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EPOCH CASSETTE VISION
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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Keen-eyed video game import enthusiasts 
have undoubtedly noticed at once time 

or another that Japanese consoles uniquely 
refer to cartridges as "cassettes"—a curiosity 
in large part because the word "cassette" is 
invariably rendered in English. If Japan had to 
adopt an English loanword to describe this 
media format, why not use the English word 
used elsewhere in the world?
 The answer goes back to 1981 and Ep-
och's Cassette Vision console. As the first con-

sole to make use of interchangeable cartridges 
to have hailed from Japan, the Cassette Vision 
set that country's standard for terminology. 
Epoch's choice of foreign terms becomes far 
less confusing once you actually see the design 
of their carts and packaging. The Cassette 
Vision's cartridges closely resembled 8-track 
cassettes in size, shape, color, storage cases, 
and even the exposed opening on one end to 
allow media access. And so, a quirk of industri-
al design became a fact of life.
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KIKORI NO YOSAKU
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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BASEBALL
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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GALAXIAN
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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BIG SPORTS 12
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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MAUSER
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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PAKPAK MONSTER
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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NEW BASEBALL
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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MONSTER MANSION
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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ASTRO COMMAND
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO

Ca
ss

et
te

 V
is

io
n

26



MONSTER BLOCK
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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ELEVATOR PANIC
Developer: Epoch Publisher: Epoch Genre: Shooting Catalog no.: HFC-PO
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Nintendo’s Family Computer, or “Famicom” 
for short, revolutionized the video games 

industry. Going by apperances, it's hard to 
believe this unassuming little system had such 
upheaval in it. Cast in a glossy, cream-white 
plastic with maroon accents, it gives off an al-
most toy-like impression, compact and cheer-
ful. Its earliest games matched the kid-friendly 
stylings of the system, containing the simple 
gameplay and cartoonish sprites found in 

Japanese arcade games of the era. In time, the 
system’s library would diversify immensely 
to cover all genres, ages, and tastes. Still, the 
sight of this console surely evokes a differ-
ent sort of nostalgia in those who grew up 
playing it than the staid, grey, boxy Nintendo 
Entertainment System does for American and 
European Nintendo fans. For a mere hunk of 
plastic and silicon, the Famicom certainly packs 
plenty of charm.
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FAMILY COMPUTER
Developer: Nintendo Manufacturer: Nintendo Catalog no.: HVC-001
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SG-1000
Developer: Sega Manufacturer: Sega Catalog no.: SG-1000

The same day Nintendo launched the Family 
Computer, Sega shipped its own debut 

console, as well as an actual computer: The 
SG-1000 (Sega Game 1000) and SC-3000 
(Sega Computer 3000). Almost completely 
identical internally to America's ColecoVision 
console from the year prior, the SG-1000 
lacked power compared to the Famicom in 
most respects. Externally, however, it evoked 
the same sense of toylike cuteness as the Fam-
icom, with a lower profile and friendly, rounded 

contours. Like Nintendo’s system, it shipped 
with hardwired controllers. Cartridges plugged 
into the slot on the top surface of the console, 
and they could also operate in compatible de-
vices such as the SC-3000. Original SG-1000 
models have become fairly scarce and quite 
expensive on the aftermarket. Happily, later re-
visions of the console are not only more widely 
available, they also tend to be much less ex-
pensive, more stylish, and offer a superior play 
experience in all respects. 
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SC-3000
Developer: Sega Manufacturer: Sega Catalog no.: SC-3000
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The similarities between Sega’s SG-1000 
and Coleco's ColecoVision console didn't 

simply end with their internals. Much like the 
ColecoVision’s expanded personal computer 
variant ADAM, the SG-1000 also shipped in 
the form of an upgraded model that functioned 
as both a games console and a simple home 
computer: The SC-3000. As consumer prod-
ucts go, the SC-3000 saw considerably greater 
success than the ADAM had. For one thing, 
the ADAM suffered a string of design and 
production delays that pushed its launch back 
to 1984, well after the ColecoVision's fortunes 

had begun to fade in the wake of the American 
market crash, whereas the SC-3000 showed 
up day-and-date with the SG-1000. Sega’s 
computer also took up considerably less desk 
space than ADAM, with its processing core 
shipping in a single-unit keyboard barely larger 
than the console itself. The ADAM, on the 
other hand, consisted of multiple large add-ons 
to the bulky ColecoVision and consumed an 
entire desktop. Where ADAM came out on top 
was in terms of its unique software library, as 
Sega never shipped SC-3000 exclusive games, 
only educational and productivity applications.
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Torn between purchasing an SG-1000 
console or investing the extra cash into the 

SC-3000 to gain access to computer applica-
tions? Luckily, Sega didn’t make this an either/
or proposition for its early customers, provid-
ing a simple upgrade path from console to 
computer for those who wanted to take it in 
increments. For those who bought the console 
system only to decide they wanted a proper 
home computer after the fact, Sega offered 
the SK-1100: That is, Sega Keyboard 1100. 

The SK-1100 plugged into the rear expansion 
port of the SG-1000, effectively transforming 
it into an SC-3000 by simply making available 
a keyboard interface—the only meaningful 
hardware difference between the console and 
computer versions of the system. A compact 
little add-on, it tidily boosted the console’s ca-
pabilities and looked sleek doing it. In keeping 
with the established trend between Coleco and 
Sega devices, this was a far smaller (and much 
less expensive) device than the ColecoVision 

SG
-1000

SK-1100
Developer: Sega Manufacturer: Sega Catalog no.: SK-1100
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DONKEY KONG
Developer: Nintendo Publisher: Nintendo Genre: Platforming Catalog no.: HVC-DK
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DONKEY KONG JR.
Developer: Nintendo Publisher: Nintendo Genre: Platforming Catalog no.: HVC-JR
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POPEYE
Developer: Nintendo Publisher: Nintendo Genre: Platforming Catalog no.: HVC-PP
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Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1001
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DONKEY KONG
What more appropriate lead-off for the 

July 1983 debut of Nintendo’s first-ever 
console than the game that put the company 
on the map in the first place: Donkey Kong? No 
game from this era more directly represented 
Nintendo's dreams than this console conver-
sion of an arcade classic. Perhaps their most 
famous creation, Donkey Kong needs little 
introduction. Who doesn't know the epic tale 
of a brave plumber who ascends a construc-
tion site (braving barrels, fireballs, and ladders) 
in his attempt to win back a winsome lass 

abducted by a grimacing gorilla? Although the 
arcade game was two years old by the time 
this version arrived, no one could deny that 
Nintendo put together the most faithful and 
impressive home port yet seen. That fidelity 
was priority one: Nintendo's engineers pur-
pose-built the Famicom hardware to recreate 
the coin-op hit as closely as possible. Donkey 
Kong for Famicom wasn’t 100% accurate to 
its upright sibling—for one thing, it omitted an 
entire stage due to storage limitations—but it 
still made for a stunning Famicom sales pitch.

DONKEY KONG JR.
Nintendo’s second launch title for Famicom, 

Donkey Kong Jr., sees a rare villainous 
turn for Mario as he shackles and cages Kong  
in order to transport and sell him to the cir-
cus. Somehow, the younger Kong's efforts to 
rescue his father take the form of a journey 
through a spring-loaded jungle before the 
scene changes to a strange electrical structure 
and a vertiable forest of manacles. Donkey 
Kong Jr. is reputed to be a bit of heel turn for 
Nintendo as well: They’re been accused of 
having built the game on the program code of 
the original Donkey Kong without involving (or 
paying) the contractors who designed the first 

game's coin-op hardware. Unlike the original 
Donkey Kong, this sequel's Famicom port falls 
well short of the coin-op's visuals. Character 
sprites, especially that of Junior, appear much 
smaller on console, though this version does at 
least contain all four of the arcade machine's 
stages (compared to the truncated Donkey 
Kong). It shipped clad in striking, all-white 
packaging on Famicom, a great contrast to its 
companion release's all-red design (though 
difficult to acquire in pristine condition nearly 
four decades later).
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POPEYE
The third and final Famicom game to hit 

shelves alongside the console, Popeye 
also hailed from arcades. Despite being the 
only one of Famicom's launch titles not to to 
include "Donkey Kong" in its title, Popeye 
shares a close relationship with Nintendo's 
monkey-chasing hit. The designer of all three 
games, Shigeru Miyamoto, originally conceived 
Donkey Kong as a Popeye title, but ultimately 
designed original characters to avoid licensing 
complications. That worked out to Nintendo's 
benefit; Donkey Kong launched the powerful, 
influential, Mario video game dynasty. Where 
would Nintendo be if Super Mario Bros. and all 

that came after had belonged to King Features 
Syndicate? Here at the Famicom launch, the 
game in which Popeye did eventually appear 
suffered the most severe technical compromis-
es in coming to the console. The arcade game 
featured an eye-catching graphical style in 
which backgrounds appeared as simple geo-
metric shapes behind huge, double-resolution 
sprites that looked like actual cartoon charac-
ters. While the game played almost exactly like 
the coin-op version on Famicom, its character 
sprites looked compatively dinky, lacking the 
punch of their coin-op selves. Naturally, Pop-
eye shipped in spinach-green packaging. 

BORDERLINE
While Sega did not document the exact 

launch dates of its SG-1000 releases, 
the company did conveniently number the sys-
tem's games in a simple, sequential series from 
G-1001 to G-1063. In that sense, their history 
as a console superpower begins here with 
catalog no. G-1001, Borderline. Based on an 
arcade shooter that had also appeared (with 
slightly modified graphics) under the name 
Star Raker, Borderline did not have the inter-
national best-selling clout of Donkey Kong. 
Still, in its way, it was every bit as ambitious as 

Nintendo’s big game. Each stage of Borderline 
featured a different form of gameplay from the 
last, with mechanics ranging from auto-scroll-
ing shoot-em-up action to a free movement 
format akin to Dig Dug. Sega shipped many 
SG-1000 games in multiple package vari-
ations. Shown here is the later “small box” revi-
sion of Borderline, in which the entire package 
was sized to fit the cartridge and manual more 
snugly than the larger, more wasteful early 
game boxes.

SG
-1000

49

Fam
ily Com

puter



Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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N-SUB
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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GOMOKU NARABE RENJU
Developer: Nintendo Publisher: Nintendo Genre: Board Game Catalog no.: HVC-GO
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MAH-JONG
Developer: Nintendo Publisher: Nintendo Genre: Board Game Catalog no.: HVC-MJ
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SAFARI HUNTING
Appearing as catalog no. G-1002 in the 

SG-1000 library, Safari Hunting is another 
arcade conversion. It’s not to be mistaken for 
the similarly named Sega Master System pack-
in Safari Hunt, which was a light gun game 
played from a first-person perspective; Safari 
Hunting is instead a top-down game that 
gives players a tranquilizer rifle, a Jeep toting 
a remarkably capacious trailer, and the task of 
stalking through a bush maze as they attempt 
to safely tranquilize and capture as many 
snakes, apes, lions, and elephants as possible. 
Even with the gun explicitly present as firing 
nonlethal rounds, it's difficult to imagine this 
game being created today. One striking feature 
of early SG-1000 packaging is how “western” 
the artwork appears. Compared to Ninten-

do’s cartoonish, manga-influenced early art, 
which falls somewhere in style between E.C. 
Seger and Osamu Tezuka, Sega initially went 
with painterly techniques that either echoed 
the impressionistic realism of a ’70s cigarette 
ad or looked like this—basically high-spec 
MAD Magazine art. Take away the katakana 
text and this could easily be some forgotten 
Atari 2600 release. The SG-1000 line would 
eventually gravitated toward manga-inspired 
packaging as the tastes and expectations of 
Japan’s gaming audience solidified, and video 
gaming became seen as kids’ stuff rather 
than the adult pastime it had been in the early 
days, when the price of console and computer 
hardware prevented them from being a casual 
pickup for kids. 

