its own experiment: the Wii U Tablet. So, in the rerelease, they took full advantage with the ability to view maps, inventory, and much more without interrupting gameplay. This created the same that’s cool impression that the original did, thus exaggerating the nostalgia of the rerelease.[footnoteRef:9] [9:  Before you go criticizing that I’m using repetitive wording: I’m doing so purposefully to show the pattern. It’s a writing technique that I love.] 

The biggest impression made by the music of The Wind Waker was that the MIDI instruments[footnoteRef:10] were much higher quality than the previous generation of games, so of course the rerelease did the same thing. In the original, the notes that the MIDI played weren’t any more advanced than the norm, but the quality of the instruments was greatly improved over the norm. When Nintendo made the Wii U remake, they again had to have the same impact. So, they left the notes exactly as they were, and improved again the quality of the instruments. The result was music that had the same impact on the player as the original did, thus once again exaggerating the nostalgia of the rerelease. [10:  MIDI is a way of representing music to a computer that, rather than using a sound file for the whole song, has sound files to represent different instruments and knows what instruments play what notes when. It was very common in older games because it consumes much less space than the alternative.] 

The final element to drive the nostalgia home was the timing of the rerelease. Many of the players of The Wind Waker were early teens. When the HD remake was released, these teens were now in college, or transitioning into a full-time job. That’s one of the hardest times in a person’s life, as evidenced by it being the peak age group for the onset of depression[footnoteRef:11]. Brian Spaid wrote in an article that nostalgia “tends to increase as consumers become more dissatisfied with their present life and seek to revert to the past.” We can all relate to wishing we were kids again, right? That’s what Spaid was referring to: as we become dissatisfied or frustrated with our current lives, we will wish we were kids again. Since many of the players of the original game are just at the hardest time in their life, they’re at the peak of this need to relive their childhood. And what better way to do so than to play the nostalgic games they grew up with[footnoteRef:12]? [11:  As was stated on DepressionToolkit.org]  [12:  The word “childhood” throughout this paragraph is intended to include the teenage years.] 

Thus far, I have shown how Nintendo made The Wind Waker HD extremely nostalgic, even more so than playing the original. Now I will show how all this nostalgia leads to huge amounts of profits for Nintendo. 
The rerelease, because of its nostalgia, gives everyone a surge of emotion, especially comfort. In an article about faux-vintage photo filters, Allison Dailey wrote that “vintage photography comforts us with nostalgic icons. … People think that the past was better, that the grass was greener, … [it is something on which] they can look back in fondness.” She is trying to say that nostalgic things cause us to think of better times, and thus give us a feeling of comfort, among other emotions. This argument also can be applied to video games, and thus The Wind Waker HD makes the onlookers and players get emotional.
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