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�
“What the hell is a Sega CD?”





The Sega CD is a CD-ROM drive expansion with hardware enhancements for the Sega Genesis system.  The hardware enhancements included a real-time (1x) CD-ROM drive, a second M68000 CPU, a custom graphics ASIC, an eight channel PCM music synthesizer, and more RAM.  The M68000 in the Sega CD works in tandem with the M68000 in the Genesis.  The custom graphics ASIC added hardware-based graphics scaling and rotation effects akin to the famed MODE-7 used in the Super Nintendo.  And the eight channel PCM music synthesizer complemented the Genesis sound set for more versatility in the music and sound department.  Redbook CD audio playback during certain modes of gameplay was also possible, further expanding the sound capabilities for the Sega CD.  However, the Sega CD is still 16-bit.  It also was not the first system to provide a console with CD-ROM o