N-SUB
The third entry in SG-1000's opening trio, 

N-Sub unsurprisingly tkaes the form of 
another military-themed shooting game. Even 
more than box art styles, this really points to 
the fundamental differences between Sega 
and Nintendo’s approaches to publishing. 
Nintendo led with cartoon games that offered 
minimal opportunities for violence, while the 
first three Sega console releases had more 
real-world vibes and revolved entirely around 
shooting. Of course, Nintendo made their 
share of shooting games as well (even Super 
Mario himself was nearly armed with a gun 
until his creators decided to equip him with 
magical flowers that can bounce fireballs 
along the floor. Likewise, Sega made plenty of 

non-shooting games. It’s just interesting to see 
the very different approaches the two com-
panies took as they kicked off their respective 
publishing efforts. This box art makes use of 
the same abstract-yet-realistic ‘70s cigarette 
ad look seen on other early SG-1000 pack-
ages. As for the game itself, it's essentially a 
more elaborate Space Invaders derivative that 
is almost entirely identical to a Nintendo game 
called Heli-Fire; again, the two companies’ 
catalogs had plenty in common! However, Nin-
tendo has notably never republished Heli-Fire, 
unlike Sega with N-Sub, which didn't just ship 
on SG-1000 but also appeared as a hidden 
game in Die Hard Arcade a decade and a half 
later.
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GOMOKU NARABE RENJU
Nintendo has been quite forthcoming about 

the exact dates all officially licensed games 
hit shelves, at least in Japan, so we know 
that Famicom's first follow-up titles arrived 
about six weeks after the console itself: Aug. 
27, 1983. Those two August titles were far 
removed from the arcade favorites that had 
debuted with the hardware; they revolved 
around traditional tabletop games instead. The 
first, Gomoku Narabe Renju, feels like a sop 
to Nintendo's boss. The company's president 
at the time, Hiroshi Yamauchi, famously never 
played video games but was a top-level expert 
in the board game Go. This game, which fit 
into a few kilobytes of storage space and 

whose competitive tactics were powered by 
an 1.79MHz 8-bit CPU, couldn't have offered 
much of a challenge. But it did help frame the 
Famicom as a serious device for adults. The 
version shown here comes from a later run of 
the game. Nintendo began shipping Famicom 
titles in larger, silver-rimmed boxes midway 
through 1984, which were larger and less eas-
ily damaged than early Famicom game boxes. 
Still, something essential was lost in the move 
to a standardized design. In this case, Renju 
originally shipped in a black cartridge con-
tained in a solid white, which echoed the tiles 
used in Go—a pairing disrupted by the new 
silver packaging.

MAH-JONG
As a companion release to their 8-bit take 

on Go, Nintendo also treated Famicom 
owners to an adaptation of a second tradition-
al tabletop game in August 1983: Mah-Jong. 
From this point onward, Mahjong adaptations 
would become a fixture of Japanese consoles, 
typically appearing within the first few months 
following a system's launch. Another standard 
established here: Nintendo based Mah-Jong on 
the Japanese “riichi” variant of the game rather 
than the original Chinese rule set. This very 
early take on console mahjong definitely falls 
under the category of “adaptation” as opposed 

to being a faithful and proper rendition. Ideally, 
a mahjong match should involve four compet-
itors, each of whom sits at one of the cardinal 
points of the compass. However, Mah-Jong 
for Famicom only allows two people to square 
off—or rather, one person and the CPU, as it 
lacks support for a second player. At this point 
in Famicom's lifetime, Nintendo was still sort-
ing through the capabilities of its own console; 
games that involved two people or four posi-
tions would begin to arrive the following year, 
when Nintendo teamed up with Hudson Soft 
for a proper four-person rendition. 
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MAHJONG
Developer: Sega Publisher: Sega Genre: Board Game Catalog no.: G-1004
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CHAMPION GOLF
Developer: Logitec Publisher: Sega Genre: Sports Catalog no.: G-1005
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Developer: Nintendo Publisher: Nintendo Genre: Platforming Catalog no.: HVC-MB
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POPEYE NO EIGO ASOBI
Developer: Nintendo Publisher: Nintendo Genre: Educational Catalog no.: HVC-EN
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MAHJONG
Sega’s first post-launch title for SG-1000 

(going by catalog number) was, much like 
with Famicom, a Mahjong adaptation as well. 
Just as with Nintendo’s take on the game, this 
cartridge works around Japanese riichi rules 
and features a two-position match as a single 
player faces off against the computer, with 
proper four-position matches and multiplayer 
unavailable. Sega's version doesn’t look quite 
as nice as Nintendo’s, a near-inevitability 
given the graphical differences between the 
two consoles, but they’re functionally almost 
identical. The box art is probably where the 
two games appear most distinct. Nintendo’s 

compact package featured a clean, simple, and 
highly literal visual interpretation of the game, 
whereas Sega commissioned a colorful illustra-
tion of a salaryman calling “ron” (the winning 
declaration, akin to “checkmate” or “uno” in 
certain other games) against a dopey-looking 
opponent as a border of dynamic tiles sur-
rounds them. Again, Sega’s love for lively box 
illustrations really does peg these packages to 
their era, and they collectively serve as a trib-
ute to a bygone discipline in this lineup. A rack 
of beautifully drawn SG-1000 boxes hanging 
side-by-side must have been a sight to behold 
back in the day.

CHAMPION GOLF
Sega's SG-1000 sports releases shipped 

under the “Champion” banner, with the 
first of these titles arriving almost immediate-
ly upon the console's debut: Champion Golf. 
As you might expect of a sport sim this old, 
Champion Golf offers a dry and unsatisfying 
take on the sport in question. It's quite primi-
tive, as the workings of golf video games didn't 
coalesce and codify until the following year 
with the innovative swing meter that appeared 
in Nintendo’s Golf. The swing and aim me-
chanics here hearken back more toward the 
Atari 2600 and Intellivision era, offering play-
ers a fixed, bird's-eye view of the course and 
treating the player's caddy as a sort of cursor 
who scurries around the perimeter of the green 

to determine the direction of a drive or putt—a 
clumsy arrangement. More notably, Champion 
Golf is one of the few early SG-1000 releases 
to include a non-Sega credit on the title screen. 
The majority of initial releases were either de-
veloped internally at Sega or produced anon-
ymously by contract developers like Compile, 
but Champion Golf hails from a studio called 
Logitec. Upon closer examination, Logitec ap-
pears to have adapted the Sega release from 
their identical MSX home computer game, or 
perhaps they ported the SG-1000 title to MSX. 
In any case, Sega fulfilled its publishing duties 
with aplomb, shipping the game in a charm-
ingly dated cover painting that looks straight 
out of a 1970s Salem cigarette ad.
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MARIO BROS.
Hitting Famicom in September 1983, Mario 

Bros. seemingly marked the moment that 
Nintendo fully shifted its primary focus from 
arcades to home consoles. At the time this cart 
shipped, Mario Bros. had only been in arcades 
for a couple of months; yet here was Nintendo 
offering it to everyone for home play, meaning 
you didn’t have to seek out the coin-op version 
to enjoy it. Typically, arcade-to-home video 
game conversions adhered to the same timing 
as the theatre-to-home pipeline employed by 
the motion picture industry, thus allowing the 
pay-per-play public release to earn income for 
a while before releasing it for private, at-home 

consumption. For Nintendo to launch a con-
sole adaptation of a major arcade release so 
quickly spoke to their greater ambitions. Mario 
Bros. on Famicom lacked the graphical finesse 
of the coin-op title, naturally, but it played 
with few compromises, including simultane-
ous two-player action. It was a big plus in the 
system’s favor. Naturally, Nintendo shipped it 
in a suitably wonderful box. The cartoon style 
of the illustration has plenty of charm (the 
roundness of Mario and Luigi! The Sidestepper 
bubbling with frothy rage!), and the cart itself 
came in gorgeous creamsicle-orange plastic, 
hinted at here in the art border. 

POPEYE NO EIGO ASOBI
At the beginning of Nintendo's run in con-

sole production, the company had very 
little collective game-making experience. All 
but one or two of their arcade machines and 
standalone television game systems had been 
programmed and designed by outside contrac-
tors, with Nintendo primarily providing creative 
guidance, artwork, and direction. As a result, 
the Famicom library was decidedly thin on the 
ground at the outset, forcing Nintendo to pad 
out the console’s 1983 release schedule by 
repurposing Popeye’s graphics into a teaching 
game called Popeye No Eigo Asobi (Popeye’s 

English Lesson). Not the guy I’d have picked 
for my English tutor, but as Popeye himself 
might say: beggers can’tsk be chooskers, 
yug gug gug. The game action takes place 
in slightly modified versions of the original 
Popeye's backgrounds, but rather than catch 
fluttering hearts thrown into the wind by Olive 
Oyl, our hero instead has to select letters that 
spell out the English-language equivalent to a 
Japanese term uttered by his erstwhile par-
amour before Brutus kidnaps (or punches; it's 
unclear) poor baby Swee'Pea. Unsurprisingly, 
this edutainment oddity never reached the U.S.
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SERIZAWA HACHIDAN TSUMESHOGI
Developer: Sega Publisher: Sega Genre: Board Game Catalog no.: G-1006
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CONGO BONGO
Developer: Sega Publisher: Sega Genre: Platforming Catalog no.: G-1007
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YAMATO
Developer: ELS / Sega Publisher: Sega Genre: Shooting Catalog no.: G-1008
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CHAMPION TENNIS
Developer: TOSE / Sega Publisher: Sega Genre: Sports Catalog no.: G-1009
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SERIZAWA HACHIDAN TSUMESHOGI
Sega’s sixth numbered SG-1000 adapted 

another classic Japanese tabletop game 
into electronic form: Shōgi. You invariably see 
Go, Mahjong, or Shōgi adaptations early in the 
lifespan of classic consoles from Japan. Sega 
and Nintendo collectively covered the bases 
right away with their first consoles. Tsumesho-
gi (or rather, “Serizawa Hachidan no Tsume 
Shōgi”) does not attempt to reproduce the full 
Shōgi experience but rather gives players a se-
ries of self-contained play scenarios that need 
to be resolved, like a puzzle. Given the com-
plexity of the game and the meager processing 
power available on the system, this was prob-
ably the wiser approach. To give the lessons a 
ring of authority, Sega licensed an endorsment 

by eighth-level (that is, hachi-dan) Shōgi 
professional Hirobumi Serizawa. Tsumesho-
gi originally debuted in arcades, making this 
perhaps the SG-1000's most unlikely coin-op 
port. As for the packaging, well, Shōgi resem-
bles Chess at a first glance, with a grid-based 
board and pieces that make use of similar rules 
to Chess elements. Unlike with Chess, though, 
all pieces share an identical shape and can only 
be distinguished by the kanji character written 
on them. Even Sega’s artists couldn’t figure 
out how to spice up the cover illustration for 
a game about, basically, chess puzzles played 
with wooden tiles; they settled for a very literal 
image of a piece launching like a missile into 
the board. 

CONGO BONGO
In stark contrast to the timely brilliance Nin-

tendo brought to Famicom with Mario Bros. 
on Famicom, Sega created a true horror in the 
form of Congo Bongo for SG-1000. In arcades, 
Congo Bongo was literally Sega’s answer to 
Donkey Kong: A game where you climbed and 
leapt your way up a dangerous structure in 
pursuit of a gorilla across four different scenes. 
The arcade hardware had even been built and 
programmed by the same company responsi-
ble for turning the concept for Donkey Kong 
into actual silicon! But this port bizarrely fails to 
recapture the appeal of the original, especially 
its varied challenges and detailed, isomet-
ric graphical style. Congo Bongo in arcades 
looked incredible, rendering the scramble-to-

the-top concept of Donkey Kong into an elab-
orate 3D tableau; Congo Bongo on SG-1000 
does not. This version flattens out the perspec-
tive even as it attempts to maintain some sem-
blance of visual depth in terms of the control 
scheme. The result turns out to be a clumsy, 
ugly mess, a real letdown given that this was 
Sega's own game on Sega's own hardware 
yet looked and played far worse than every 
competing version on other platforms. Fittingly, 
the box art looks as bizarrely unpleasant as the 
game itself. SG-1000 box illustrations tended 
to be reminiscent of Atari 2600 box art; this 
looks like one of those sketchy 2600 releases 
from a fly-by-night publisher that helped pre-
cipitate the “Atari crash.”
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YAMATO
Another combat game on SG-1000? Yes, 

indeed. These things were unavoidable 
in the SG-1000's earliest days, reflecting the 
nature of Sega's arcade business at the time 
as well as the slow divergence of international 
video game design thinking from the U.S.-cen-
tric efforts that dominated arcades throughout 
the 1970s, when most arcade games were 
being created in America. Yamato does at least 
stand apart from most other military-themed 
releases of the era by reflecting a distinctly 
Japanese point of view—quite literally. Play-
ers oversee a foray into historic naval combat 
from the conn tower of a legendary World War 
II battleship, one that looms large in Japan's 

collective memory despite it not really accom-
plishing all that much beyond being scuttled 
and sent to a watery grave in a courageous 
(and unavoidably doomed) final stand. You can 
think of the Yamato as a seafaring counterpart 
to America's Alamo. In terms of gameplay, Ya-
mato feels redundant when N-Sub already ex-
ists. While the two games don't play identially, 
both involve moving laterally across the water, 
firing at targets in the distance while avoiding 
incoming projectiles. Likewise, the box art feels 
like nothing that hasn’t already appeared on 
SG-1000. Thankfully, the platform would move 
beyond WWII  shooters from here as its library 
began to branch out into new concepts.

CHAMPION TENNIS
The box art to SG-1000’s Champion Tennis 

has a real "early 1980s computer mag-
azine cover" feel to it, but it offers a more accu-
rate representation of the game inside than 
you might expect from the slightly awkward 
illustration that appears front-and-center 
here. No, you don’t control a cartoon lady who 
struggles to keep her eye on the ball when 
you play, but those monochromatic figures in 
the background are perfect representations of 
the actual in-game sprites in all their mono-
chromatic, day-glo glory. Champion Tennis 
will feel instantly familiar to anyone who has 
played Tennis for NES, which would hit Fam-
icom about half a year after this title made its 

retail debut. Sega (or possibly contract studio 
TOSE, who are believed to have worked on the 
entirely identical MSX home computer version 
of the game) pioneered a similar setup for their 
game, albeit in a more primitive form than 
Nintendo's subsequent release, with garish 
solid-color visuals and less responsive controls. 
(And no Mario moonlighting as a line judge, 
obviously.) A decent attempt for the era, but 
as with many SG-1000 sports titles, it arrived 
a little too early (and on hardware a little too 
underpowered) to be able to provide the more 
sophisticated and satisfying takes on these 
sporting concepts seen in Nintendo's more 
robust competing attempts on their Famicom.
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DONKEY KONG JR. NO SANSUU ASOBI
Developer: Nintendo Publisher: Nintendo Genre: Education Catalog no.: HVC-CA

68

Fa
m

ily
 C

om
pu

te
r



69

BASEBALL
Developer: Nintendo Publisher: Nintendo Genre: Sports Catalog no.: HVC-BA
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STAR JACKER
Developer: Sega Publisher: Sega Genre: Shooting Catalog no.: G-1010
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CHAMPION BASEBALL
Developer: Alpha Denshi Publisher: Sega Genre: Sports Catalog no.: G-1011
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DONKEY KONG JR. NO SANSUU ASOBI
The second of Nintendo’s quick rework-

ings of a Famicom launch title into an 
educational app, Donkey Kong Jr. No San-
suu Asobi was the only one to make its way 
beyond Japan (as Donkey Kong Jr. Math, 
no doubt to the chagrin of children hoping 
to unwrap an actual video game for their 
birthday or holiday only to discover this 
instead). The failings of this cart have less to 
do with its educational nature than the fact 
that it feels largely incomplete. Players con-
trol Junior as he creates sums, but the main 
game lacks any sort of scoring or timing to 
urge players to hurry along, and the com-
petitive mode requires a second player to 
function, as it lacks any sort of CPU control. 

In Japan, Nintendo initially advertised a third 
of these educational titles, which would have 
been based on the assets of the one launch 
game unaccounted for by the final releases: 
Donkey Kong No Ongaku Asobi, a music 
tutor that would have used Donkey Kong's 
graphical assets (and, presumably, the mic 
built into the Famicom’s Controller II). That 
one never came to pass, possibly because 
the devs couldn’t make a convincing music 
tutor within the limitations of a first-gen 
Famicom cartridge. Or it could be that by the 
time it would have reached stores, the sys-
tem had grown enough that Nintendo didn't 
need more of these awkward half-measures 
to flesh out the Famicom library.

BASEBALL
Baseball may be America’s favorite pas-

time, but Japan collectively gives our en-
thusiasm for the sport a real run for its mon-
ey. Naturally, Nintendo (like Epoch) chose to 
grace its first console with an adaptation of 
the sport as quickly as they could manage. 
Baseball stands out among 1983 Famicom 
releases for being a wholly original creation 
for the console rather than an arcade port, 
an educational ROM hack of an arcade port, 
or a straightforward conversion of a tradi-
tional tabletop or parlor pastime. While this 
wasn’t the most sophisticated baseball sim 
the world had ever seen by this point (that 
honor goes to MLB World Series Baseball 

for Intellivision), but it would prove to be 
perhaps the single most influential baseball 
simulation of all time. The simplicity of its 
design combined with all the fun details Nin-
tendo programmed into it (for example, the 
way the players twitch anxiously in anticipa-
tion of the pitch) give it far more personality 
than you might expect from such a primitive 
sports title. Its cartoonish graphical style and 
screen layout would spawn countless imita-
tors. Baseball would naturally come to the 
U.S. for the NES launch, but the energetic 
Famicom illustration captures the look of the 
game more convincingly than the fake pixel 
art Nintendo of America used for its boxes.
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STAR JACKER
Star Jacker. Perhaps the name is meant to 

be a play on "hijacker" or "car jacker"? This 
shoot-em-up does not involve any sort of theft, 
however. On the contrary, it's a game in which 
your resources are steadily depleted in a battle 
against attrition. In a fairly unique twist, Star 
Jacker gives the player several extra lives but 
requires you to control all of them at once. Your 
starfighter leads a trail of backup ships around 
in a strange take on the phrase "wagon train 
to the stars," as your extra lives become a grim 
burden that makes you more vulnerable to 
attack. All of your ships fire projectiles at en-
emies, not just the fighter in the lead position, 
and each of them is vulnerable to enemy attack 

in return. Star Jacker gives you the somewhat 
sickening experience of watching your bonus 
chances tick down as they fall afoul of enemy 
fire, your firepower diminishing accordingly. 
This creates a curious play dynamic in which 
your ship grows less powerful as your life 
train is whittled down and you lose a source 
of firepower; at the same time, your shrinking 
convoy makes it easier to evade foes. Even if 
the gameplay revolves around an unconven-
tional twist, the cover illustration for this game 
is classic with a 1970s-era John Berkey style 
about it. Admittedly, it feels a little off-brand, 
with the fighter draped in deco reminiscent of 
a tablecloth swiped from some Italian bistro.

CHAMPION BASEBALL
Because America’s favorite pastime is also 

Japan’s favorite pastime, the SG-1000 got 
a baseball game right out of the gate the same 
as Famicom did. Alpha Denshi's Champion 
Baseball went over well enough with audienc-
es that it ended up being released in arcades 
on hardware similar to the SG-1000 to consid-
erable success in Japan. Unfortunately, what 
flew in 1983 does not always hold up four de-
cades later. Champion Baseball offers a limited 
and primitive take on the sport at best, remi-
niscent in many ways of an Atari 2600 game. 
To its credit, the heavily automated fielding 
does a good job of keeping the score down to 

reasonable, realistic levels, which sets it apart 
from the majority of 8-bit sports games. More 
often than not, early baseball games handed 
fielding control to players without providing 
them with a system that could make full use 
of the feature, making any interaction outside 
of batting a nightmare and leading to lopsided 
scores in which the computer dominated the 
player. Likewise, the cover art does a lot to 
boost the game; its old-school illustration of a 
batter standing astride a split field of primary 
colors is a really strong image! Unfortunately, 
the pitcher juts out at an awkward tangent, a 
tiny man growing out of the batter’s face.
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OTHELLO MULTIVISION
Manufacturer: Tsukuda Original Catalog no.: G-1003

Othello Multivision
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Sega had big ambitions for the SG-1000 
platform, despite their relatively mod-

est expectations for its performance on the 
market. One of those grand ideas involved 
licensing out the console's hardware to other 
manufacturers to create SG-1000-com-
patible computers and consoles. Unfortu-
nately, around the same time the SG-1000 
launched, ASCII and Microsoft debuted the 
MSX platform, a similar semi-open spec 
available for licensing and technically quite 

similar (but definitely superior) to the SG-
1000, more or less nipping that ambition 
in the bud. The only SG-1000 derivative 
to make it to market came in the form of 
Tsukuda Original's Othello Multivision, an ex-
panded version of the company's LED-based 
handheld Othello board game capable of 
plugging into a television and playing Multiv-
ision and SG-1000 carts. Including the built-
in Othello ROM, the short-lived Multivision's 
library only made it to nine games total.



Q*BERT
Developer: Konami Publisher: Tsukuda Original Genre: Platforming Catalog no.: OM-G001
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GUZZLER
Developer: Tehkan/Tsukuda Original Publisher: Tsukuda Original Genre: Maze Action Catalog no.: OM-G002
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SPACE MOUNTAIN
Developer: Tsukuda Original Publisher: Tsukuda Original Genre: Shooting Catalog no.: OM-G003
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SINDBAD MYSTERY
Developer: Sega Publisher: Sega Genre: Maze Action Catalog no.: G-1012
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Q*BERT
By far the best of the games to appear in 

Multivision packaging, Q*Bert adapted 
Gottlieb's popular arcade game to the SG-
1000 spec quite effectively. Although it lacks 
some of the flair of other versions, including 
the all-important spoken "curse words" upon 
hitting Game Over, this adaptation of Q*Bert 
holds up quite respectably all this time later. 
The secret of its quality undoubtedly stems 
from the fact that, according to several online 
accounts, no less than future home console 
goliath Konami handled the programming 
duties on this cartridge. Konami would main-
tain a relationship with Q*Bert throughout the 

remainder of the decade, even publishing a 
belated NES version of the game under their 
Ultra Games subsidiary, and their affection 
for the property comes through clearly here. 
Even if some of the specifics feel a little off 
from the arcade release, and the difficulty level 
is far more forgiving than in the coin-op title, 
Q*Bert on Multivision captures the essence of 
the game as players attempt to dodge ene-
mies while flipping the colors of its pyramidal 
playfields to a target hue. Due to their scarcity, 
Multivision games sell for a shocking amount 
these days; this is the only one that won't 
result in immense buyer's remorse.

GUZZLER
The second and final of Othello Multivision's 

coin-op ports, Guzzler originally appeared 
in arcades courtesy of Tehkan (better known 
by their later name, Tecmo). It was very much 
a maze chase designed to chase the success of 
maze mega-hit Pac-Man, though as with most 
such Pac-clones, it lacked the simplicity, visual 
appeal, and general playability of Namco's 
masterpiece. This home adaptations recreates 
four of the original game's many stage layouts, 
putting players in control of a strange crea-
ture whose body doubles as a water tank. Sip 

water to fill the tank; spit it to douse fires and 
snuff enemies; and take care not to expend 
all of Guzzler's water lest he be rendered 
helpless in the face of wandering flames. This 
conversion can be tough to love, with lopsided 
difficulty (some stages can be completed in a 
matter of seconds, while others force you to 
manage your ammunition and move precise-
ly through a set routine of actions in order to 
succeed) and some of the most grating audio 
ever to be generated by a home entertainment 
device. 
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SINDBAD MYSTERY
Back on the SG-1000 proper side of things, 

we have Sindbad Mystery, a game largely 
forgotten by history—perhaps unfairly. The 
multi-maze action attempts to capture a slice 
of Pac-Man's success, much as with Guzzler, 
but Sega managed to come much closer to 
achieving that dream than Tehkan did. It cer-
tainly helps that Sindbad Mystery does more 
than simple drop players into a maze chase, 
instead taking cues from some of the better 
single-screen action games of the era. Besides 
the obvious influence, it also channels Heian-
kyo Alien with its dig-and-trap mechanic, 
while the isometric perspective and multi-level 
stages (complete with bridges and tunnels) 
calls to mind Atari's Crystal Castles. Both the 

hero and the monsters he evades call to mind 
Ray Harryhausen's The 7th Voyage of Sinbad, 
though you wouldn't know it to look at the 
packaging; its whimsical cartoon hero looks 
nothing like beefy actor Kerwin Matthews. In 
fact, the cover art style in general represents a 
massive departure from other box illustrations 
on SG-1000 to this point. It’s cartoonish and 
bold, with a simple look to the manga-esque 
main character and a lively environment that 
resembles a painted background animation 
cel. The overall look has more in common with 
Famicom's general cartoon vibe than with the 
painterly commercial illustration of other early 
SG-1000 boxes—surely a better fit for the 
Japanese market.

SPACE MOUNTAIN
The first of Multivision's original creations, 

and arguably the worst, Space Mountain 
plays less like a proper commercial game 
release and more like a teenager's homebrew 
attempt at creating their own version of Atari's 
arcade classic Star Wars. It's not so much that 
Space Mountain was influenced by Star Wars 
as it is that Space Mountain badly recreates 
the entire arcade game, from the space battle 
against legally-distinct T.I.E. Fighter knock-
offs to an awkward trench run sequence with 
opaque controls that require players to pilot 
both their ship and their missile targeting reti-
cle simultaneously. The lack of immersive con-

trol yoke and dazzling vector graphics of the 
actual Star Wars upright hurt any legitimate 
console adaptation of the game, but even the 
worst home rendition of Star Wars managed 
to be more convincing this this sputtering, 
clumsy, poorly programmed effort. Perhaps it 
might not seem quite so offensive if the cover 
illustration didn't present such a stylish and 
exciting representation of what is clearly a Star 
Wars X-Wing fighter facing off against a Star 
Destroyer's fleet of T.I.E. Advances. 

81



SJ-200
Manufacturer: Sega Catalog no.: SJ-200

Compared to its contemporary rival, the 
Nintendo Famicom, Sega’s SG-1000 re-

sembled the previous generation of consoles in 
a lot of ways, and not just because it shared an 
almost completely identical internal architec-
ture with the ColecoVision. Sega's hardware 
simply reflected a more established way of ap-
proaching video games than Nintendo's more 
future-focused design. Consider the SG-1000 
controller: A single-grip joystick designed to 
be held in one hand and manipulated with the 
other. With buttons flanking the grip, it had an 
ambidextrous nature, making it more flexible 

in that respect than Nintendo's game pad. 
Unfortunately, the joystick itself suffered from 
the build issues common to early home console 
joysticks, with a loose and often unresponsive 
stick, spongy buttons that lacked convincing 
action, and a tendency to wear out quickly 
with regular use. Worse yet, the joystick came 
hardwired into the console, so if the control-
ler failed, the whole console was effectively 
rendered unusable. Things would get better 
once the revised Mark II hardware shipped. But 
in the early days, Sega fans had to rely on the 
less-than-reliable SJ-200 stick.
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The SG-1000 boxes featured in this vol-
ume appear in two different formats. Sega 

initially released its games in oversized card-
board boxes, but somewhere along they way 
they reworked the packaging to be just large 
enough to contain a cartridge and manual. 
Many games appeared in large boxes before 
being reissued in the compact format. Though 
economical and tidy, the small boxes lacked 
the craftsmanship of SG-1000's big boxes, 

where the front cover opens like a book to 
reveal a pocket for the game manual opposite 
a nook that held the cartridge securely in place 
while allowing it to be removed easily. The 
box front remains secure when shut thanks to 
a small, self-contained, tab-and-slot design. 
These thoughtfully engineered packages make 
it clear that their owners are meant to keep 
the box along with the cart rather than simply 
discarding it. 
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MONACO GP
Developer: Sega Publisher: Sega Genre: Racing Catalog no.: G-1016
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SEGA FLIPPER
Developer: Sega Publisher: Sega Genre: Pinball Catalog no.: G-1017

SG-1000
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POP FLAMER
Developer: Jaleco/Sega Publisher: Sega Genre: Maze Action Catalog no.: G-1019
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PACAR
Developer: Sega Publisher: Sega Genre: Racing/Maze Action Catalog no.: G-1020
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SEGA FLIPPER
Sega Flipper’s box art makes a stunning first 

impression. Vivid and bold, it spices up the 
staid video pinball genre with a visual repre-
sentation that captures the energy and flash 
of a real pinball table through crisp, flat, comic 
book-style art, which is then enhanced by a 
few key applications of airbrushing to simulate 
the reflective silver of a steel pinball. A fantas-
tic illustration. As for the game itself? Good, 
but it doesn't live up to the cover representa-
tion of the software contained inside. Bear in 
mind that this was one of the earliest proper 
interpretations of pinball in console form; be-
fore this, pinball titles leavend their real-world 
simulation with elements of shooters or the 

Breakout genre, as with Namco’s Gee Bee. 
Sega Flipper compacts an entire pinball table 
into a single screen, with a complex design 
containing two sets of flippers and a decent 
simulation of ball physics. The action is fast-
paced and unforgiving, just like the real thing, 
but the graphical limitations of the system 
make for a less precise simulation than you 
might hope. Still, Sega Flipper manages to be 
every bit as convincing a recreation of pinball 
as many titles that would ship years later. 
This is a nice exampke of Sega leaning into its 
arcade roots on console, for all that "arcade 
gaming" entails. 

MONACO GP
Given how badly Sega whiffed its conver-

sion of arcade hit Congo Bongo to SG-
1000,  Monaco GP becomes the biggest title in 
the system's early lineup. Arguably, the original 
coin-op release put Sega on the map as an 
arcade powerhouse in the first place. Certain-
ly it set the tone for many of Sega's greatest 
successes. Monaco GP was a high-speed, top-
down arcade racer that has yet to see a truly 
perfect home conversion due to its place in the 
Sega legacy as the company's final machine to 
make use of TTL-based hardware rather than 
a modern microchip-based setup. This gave 
the original hardware some unique features, 

such as a roadway that constantly expanded 
and contracted to create the impression of 
a narrowing highway, as well as an external 
LED-based score panel. While the SG-1000 
hardware obviously couldn't recreate those 
elements, the essence of Monaco GP comes 
through effectively here: The race through the 
tropical roads, the transitions onto slippery 
roads, the high-speed emergency vehicles that 
threaten to plow into your racer from behind, 
even the broken bridges that need to be leapt. 
Monaco GP turned out to be such a strong 
conversion that it would remain in circulation 
throughout the SG-1000's lifetime, making its 
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POP FLAMER
Pop Flamer couldn't possibly have lived 

up to its packaging no matter how good 
the game actually turned out to be. From the 
vaguely naughty-sounding title to the delirious 
pop-art illustration, Pop Flamer gives off an 
aura of whimsical confidence. It has a mouse, 
with a flamethrower, who blasts frogs as he 
evades what appears to be Godzilla. By all 
appearances, an absolute digital masterpiece. 
In action, however, Pop Flamer falls flat by 
playing miserably. Aimless design, confusing 
mechanics, and a tendency for your character 
to get stuck on corners of the scenery in the 
midst of heated monster pursuit: All of these 

factors combine to make for a profoundly 
unconvincing take on the maze-chase genre. 
The box art isn’t misleading, precisely, because 
all the elements it depicts appear in-game; 
they simply appear in game with less style and 
exuberance. Pop Flamer really does feature a 
mouse with a flamethrower who has to pop 
balloons and evade Godzilla. But there’s no real 
creative spark behind this seeming whimsy; 
Pop Flamer contains a random jumble of ideas 
flailing in a desperate bid to find a compelling 
gimmick—a failed bid. Such a pity. 

PACAR
S  achieved minor arcade success with its 

early racing game Head On, enough so that 
it went on to have a moderately interesting 
legacy for a decade afterwards. Sega licensed 
the game to Nintendo, who shipped it as Head 
On N, and a revamped version of the game 
lived on for years as a built-in test ROM in 
some of Sega's later coin-op boards, an inclu-
sion made entirely to satisfy the technicalities 
of a particular Japanese arcade law. Somehow, 
though, no Sega home console ever received 
a port of Head On. Nintendo’s Game Boy got 
one as late as 1990 with Tecmo's Power Rac-
er, but Sega failed to bring this foundational 
arcade racer home to its own systems. Instead, 
they published Pacar, which was effectively a 
Head On sequel and arguably a better game, 

with more complex stages and more challeng-
ing design. And the name—"Pac-Car," as in 
Pac-Man plus car—speaks to the enthusiasm 
with which Sega embraced the maze action 
genre that followed in Head On’s wake. This 
successor offers players more dots to drive 
over, more complex level layouts, and even 
energizer pellets to allow you to turn the tables 
on the enemy racers.  The cover art does a 
grave disservice to the contents inside; Pacar 
as a game is as superior to its box illustration 
as Pop Flamer is a disappointment compared 
to its respective packaging. Look past the 
questionable drawing and you have another 
excellent example of the maze chase genre to 
sit proudly alongside Sindbad Mystery.
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Developer: Sega Publisher: Sega Genre: Gambling Catalog no.: G-1027
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Developer: Jaleco/Sega  Publisher: Sega Genre: Shooting Catalog no.: G-1028
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SEGA-GALAGA
The first-ever home console conversion 

of Namco's arcade masterpiece Galaga 
appeared on SG-1000 at the end of 1983 by 
way of a rendition that publisher Sega took 
so much pride in they put their name on it. 
Sega-Galaga is a respectable adaptation—per-
haps unsurprisingly, as Namco handled the 
conversion themselves rather than farming it 
out or leaving it in Sega's hands. Even so, the 
SG-1000’s technical limitations do rear their 
head in a few notable ways. This adaptation 
lacks the “challenging stages” that serve as 
a breather and bonus opportunity every few 
levels. The movement of ships looks quite 

choppy. Enemies really only have one pattern, 
which simply gets faster and faster with each 
new stage. Given that this was the only home 
version available in Japan for a year or so, 
players at the time were more than happy to 
make do. Sega's box illustration is a fairly plain 
“airbrushed space ships flying around” affair, 
but it does show off the insectile Galaga lead 
ships to clear effect, so it does the trick (even 
if the formation of ships in the background 
looks more like a flock of escapees from Space 
Invaders).

SPACE SLALOM
Space Slalom for SG-1000 is not really 

much of a game. It’s a racing game, sort of, 
but you don't have to best any sort of compet-
itors. You simply race against the clock, at-
tempting to pass through sets of winking stars 
(the gates that explain the “slalom” part of the 
title) with a space shuttle (the “space” part 
of the title). Not unlike Space Mountain, the 
cartridge Sega published into the world feels 
less like a polished commercial release and 
more like the a program you’d have typed in 
from a listing in the back of a computer maga-

zine in the early 1980s. In that sense, this is a 
relic of a bygone era: An era when seemingly 
amateur game projects could make their way 
to retail pretty easily, overlapping with the era 
of shuttlemania. NASA's space shuttle used to 
be the peak of cool, a sci-fi concept made real. 
Perhaps due to its mediocrity, Space Slalom is 
the SG-1000’s second rarest release, and in six 
months of combing auction and Japanese retro 
retailers, the kind of game that sells for $1000 
or more... when you're actually able to find it. 
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PACHINKO
The only game less common and more 

avidly sought by hardcore SG-1000 col-
lectors than Space Slalom, Pachinko regularly 
fetches prices in the $2000-3000 range. That 
astronomical price did not come about as a 
side effect of the “retro bubble”; Pachinko has 
always been a coveted collectible. By some 
accounts, Sega recalled it immediately upon 
launch due to a defect in production, replacing 
it almost immediately with a sequel (Pachinko 
II) that was more an expanded rerelease than 
a proper sequel. While some pricey collectibles 
demand to be played by every due to their 
exquisite design and well-deserved legendary 

status, that is not the case for Pachinko. Sega 
programmed a single virtual pachinko table for 
this cartridge, which means “play” consists of 
launching balls into a handful of targets. This 
involves no test of skill; you simply hold down 
a button and nudge your aim slightly until you 
run out of either pachinko balls or patience. 
Supposedly pachinko games are popular 
among fans of the location-based machines for 
allowing them to practice, in which case you 
can imagine how little value there would be in 
a flawed simulation of a single table.

EXERION
There’s something simultaneously won-

drous yet heartbreaking about games on 
vintage systems that strain to punch above 
their weight. The SG-1000 port of Jaleco’s 
Exerion definitely falls under that heading, 
and it elicits precisely that complex blend 
of emotions. In arcades, Exerion featured a 
split-screen scrolling effect that created the 
impression of an alien landscape zooming 
past below your fighter as you dodged and 
juked to avoid incoming fire, all while grap-
pling with an unconventional feature that had 
been prominent in early American-made space 
games like Computer Space and Asteroids 
but tended not to feature in Japan's descen-
dants of Space Invaders: Inertial weight and 
movement. Exerion's scrolling gimmick looked 

pretty amazing in arcades of the time, even if 
it ultimately amounted to nothing more than 
a whiz-bang visual effect tarting up a mostly 
standard take on the shoot-em-up. The SG-
1000 lays bare that illusion. Unfortunately, the 
hardware was poorly suited to reproduce that 
kind of visual trickery, with stop-start scrolling 
capabilities and an extremely limited color pal-
ette. The system's limitations turned Exerion 
into an eye-searing headache whose visual 
dissonance highlighted the merely acceptable 
nature of its gameplay. A noble attempt to 
push the console's limits, but literally painful 
to play. The box art fares better, at least, with 
its glorious copyright infringement battle for 
the ages as Luke Skywalker’s T-16 Skyhopper 
faces down Mecha-King Ghidorah.
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PACHINKO II
Developer: Sega Publisher: Sega Genre: Gambling Catalog no.: G-1029
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TENNIS
Developer: Nintendo Publisher: Nintendo Genre: Sports Catalog no.: HVC-TE
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PACHINKO II
While Pachinko has become the single 

rarest SG-1000 game, all but impossible 
to find and typically commanding four-figure 
prices, its scarcity is no great loss to the world. 
That's not a commentary on its value or the 
worthiness of pachinko games, simply a func-
tion of its legacy. Pachinko's sequel, Pachinko II, 
appears far more commonly on the market, and 
at drastically more reasonable prices. It can be 
difficult to get a firm read on exact SG-1000 re-
lease dates, but some online accounts suggest 
Pachinko II launched mere weeks after the first 
game. Certainly its catalog number places them 
in close proximity at retail, being only two spots 
apart in the SG-1000 library. According to the 
internet at large, Pachinko’s rarity stemmed 
from a crippling bug that forced a recall of 
the game, which could be the case. However, 
considering that Pachinko II contains both the 
single virtual table featured in the first game 
as well as two additional tables (both of which 
are far more elaborate than the original table), 
another more likely explanation is that Pachinko 
simply shipped unfinished, so Sega rushed 
the corrected Pachinko II to market. Whatever 
the truth, the two new machines found here 
incorporate more interactive elements than 
the basic table, and it's hilariously easy to rack 
up insanely huge numbers on the score table. 
Sure, there's not much to Pachinko II in terms 
of interactivity, but it certainly does satisfy the 
primal urge to make numbers get bigger.
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TENNIS
Nintendo’s first Famicom release for 1984 

would also be the first NES game ever 
released in America, in a matter of speaking: 
Tennis. Not only would this put in an appear-
ance as an NES launch game, but it reached 
the States long before the console ever 
launched as Nintendo's inaugural Vs. System 
titles in arcades. Anyone old enough to re-
member those distinctive red-blue grid cabi-
nets back in the early ‘80s probably dropped 
a few quarters into Tennis, which may have 
been designed for home console hardware but 
still presented enough graphical and physics 
finesse that it didn't feel entirely out of place 

among 1984's dedicated coin-ops. Tennis 
takes cues from Sega’s Champion Tennis, but 
it makes use of the Famicom’s visual capabil-
ities to present a better-looking (and playing) 
simulation of the sport: A scaling effect and 
shadow for the ball; detailed player sprites; 
and a stronger sense of visual perspective. It’s 
rudimentary and dated by modern standards, 
but it still manages to meet the bare minimum 
threshold for current-day playability. The box 
art plays up the 3D view of the court with a 
dramatic behind-the-player perspective as 
the guy in the forecourt seemingly whiffs his 
return. Love-15, then? 

PINBALL
Following immediately on Tennis' heels 

came Pinball. Nintendo was admitted-
ly not much for creativity in naming when it 
came to video games based on real-world 
analogs, but the effort the company didn't 
put into titles instead went into enriching 
the actual games. Sega Flipper for SG-1000 
had instigated a dramatic leap in quality and 
fidelity over previous console pinball sims, and 
this Famicom creation in turn constituted an 
equally significant step forward from Sega 
Flipper. Pinball incorporated some obvious 
advances, like the multi-screen table design 
and the bonus game in which Mario controlled 

a Breakout-style paddle, but more essential to 
this cart’s success was the addition of con-
vincing ball physics. Where Sega Flipper's ball 
moved along predetermined ball paths, Pinball 
(co-produced by HAL, whose star programmer 
Satoru Iwata was a genius with the Fami-
com’s 6502 processor) featured dynamic and 
reactive ball movement. This made for a more 
immersive, more varied take on pinball, which 
you might not guess that from the prosaic box 
art. It eschews the Famicom house style for a 
literal take on the in-game table featuring pixel 
art, something Nintendo highlighted on U.S. 
NES boxes but largely avoided in Japan.
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GOLGO 13
Developer: Sega Publisher: Sega Genre: Shooting Catalog no.: G-1014
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ORGUSS
Developer: Sega Publisher: Sega Genre: Shooting Catalog no.: G-1015
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GOLGO 13
SG-1000’s first media-licensed game under-

scores the fact that the medium tended to 
be targeted as much toward adults as chil-
dren in its early days. The cold-eyed assassin 
Golgo 13 is Japan’s equivalent to James Bond, 
if James Bond were an amoral, emotionless, 
sex-powered murder machine. This inter-
pretation of Golgo 13 is far simpler than Top 
Secret Episode, the 1988 NES game that most 
American collectors associate with the charac-
ter. Rather than taking the form of a rambling 
global adventure, this Golgo 13 consists of a 
simple shooting gallery where you try to blast 
out the windows of a train so that passengers 
can escape, while trying to avoid dying to 
your own reflected bullets. It’s a strange use of 

the license, but it’s fun enough. The cover art 
makes a better impression than the game: An 
ink-and-paint piece in Saito Productions style 
that manages to work all the gameplay ele-
ments (train, chopper, car, etc.) into the layout. 
Golgo 13 himself holds his trademark custom 
M-16 Armalite machine gun while pointing 
a pistol at the viewer, which seems a bit like 
literal overkill. According to Sega's official re-
cords, neither this game not Orguss appeared 
in stores until 1984, despite having catalog 
numbers that place them ahead of Monaco 
GP—the prevailing theory being that their 
large ROM chips necessitated them being held 
back a few months longer than intended.

ORGUSS
Released adjacent to Golgo 13, SG-1000 

second licensed title, Orguss, was based 
on an anime series that shared a connection 
to Super Dimension Fortress Macross and 
Super Dimension Cavalry Southern Cross. 
That is to say, it's the lost sibling to the car-
toons that appeared in amalgamated form in 
the U.S. as Robotech. Orguss unsurprisingly 
involves robots that transform into fighter jets. 
These shows had no direct connection to the 
Transformers franchise, although perhaps it's 
only natural that Orguss plays a lot like the 
Famicom games based on Macross and Trans-
formers, both of which shipped a fair bit later 
for that platform than SG-1000’s Orguss. The 
transforming mech anime trend peaked in the 

mid ’80s, and games like Orguss, Game Arts' 
Thexder, and Jaleco's Formation Z all repre-
sented attempts to translate that concept into 
video game form—though not with complete 
success. All of them worked like Orguss in the 
broad strokes: Side-scrolling shooters in which 
players control a fighter plane that turns into a 
robot. Here, as in Macross and Transformers 
for Famicom, the game designers didn’t appear 
to have a real sense of direction for the trans-
formation element, so it up being much ado 
about very little. At least the cover art is stun-
ning, with a dead gorgeous cel animation mech 
layered atop a dazzling painted background. 
It's beautiful enough to forgive the mech its 
awkward, lifeless pose.
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GUN
Nintendo's prosaically named Gun acces-

sory shipped in the U.S. with a different 
name ("Zapper") and an even more radically 
overhauled outer shell. In Japan, the Gun simply 
resembled a six-shooter rather than some sort 
of futuristic weapon. That stems in part from 
the fact that domestic gun violence essentially 
doesn't exist in Japan, and certainly not in the 
epidemic state Americans have to live with; by 
the time the NES launched, parent and political 
groups alike had begun to push back against 
realistic toy weapons, and Nintendo of America 
rolled with the punch. That the Gun took this 
specific form, however, has to do with Ninten-
do's own history: The company had enjoyed one 
of its very first hits with a pre-video light gun ar-
cade installation called Wild Gunman, and both 
the Famicom game by the same name as well 
as the accessory required to play it hearkened 
back to the 1970s creation. The Gun packaging 
includes an overt tie-in to the home light gun 
products derived from the original Wild Gunman 
tech with a label stating "光線銃シリーズ" (Kou-
senjuu Series), the brand Nintendo had used for 
toys like the original Duck Hunt and Sheriff—
both of which Nintendo had also adapted into 
video game form. There's a lot of history packed 
into this little plastic gun.
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WILD GUNMAN
Developer: Nintendo Publisher: Nintendo Genre: Shooting/Light Gun Catalog no.: HVC-WG
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SH-400
Manufacturer: Sega Catalog no.: SH-400
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SR-1000
Manufacturer: Sega Catalog no.: SR-1000
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WILD GUNMAN
Where the packaging for the Gun acces-

sory deliberately adopts a vintage style, 
and the rare Gun/Wild Gunman deluxe bundle 
package plays up the old-school history angle 
even more dramatically with a painting of a 
Wild West outlaw that wouldn't have looked 
out of place on an early SG-1000 package, 
the standalone Famicom cart of Wild Gunman 
strikes a more accurate tone with its cover 
art. The aging and colorfully dressed bandit 
here doesn't appear in the actual game, but he 
could very well have done. Unlike the coin-op 

Wild Gunman from the 1970s, which demand-
ed players out-shoot footage of live human ac-
tors (and had nothing to do with the made-up 
Wild Gunman arcade game Marty McFly plays 
at Cafe 80"s in Back to the Future Part II), the 
Famicom and NES game eschewed realism in 
favor of goofy comical Old West stereotypes. 
The contrast between the realistic Gun acces-
sory and the goofy cartoon Wild West outlaw 
on the Wild Gunman game box is one of the 
most delightful visual disconnects in the Fami-
com library.

DUCK HUNT
Like Wild Gunman, Duck Hunt adapted a 

real-world shooting game into video form. 
But where Wild Gunman had been a huge 
arcade installation, Duck Hunt originally made 
its debut as a compact toy designed for homes: 
A light-emitting gun with a projector that 
could detect the light gun’s beam as it reflected 
off the wall on which the target images were 
presented. Obviously, being a television-based 
investion, the Famicom Duck Hunt worked on 
entirely different principles than the toy from 
the 1970s. It also managed to pack a ton of 
personality into its limited premise, by way of 

the cartoonish ducks players attempt to bag 
and the (somewhat) loyal hound who alter-
nately celebrated the player’s successes and 
sneered at their failures. In keeping with the 
Famicom Gun series' celebration of Nintendo's 
pre-video game heritage, Duck Hunt also in-
cluded a skeet-shooting mode that called back 
to an even older Nintendo arcade light gun 
installation: The Laser Clay Shooting System. 
There’s a lot of history in this cartridge! But for 
kids in the ‘80s, it was just a fun test of skill, 
punctuated by the infuriating shenanigans of a 
snickering mutt.
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SH-400
Sega has always been synonymous with 

arcades, and the company leaned into 
that legacy when they moved into the home 
market. The SG-1000’s library heavily empha-
sized arcade conversions, and Sega did their 
best to bring the arcade experience home, with 
peripherals like the SH-400. (“SH” meaning 
“Steering Handle.”) Designed to work with 
Monaco GP and other first-party racers, the 
SH-400 couldn’t reasonably replicate the ar-
cade setup, where players controlled their car’s 
acceleration with a gas pedal. Instead, that’s 
where the “handle” comes into play. 

 The gearshift lever on the left is linked 
to “up” and “down” on the joystick (with the 
wheel itself linked to “left” and “right” inputs). 
In Monaco GP, at least, this produces the 
sensation of up- and downshifting to control 
the speed of your car—a pretty cool effect. 
The SH-400 doesn’t translate nearly as well 
to games that map gas and brakes to buttons. 
The handle controller does have buttons, but 
holding a dash button to maintain speed while 
steering with the other hand just feels off. But 
for games it suits, it’s a great controller.

SR-1000
Text here
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GOLF
Developer: Nintendo/HAL Labs Publisher: Nintendo Genre: Sports Catalog no.: HVC-GL
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ZIPPY RACE
Developer: Jaleco/Sega Publisher: Sega Genre: Racing Catalog no.: G-1026
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SANNIN MAHJONG
Developer: Tsukuda Original Publisher: Tskukuda Original Genre: Gambling Catalog no.: OM-G004
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GOLF
Another groundbreaking sports title from 

Nintendo. Golf may not look like much 
these days, but this was an impressive take 
on the real-world pastime back in 1984. The 
Famicom was just powerful enough to recreate 
the nuances of golf—driving, putting, selecting 
clubs, the pitch of the green—to be convinc-
ing, yet not so powerful it could fully render 
the obligatory ugly pants. The secret of this 
golf game’s appeal was in its swing meters. 
Nintendo crafted a simple yet flexible interface 
here, giving players remarkable control over 
the behavior of their ball while still demand-

ing an element of skill and timing. This would 
go on to be the basis of just about every golf 
sim that doesn’t use the kinetic Golden Tee 
interface. I’m fond of this cover illustration. It 
doesn’t even try to make the duffer here look 
macho or heroic—he’s clearly a doughy mid-
dle-aged guy, which is most likely the exact 
audience Nintendo was aiming for.

HOGAN'S ALLEY
The third and, surprisingly, final light gun 

game Nintendo ever made for Famicom 
was the only one of the trio not based on a vin-
tage toy or arcade installation. Hogan’s Alley 
is a police shooting range simulation, loosely 
inspired by a real training location in the U.S. 
As in the real-world location, this game has 
you gunning down pop-up paper targets while 
trying not to accidentally shoot non-criminals. 
There’s also a mode where you shoot tin cans.
 The Famicom box art is highly literal, fea-
turing a drawing of the actual standard game 

mode. But since the in-game visuals focused 
on big, charmingly illustrated effigies of crim-
inals and innocents, the box ends up demon-
strating no lack of personality for all its lack of 
imagination.
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ZIPPY RACE
Irem racer Zippy Race showed up on SG-

1000 pretty early on. I don’t have just a lot 
to say about this one. It’s a dual-mode game 
that switches from a top-down perspective a 
la Monaco GP to a forward scrolling perspec-
tive—pretty impressive for 1983, but the over-
all design is limited enough that it’s a little hard 
to return to almost 40 years later. Zippy Race 
is a cross-country motorcycle journey from LA 
to NYC against 99 other cars; at each waypoint 
along the way (Vegas, Houston, etc.) you get 
to top off your fuel based on your pole position. 

The game ends when you run out of gas, so 
you really have to memorize the entire route 
for maximum efficiency. The cover art is pretty 
good, at least! Very energetic, cramming all the 
elements of the game into the scene without 
feeling overcrowded. 

SANNIN MAHJONG
Text here
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CHALLENGE DERBY
Developer: Tsukuda Original Publisher: Tskukuda Original Genre: Gambling Catalog no.: OM-G005
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OKAMOTO AYAKO NO 
MATCH PLAY GOLF

Developer: Tsukuda Original Publisher: Tskukuda Original Genre: Sports Catalog no.: OM-G006
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SPACE ARMOR
Developer: Tsukuda Original Publisher: Tskukuda Original Genre: Shooting Catalog no.: OM-G007
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JAMES BOND 007
Developer: Milton Bradley/Tsukuda Original Publisher: Tskukuda Original Genre: Shooting Catalog no.: OM-G008
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CHALLENGE DERBY
Text here

OKAMOTO AYAKO NO 
MATCH PLAY GOLF
Text here
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SPACE ARMOR
Text here

JAMES BOND 007
Text here
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DONKEY KONG 3
Developer: Nintendo Publisher: Nintendo Genre: Shooting Catalog no.: HVC-DT
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Developer: Hudson Publisher: Hudson Genre: Platforming Catalog no.: HFC-NM
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LODE RUNNER
Developer: Brøderbund/Hudson Publisher: Hudson Genre: Maze Chase Catalog no.: HFC-LR
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Developer: Namco Publisher: Namco Genre: Shooting Catalog no.: NGX-4500
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DONKEY KONG 3
Donkey Kong 3 is such a weird game! Note 

that weird does not mean bad, though. It’s 
pretty fun, as long as you can get past the fact 
that (1) it’s a shooter, not a platformer, and 
(2) Mario is not in it. In a sense, Donkey Kong 
3 hearkens back to Nintendo’s pre-DK lineup 
of Space Invaders arcade clones. The point is 
to shoot down bugs with a DDT pump, and 
to scare away Kong by blasting  his backside 
with bug poison. Again: Weird. But pretty fun 
despite that. 
 While I enjoy the “Nintendo house style” 
used for this box illustration, it really under-
scores how generic and unappealing protag-

onist Stanley the Bugman was—the character 
whose game killed the DK series for a full 
decade. That’s some powerful bug spray.

NUTS & MILK
The very first Famicom third-party game—

that is, a cartridge published by someone 
besides Nintendo themselves—was this: 
Hudson’s Nuts & Milk. I suspect most Amer-
icans just know this as one of those random 
old ROMs with a zany title, but there’s a lot 
of importance to this game. For starters, the 
fact that it was published by its own develop-
er set Nintendo’s Famicom apart from Sega’s 
SG-1000, whose games were all published by 
Sega. Cutting other companies in on a bigger 
cut of the profits made Famicom a very inviting 
platform for game creators. It’s also notewor-

thy because Nuts & Milk initially debuted as a 
very different-looking computer game. Hudson 
rebuilt it in the style of Nintendo’s own hits 
(think Donkey Kong), landing on a great strat-
egy: Appealing to Famicom fans by calibrat-
ing content to their expectations. Hudson, of 
course, had already proven a valuable partner 
for Nintendo, programming the software for 
the Family BASIC add-on—a device Nuts & 
Milk was designed to promote, with its custom 
stage editor whose creations could only be 
saved to cassette through the Family BASIC 
system.
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LODE RUNNER
Released either the same day as Nuts & 

Milk OR three days later (depending on 
which official source you believe), the Fami-
com version of Lode Runner gives you a pretty 
succinct statement of Nintendo vs. Sega when 
contrasted against the SG-1000 release. 
Where Sega’s game was a stark, fairly faithful 
recreation of the Apple II original, Hudson’s 
Famicom release is essentially a reinvention 
with slower action and more colorful, car-
toonish graphics. Same basic game design 
(and even common stages), presented in very 

different ways.
 As an early Hudson release, Lode Run-
ner hits all the same marketing beats as Nuts 
& Milk: Colorful visuals and a presentation 
reminiscent of Nintendo’s games, for a heavy 
overhaul of a PC game, with an edit mode 
containing hooks for the Famicom Data Re-
corder peripheral. 
 The cover art is a lot of fun, but it also 
gives you a good sense of how this ver-
sion approaches the Lode Runner property. 
Compare this loose, energetic illustration with 

GALAXIAN
Hot on the heels of Hudson’s releases, an-

other Famicom third-party publisher made 
its debut in August 1984: Arcade powerhouse 
Namco, with a very faithful conversion of their 
1979 hit Galaxian. 
 Galaxian’s sequel Galaga had already ap-
peared on Sega’s SG-1000 the previous year. 
That might make this seem a laughable release 
for Famicom. But by the end of 1984, Namco 
will have published FOUR arcade conver-
sions on Famicom, compared to the one they 
released (by proxy!) through Sega. Here the 

Famicom’s openness to third parties reveal its 
strength. There was simply more money to be 
made with Nintendo, who didn’t restrict releas-
es or require them to be sold under their label. 
Namco’s home division, Namcot, did very well 
for itself on Famicom... right up until Nintendo 
started to impose their own limitations and 
demand a cut.
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DEVIL WORLD
Developer: Nintendo Publisher: Nintendo Genre: Maze Chase Catalog no.: HVC-DW
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HOME MAHJONG
Developer: Sega Publisher: Sega Genre: Gambling Catalog no.: G-1030
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DEVIL WORLD
Too spicy for America! Nintendo’s Devil 

World was a rare Famicom release that 
made its way to Europe but not the U.S., for 
which we can thank the company’s caution 
in navigating the religious mores of a nation 
ready for ANY excuse to get bent out of shape 
about Japanese imports. The box art makes 
it hard to say Nintendo was wrong. Not only 
does it depict Satan looming over the horizon, 
there’s also a green guy brandishing a radiant 
crucifix in the foreground. The game itself has 
no religious substance, but PTA types could 
be a bit hysterical throughout the ‘80s.

 In terms of the game itself, this is proba-
bly the closest Nintendo ever came to making 
a Pac-Man clone, with crucifixes in place of 
energizer pellets. Satan’s role here is to direct 
a couple of minions who move a frame around 
the stage to box in the player.

4NIN UCHI MAHJONG
Even as third parties began to dip a ten-

tative toe into the Famicom market, Nin-
tendo continued publishing first-party titles. 
Well, technically, 4Nin Uchi Mahjong is sort of 
third-party: Developed by Hudson, published 
by Nintendo. The title of this one (“4-Per-
son Strike Mahjong) is a bit deceptive. Unlike 
Sega’s Home Mahjong, this is not multiplayer; 
it’s strictly single-player. The main difference 
between this and plain Mah-Jong for Famicom 
is the addition of up to three CPU opponents 
instead of just one. So it’s proper riichi mah-
jong, but with the twist that it's riichi mahjong 
played against robots. 
 With this release, Nintendo adopted a new 

packaging style. Gone were the tiny, colorful 
boxes that fit a matching cartridge snugly; 
only the carts would come in vibrant hues 
from here on out. Beginning here, first-party 
Famicom games up through the launch of the 
Disk System would come in larger boxes clad 
in a silver (or occasionally gold). Several older 
games would even be reissued in these boxes, 
to ensure maximum monotony on the shelves.
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HOME MAHJONG
Here’s an interesting set: Home Mahjong for 

SG-1000. Admittedly, Mahjong may not be 
everyone’s cup of tea, but scope that pack-in 
bonus accessory! Green plastic wings! See, the 
original Mahjong for the system was exclusive-
ly a solo-play kind of affair. However, Home 
Mahjong hewed a little more closely to the spirit 
of the real game by allowing two people to play. 
Not quite the proper four-seater, but at least it 
hints at the spirit of competition. So why the 
plastic? Well, obviously, you didn’t want the oth-
er player seeing your tiles. The plastic is a blind-
er that attaches to the screen with an adhesive 
strip and flares outward, obscuring your row 
of tiles (which appear in a bottom corner of the 
screen) from your opponent. This was of course 
meant for use on the 12-inch sets common in 
homes in 1984, not huge modern HD TVs.
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LODE RUNNER
Developer: Brøderbund/Compile Publisher: Sega Genre: Maze Chase Catalog no.: G-1031
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PAC-MAN
Developer: Namco Publisher: Namco Genre: Maze Chase Catalog no.: NPM-4500
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LODE RUNNER
Since Sega doesn’t make the official release 

dates of its SG-1000 games public, it’s 
impossible to say which came first: The Sega 
conversion of Doug Smith’s Lode Runner, 
or the bestselling Hudson/Nintendo release. 
What you can say for certain, however, is that 
this port has much more in common aestheti-
cally with the Apple II original than Hudson’s. 
It features simple blue bricks and a tiny white 
stick figure running around at breakneck 
speeds, pumping the level full of makeshift 
pitfalls. I’ve always been a fan of this cheesy 
cover, and I’ve just realized why: The hero’s 

pose reminds me of a Buck Rogers lunchbox 
I had as a kid. That stuff drills into your head 
like the Lode Runner digging a pitfall.

F1 RACE
Nintendo’s F1 Race, co-developed by HAL 

Labs, brought console gaming closer 
to the golden ideal of Namco’s arcade hit 
Pole Position than it had ever known before. 
Thanks to the technical prowess of HAL’s 
programmers (read: most likely Satoru Iwa-
ta), F1 Race looks great. The game featured 
a behind-the-car camera perspective, fast 
forward-scrolling scenery, and even time-of-
day shifts. It’s a really impressive game for 
1984.   While this one was never localized for 
the U.S., it very nearly saw release here under 
the name “Nintendo 500.” Why did it ending 

up going unpublished in America? If I had to 
guess, I’d say it’s because Americans collec-
tively have almost zero interest in Formula 
One racing. Or maybe because the joke in the 
name would work better as “Nindy 500.” Ah, 
everyone’s a critic. 
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PAC-MAN
The prospect of an “arcade-perfect” home 

conversion of a coin-op hit was a big 
selling point for a game system throughout 
the ‘80s. Sure, Namco’s Pac-Man might have 
been a bit past its sell-by date four years after 
its original debut, but there was no denying its 
Famicom rendition looked and played way bet-
ter than everything that had come before. Atari 
2600 version? Forget about it. On Famicom, 
the only thing keeping Pac-Man from looking 
like the real thing were the horizontal screens 
of home TVs. Vertical compression and imper-
fect colors aside, this was legit. 
 The artwork for this one is equally great. 

Instead of dramatizing the maze action like 
usual—emphasizing the heroic nature of the 
chase and the act of eating—the Famicom 
box gives players a little slice of life. Pac-Man 
skates along through town, happily listening to 
his Walkman as ghosts drift in the background. 
The silver corner cladding, previously seen 
on Galaxian, gives Namco’s boxes a distinct 
look, and the number 02 drives home Namco’s 
games as a series—collect ‘em all!

XEVIOUS
Namco’s third Famicom release (you can tell 

by the number in the upper-left corner) 
was Xevious, a game that never seems to have 
picked up much traction in the U.S. Players 
loved it in Japan, though; it would be one of 
the single most widely imitated game concepts 
of the mid ‘80s over there, supplanted only by 
blockbusters like Super Mario Bros. and Drag-
on Quest. 
 An evolution of the Space Invaders model, 

Xevious added to the mix a scrolling environ-
ment (no more drifting in space) and a du-
al-targeting system that allowed the player’s 
Solvalou fighter to hit both aerial and ground-
based targets. It also featured dynamic enemy 
formations, ominous boss ships, and an ear 
worm soundtrack. 
 Interestingly, the box art makes use of a 
screen photo. You almost never saw actual 
pixel imagery on packaging in the early ‘80s; 
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SAFARI RACE
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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CHAMPION BOXING
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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CHAMPION SOCCER
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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HUSTLE CHUMY
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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SAFARI RACE
Sega’s Safari Race feels like the missing link 

between the company’s early racers (think 
Monaco GP and Turbo) and Out Run. You’ve 
got the scenic road race as in Monaco GP (in 
this case, an African drive that evokes the 
Paris-Dakar Rally); the primitive behind-the-
car viewpoint (as in Turbo); and the prospect of 
a race in which skillful driving nets additional 
play time (the entire premise of Out Run). 
 What sets this racer apart from all those 
other Sega games is the “safari” referred to 
in the title. As you make your way across the 
savannah, you have to dodge all manner of 
wild critters in order to avoid a road disaster. 
You also have to stop to refuel at gas pumps 
randomly standing at the roadside. It's ungain-

ly, but it's certainly one-of-a-kind. 
 Like Champion Boxing, Safari Race’s big 
gimmick is the way it juices up the player 
sprite. While opposing racers and wandering 
wildlife are all depicted with classic SG-1000 
single-color sprites, your car—the same car 
seen in Sega Rally more than a decade later!—
is drawn in beautiful detail through multiple 
overlapping sprites that give it an impressive 
combination of size and color. It really stands 
apart from anything seen in the system’s first 
year of software.

CHAMPION BOXING
Champion Boxing marks a significant 

change for the SG-1000 platform; it’s a 
visually impressive game that seemingly tran-
scends the console’s graphical limitations—it 
looks so good, in fact, that Sega would back-
port it into arcades running on a coin-op ver-
sion of the console. 
 Champion Boxing leaves behind the tiny, 
single-color sprites of 1983’s SG-1000 releas-
es to give players control over a large, cartoon-
ish boxer who takes on an equally detailed rival 
through a side-view perspective. Champion 
Boxing may have been long-time Sega design-
er Rieko Kodama’s video game debut, and her 
artistic sensibilities are on full display—even in 

a game about two rubbery muscle men punch-
ing the sweat off each other’s faces. 
 Speaking of faces, this is also the debut 
of Sega’s new, uncredited cover artist, who 
works in a mode that looks a lot like the work 
of Weekly Famitsu cover painter Susumu Mat-
sushita. This artist would would provide box 
art for a great many SG-1000 character action 
games for the next few years.
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CHAMPION SOCCER
As with all the other Champion series 

sports games we’ve seen on SG-1000 
to date, Champion Soccer feels like a decent 
game that Nintendo would do better a year lat-
er. In this case, however, Nintendo wouldn’t do 
it THAT much better. Champion Soccer works 
a lot like Soccer for NES, with the biggest 
difference really boiling down to the fact that 
the field scrolls vertically rather than using the 
horizontal format seen on NES. 
 But otherwise? This is impressive stuff 
for SG-1000. Once again, it features complex 
multi-piece sprites that combine multiple piec-
es to hide each on-field athlete a respectable 
amount of detail, while the ball scales in size 

to simulate rising through the air closer to the 
camera. The one real shortcoming? Choppy 
animation. This is SG-1000, after all. 
 This release features another painting by 
someone whose works closely resembles that 
of Susumu Matsushita. In fact, it's impossible 
to say for certain that it wasn't illustrated by 
Matsushita. After all, he established his studio 
and began painting Weekly Famitsu covers 
in 1986... right around the time SG-1000 and 
Mark III work dried up. Coincidence? Well, 
maybe. But an interesting tidbit nevertheless.

HUSTLE CHUMY
Hustle Chummy feels like it's based on a 

lost arcade game from the early 1980s, 
but by all accounts it only ever appeared here, 
on SG-1000. The whole thing almost comes 
off as developer Compile flipping the middle 
finger to Jaleco and Pop Flamer. Here we have 
a game about a mouse in a maze, collecting 
round red objects while using flame attacks to 
defend himself from tiny Godzillas... just like 
Pop Flamer. That’s about where the similari-
ties end, though—the superficial details. 
 For one, Hustle Chummy is more of a Lode 
Runner-style platformer than a maze game. 
For another, the objects you collect—apples—
have an actual impact on the gameplay. The 
more you gather, the slower you move. You 

can refresh your speed level by stopping by the 
little hole where you, being a mouse, call home. 
Also, it’s fun—the biggest difference between 
Hustle Chummy and Pop Flamer. 
 I’ll consider the artwork the point where 
the two games call a draw. I like the cute 
cartoon style of this illustration, but there is 
something to be said for the wacked-out sur-
realism of Pop Flamer. I think we can all agree, 
however, that SG-1000 box art is generally 
pretty fantastic.
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SG-1000 II The redesigned Sega SG-1000 II arrived 
sometime in 1984 to amend the failings of 

the original console model, adorable as it had 
been. The second model replaced the hard-
wired original SJ-200 joystick with a Fami-
com-style game pad designed to include two 
face buttons and a control interface closer in 
nature to a D-pad. Despite the fact that con-
trollers could be unplugged from the console, 
the hardware still featured snap-in joypad 
docks to simplify storage and minimize clutter 
when not in use. 
 Perhaps more importantly, the SG-1000 
II looked really cool. Low profile, clean lines, 
some delightfully elaborate English text print-
ed along the top surface—it's an exquisite ex-
ample of mid-’80s Japanese industrial design, 
even yellowed with age as with this model. 
This console reminds me of an anecdote about 
the Star Trek films. As the studio was work-

ing behind the scenes on the third movie, the 
designer of the U.S.S. Excelsior (which was 
presented as the starship Enterprise’s superior 
successor) specifically crafted it to look like the 
Enterprise as seen through a lens of 1980s 
Japanese industrial design. 
 The SG-1000 is the epitome that ideal-
ized reference: Clean, simple, geometric lines. 
Perfectly balanced without being symmetri-
cal. Uncluttered, yet embellished with a few 
grace notes of superfluous detail. At the same 
time, it packs a lot of functionality into its slim 
casing, with a cartridge slot, a hidden cable 
connector to link up to the SK-1100 keyboard 
for computer functionality, and snap-in cradles 
on both ends to hold the low-profile control-
lers tidily out of the way.
 Was it as powerful a console as Ninten-
do’s Famicom? Not at all, but it’s a gorgeous 
piece of hardware all the same.
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SUPER CASSETTE VISION
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ASTRO WARS
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ASTRO WARS II: BATTLE IN GALAXY
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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SUPER GOLF
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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FLICKY
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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GIRL'S GARDEN
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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SUPER BASEBALL
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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GIANTS HARA TATSUNORI NO
SUPER BASE BALL

163
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GIRL'S GARDEN
Girl’s Garden is probably the single best-

known original creation for SG-1000, a 
fact that can be attributed to the fact that it 
was the freshman design and programming 
effort for Yuji Naka, who of course would go 
on to program Phantasy Star and Sonic the 
Hedgehog. The game itself is nothing remark-
able, but it is a pretty solid effort that does a 
few interesting things with the platform’s tech. 
The visuals look great—the sprites aren’t as 
elaborate or colorful as in Champion Soccer or 
Safari Race, but somehow the graphics make 
the SG-1000’s 16-color palette look pastel and 
floral rather than garish. It also manages to pull 
off parallax background scrolling, which was 
absolutely just Naka showing off. 

 Girl’s Garden manages to be a decent 
enough game for the era. You need to wan-
der around a garden, collecting flowers and 
avoiding bears. The bears can be diverted by 
dropping pots of precious, hard-to-acquire 
honey. Flowers have to be collected while 
in full bloom rather than as buds or wilted 
blossoms. These minor details lend the action 
enough complexity to sustain interest without 
bogging it down with fussy details. Not a bad 
start. 
 Too bad about the box art, which resem-
bles the cover of a mediocre kids’ comic from 
the ‘60s.

FLICKY
Namco converted a single game to SG-

1000—1983’s Sega-Galaga—then 
promptly defected to Nintendo’s camp. As a 
result, the Famicom saw a port of Namco’s 
minor arcade hit Mappy fairly early on, while 
SG-1000 instead got Flicky, a game designed 
very much in the image of Mappy. Personally, 
I’d say this is the better game. It’s faster, more 
fluid, and revolves around far less convoluted 
mechanics. There are no doors to fuss with, no 
microwave beams blasting across the screen, 
and you don’t have to bounce on trampolines 
to get about. 
 Instead, your tiny bird protagonist leaps 
about under their own locomotion, gathering 
up a team of lost chicks to lead to safety while 

avoiding a rabble of hungry cats. The more 
chicks you rescue at once, the more points you 
earn—but at the same time, a lengthy conga 
line of baby birds is far more vulnerable to 
predators. The risk/reward mechanic here is 
reminiscent of some other SG-1000 releases, 
including Choplifter and Hustle Chummy, but 
there’s a zippy quality to the action and the 
controls that really helps Flicky stand apart. 
 The box art has that distinct cute-yet-ugly 
vibe to it that Japanese illustrators do so well. 
You don't have to like it, but you do at least 
need to respect it.
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PUNCH BOY
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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MAPPY
Developer: Namco Publisher: Namco Genre: Maze Chase Catalog no.: NMP-4500
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LUPIN III
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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NEBULA
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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EXCITEBIKE
Developer: Nintendo Publisher: Nintendo Genre: Racing Catalog no.: HVC-EB
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EXCITEBIKE
Nintendo’s Excitebike concluded the Fami-

com’s modest but nevertheless impressive 
1984 with an inventive racing game that ap-
proached the genre from a fresh angle. Literally: 
While other racers in the early ‘80s presented 
the sport from a top-down perspective or with a 
view behind the car, Excitebike interpreted mo-
tocross racing as a side-scrolling competition. 
As a racer, it uniquely parlayed the Famicom 
hardware’s strengths, as the console’s designers 
built it to support smooth horizontal scrolling. 
Weirdly, this was the first Famicom release to 
really make use of that feature—so you have 
to imagine it made quite an impression. With 
speedy gameplay, stunt-focused motorcycle 
controls, and chunky little cartoon racers with 
a surprising amount of personality, Excitebike 
ended the Famicom’s second year with plenty of 
promise for what lay ahead.

177

Fam
ily Com

puter



BALLOON FIGHT
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ICE CLIMBER
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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EXERION
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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GALAGA
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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BALLOON FIGHT
Placeholder

ICE CLIMBER
Not unlike Urban Champion, Ice Climber is 

one of those games you look back at and 
can see Nintendo getting a feel for console 
game design. It’s not great, but it has a lot of 
interesting ideas that build on previous Ninten-
do creations and hint at things to come. 
 In the abstract, it takes the form of a 
two-player simultaneous game built around 
jumping and smashing overhead platforms. 
Looking at the particulars, the jumping physics 
here are pretty frustrating when examined by 
modern standards—the eponymous Climbers 
leap in shallow arcs, which means you have 

to place yourself very precisely to hop up to 
higher levels of the mountain they're climb-
ing. Despite the frustration, you can see how 
Nintendo would refine these ideas in future 
games; the co-op also helps sweeten the deal. 
 The box art is great: Surprisingly similar 
in composition to the U.S. box art, but packed 
with way more personality. The polar bear and 
seal appear to be absolutely freaking out at the 
sight of a kid in pink smashing through the ice 
from below. Understandably so.
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EXERION
Placeholder

GALAGA
As good as Namco’s Famicom port of 

Pac-Man was, their conversion of Gala-
ga turned out even better. Though inherently 
incapable of being 100% arcade-perfect (what 
with the coin-op's use of a vertical monitor and 
all), its fidelity really spoke well of the con-
sole's capabilities. Everything that defines the 
arcade original can be found here: The enemy 
formations, the starry backdrops, the dual-ship 
strategies, the Challenging Stages, the viv-
id colors and memorable sound effects, the 
exquisite gameplay balance. It’s probably not 
fair to compare this to the SG-1000 port given 

the differences in hardware power, but as 
nicely as Sega-Galaga turned out, this adap-
tation absolutely eclipses it. Even the pop-art 
cover illustration better represents the arcade 
cabinet’s bezel art and side decal colors than 
Sega’s semi-realistic space combat painting 
did. A great conversion that proved, at least in 
1985, the Famicom could still deliver relatively 
recent arcade experiences in fine style.
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RAID ON BUNGELING BAY
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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FORMATION Z
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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SOCCER
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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SPACE INVADERS
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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RAID ON BUNGELING BAY
Placeholder

FORMATION Z
You could look at Jaleco’s Famicom port of 

Formation Z as the system’s answer to 
Sega’s Orguss for SG-1000. Both games see 
you take control of a robot that transforms into 
a jet fighter (or is that vice-versa?). Where they 
differ is in the way that Orguss makes you feel 
like it’s punishing you for turning into the robot 
form, while Formation Z makes the robot form 
itself feel like punishment. 
 Here, the jet mode offers a far more enjoy-
able play experience than the robot conversion, 
but flying around comes with strings attached: 
You have only a limited amount of flight time, 
which you must replenish by collecting energy 

pods while marching along as a robot. This 
is terribly repetitive in practice, and the robot 
sequences last way too long, but nevertheless 
I’d say Formation Z constitutes a more inter-
esting (and more playable) interpretation of 
the convertible-robot format than you normally 
find in this particular genre. 
 It also deserves credit for beating other 
transforming-jet games Macross and Trans-
formers to market, though its fundamental 
lack of inspiration shines through clearly in its 
box art, which is the second Jaleco Famicom 
package to feature an F14/F15 style fighter 
craft—the official jet planes of the 1980s
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SOCCER
Placeholder

SPACE INVADERS
Games like Space Invaders for Famicom 

makes a person wish they could trav-
el back in time to experience the Japanese 
console boom first-hand. You can certainly 
see why arcade colossus Taito would make its 
debut on the system with a conversion of the 
game that put them (and Japan’s games indus-
try as a whole) on the map. But did audiences 
in 1985 care about a game that, by the stan-
dards of that year, amounted to a work from 
the dawn of time itself? 
 You can almost imagine jaded audienc-
es just rolling their eyes at this relic. On the 

other hand, maybe the teens and adults who 
dropped endless streams of 100-yen coins 
into the cabinets during the coin-op’s heyday 
would have been drawn to relive their memo-
ries by the straightforward yet vibrant packag-
ing art of this console adaptation. 
 In reality, it was probably a mix of the two.  
Anyway, Taito would eventually give us top-ti-
er NES creations like Little Samson and Power 
Blade 2, and this was as good a place to start 
that journey as any.
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CHAMPIONSHIP LODE RUNNER
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ZAXXON
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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CHAMPION PRO WRESTLING
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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GP WORLD
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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CHAMPIONSHIP LODE RUNNER
With Lode Runner raking in cash hand 

over fist for Hudson, it should come as 
little surprise that they hustled out a follow-up 
less than a year later. Certainly the original 
Famicom cart left room for further releases, 
given that it excised 100 of the Apple II ver-
sion’s 150 stages.
 Championship Lode Runner was not an 
attempt to bring those missing levels to con-
sole, however. Rather, it directly adapted the 
computer game by the same title. The original 
Championship Lode Runner had been Brøder-
bund’s own Lode Runner update—not quite 
a sequel in the proper sense—compiling the 

50 cleverest and most ruthless fan-designed 
stages that had been crafted with the Apple 
II version’s level builder feature. Here, Hudson 
brought those same soul-crushing creations 
to console to make sure Japanese children 
could experience the same sense of despair as 
American kids had experienced. 
 The stage designs here may represent 
an upgrade over those of the original Lode 
Runner, but the box art feels like a downgrade 
from the joyous cartoon packaging of the first 
game. The main character does look an awful 
lot like Bomberman, though... which would 
turn out not to be a coincidence.

ZAXXON
The name Zaxxon carries a lot of clout 

for people who were old (or at least tall) 
enough to see over the edge of an arcade 
control panel in 1982. Nothing in arcades 
looked quite like this at the time, with its 
isometric viewpoint and constant dual-axis 
threats. Sega borrowed some inspiration from 
Konami’s Scramble here—players have to 
shoot fuel tanks in order to keep their own gas 
tank topped off—but the bold perspective and 
unconventional (for its era) inverted flight con-
trols made for a truly one-of-a-kind shooter. 
 The SG-1000 port was, going its cata-
log number, Sega’s first release for 1985. By 
this point, many American tykes had already 

memorized the ins and outs of the ColecoVi-
sion version, which fared better than Sega's 
own creation in some respects; however, since 
Coleco and SG-1000 existed in completely 
separate markets, few had the opportunity 
to compare and contrast the pair. Sega un-
deniably wins on the box art front, with a 
clever package illustration that encompasses 
both the game's iconic viewpoint and serves 
almost a a walkthrough for the action. By any 
measure, it's a classic given its proper due on 
SG-1000—certainly fares far better than the 
console’s disastrous adaptation of Sega's other 
arcade collaboration with Ikegami Tsushinki, 
Congo Bongo.
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CHAMPION PRO WRESTLING
Text here

GP WORLD
A racing game? On a Sega system? It’s more 

likely than you think. In fact, GP World 
(by any sensible count) clocks in as the SG-
1000’s fourth racer to this point. It's also the 
system's most traditional take on the genre. 
Lacking fanciful objectives or road hazard 
gimmicks, this is—as the title indicates—a pure 
grand prix racing game. It takes place on tracks 
around the world, hence the title.
 The presumed timing of its release would 
seem to put it head-to-head against the very 
similar Nintendo’s F1 Race, which is unfor-
tunate. GP World is a pretty impressive feat 
of programming for SG-1000, but it doesn’t 
compare so well to HAL’s racer for Nintendo, 

which really put the base Famicom hardware—
hands-down a beefier machine than Sega's—
through its paces.
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KONAMI NO SHINYUUSHAIN TOORU-KUN
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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KONAMI NO HYPER SPORTS
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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STAR FORCE
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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OTHELLO
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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KONAMI NO HYPER SPORTS
Konami no Shinnyuushain Tooru-Kun is 

quite the mouthful; the title of its English 
adaptation, Mikie, rolls off the Anglophone's 
tongue with considerably more grace. Of 
course, Mikie and Tooru-Kun bear far more 
significant differences than the length of the 
name printing on their boxes. The former, 
which appeared in arcades in the West, is 
about a school kid trying to win the affections 
of his sweetheart. Konami aged that premise 
down from the original Japanese game con-
cept, in which the protagonist is a young adult 
man who has just entered the world of office 
work. That said, he still wants to win a lady’s 
affections, same as his American counterpart 
Mikie, because some 8-bit motives are univer-

sal. 
 Tooru-kun sees Konami making its debut 
on a Sega platform, a business arrangement 
they’d flirt with from time to time over the next 
two decades but never embrace as enthusias-
tically as their commitment to Nintendo, Sony, 
or even MSX. Even so, Sega fans can't be too 
upset. Some vintage Konami is better than 
none at all. 
 This release sports some of the strongest 
SG-1000 box art to date, with a charming 
early ‘20s century cartoon style drawn with a 
distinctly Japanese twist. Just look at all those 
octopuses.

KONAMI NO 
SHINNYUSHAIN TOORU-KUN
Konami no Shinnyuushain Tooru-Kun is 

quite the mouthful; the title of its English 
adaptation, Mikie, rolls off the Anglophone's 
tongue with considerably more grace. Of 
course, Mikie and Tooru-Kun bear far more 
significant differences than the length of the 
name printing on their boxes. The former, 
which appeared in arcades in the West, is 
about a school kid trying to win the affections 
of his sweetheart. Konami aged that premise 
down from the original Japanese game con-
cept, in which the protagonist is a young adult 
man who has just entered the world of office 
work. That said, he still wants to win a lady’s 
affections, same as his American counterpart 

Mikie, because some 8-bit motives are univer-
sal. 
 Tooru-kun sees Konami making its debut 
on a Sega platform, a business arrangement 
they’d flirt with from time to time over the next 
two decades but never embrace as enthusias-
tically as their commitment to Nintendo, Sony, 
or even MSX. Even so, Sega fans can't be too 
upset. Some vintage Konami is better than 
none at all. 
 This release sports some of the strongest 
SG-1000 box art to date, with a charming 
early ‘20s century cartoon style drawn with a 
distinctly Japanese twist. Just look at all those 
octopuses.
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OTHELLO
Text here

STAR FORCE
Text here
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SPACE INVADERS
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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WHEELIE RACER
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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BOULDER DASH
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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MINER 2049ER
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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SPACE INVADERS
Text here

WHEELIE RACER
Placeholder
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BOULDER DASH
Placeholder

MINER 2049ER
Placeholder
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SUPER SOCCER
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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CHAMPION GOLF
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002

210

SG
-1

00
0



MONACO GP
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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CHAMPION GOLF
Champion Golf shipped twice on SG-1000. 

But this version is catalog number C-05, 
while yesterday’s was G-1005. What’s the 
difference? So far as I can tell, nothing in terms 
of game content; the secret is the medium. 
 Sega updated its console hardware after 
a year or so on the market, building in support 
for a new media format: Credit card-sized My 
Cards. These could hold just as much data as 
the original, chunky, black cartridges, but they 
took up much less space on the shelf. Several 
SG-1000 carts received reissues on My Cards 
once the redesigned SG-1000 Mark II console 
launched, presumably based on their popular-

ity. From this we can determine Sega fans like 
golf more than they like shooting wild animals.
 This also gives me the chance to correct 
some misinformation. It turns out the Game 
Developers Research Institute sorted out the 
story behind Champion Golf developer Log-
itec: They were a computer developer, and this 
cart (or card) was adapted from a game they 
created for the MSX home system. One of the 
designers of this game would later establish 
Kid, the studio responsible for NES classics like 
Burai Fighter, G.I. Joe, and Kick Master.

MONACO GP
You can tell Monaco GP was a big deal for 

Sega, because its SG-1000 conversion 
was one of the few releases for the system 
that received a reissue in the compact MyCard 
format. Same game, much smaller physical 
form factor. 
 The MyCard version shipped with brand 
new cover art. You could be forgiven for not 
spotting the difference at a glance, because 
the lead car is colored and positioned almost 
exactly as on the older box. But this is a more 
literal image with less abstraction in both the 
composition and the rendering. Sega moved 
away from their preferred traditional Western 
cover art look pretty quickly. 
 Also, I misremembered the arcade game 

in my description yesterday—like this port, 
it was strictly top-down. I was thinking of 
Monaco GP’s successor, Turbo, which had a 
revolutionary behind-the-car viewpoint (and 
paved the way for Sega’s really big racer, Out 
Run).
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ZIPPY RACE
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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CHAMPION BOXING
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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STAR FORCE
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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DRAGON WANG
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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ZIPPY RACE
Like Monaco GP, Sega reissued Zippy Race 

in the smaller MyCard format after the SG-
1000 Mark III launched. To my knowledge, this 
version differed from the cartridge release only 
in terms of how much shelf space it consumed; 
the programs contained on card and cart were 
identical.
 It’s a bit of a missed opportunity. Sega 
released a couple of steering peripherals for 
SG-1000, but they were built around a dif-
ferent control scheme than the one in Zippy 
Race. Updated controls would have made this 
a great fit for the motorcycle controller, but it 
was not to be.

CHAMPION BOXING
Champion Boxing was one of the handful of 

games Sega converted from cartridge to 
MyCard. Evidently the kids liked it! Here’s the 
smaller format version.
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STAR FORCE
Text here

DRAGON WANG
Text here
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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NINJA-KUN
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO



KEKKYOKU NANKYOKU DAIBOUKEN
Placeholder

MARIO BROS.
Placeholder
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NINJA-KUN
Placeholder

CHACK'N POP
Placeholder
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DIG DUG
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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FLAPPY
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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WRECKING CREW
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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SPARTAN X
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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DIG DUG
ASCII’s Geimos for Famicom is notable for 

being a rare early third-party shoot-em-
up designed specifically for the console rather 
than converted from an existing arcade work—
which stands to reason, since ASCII’s strength 

was personal computer games, not coin-ops. 
There’s a real Exerion/Zoom 909 vibe to it, as 
the graphics convey a sense of flying toward 
the horizon’s vanishing point through a back-
ground scrolling routine and enemy sprites that 



231

Fam
ily Com

puter

WRECKING CREW
Placeholder

SPARTAN X
Placeholder



HYPER OLYMPIC
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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STAR FORCE
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ELEVATOR ACTION
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05

Fam
ily Com

puter



HYPER OLYMPIC
Placeholder

Fa
m

ily
 C

om
pu

te
r



STAR FORCE
Placeholder

ELEVATOR ACTION
Placeholder

Fam
ily Com

puter



ZOOM 909
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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CHOPLIFTER
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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PITFALL II
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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DOKI DOKI PENGUIN LAND
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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Text here

CHOPLIFTER
Text here
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DROL
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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CHACK'N POP
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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MILKY PRINCESS
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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POP'N CHIPS
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05



DROL

Text here

CHACK'N POP
Text here
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Placeholder
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NEKKETSU KUNG-FU ROAD
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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FIELD COMBAT
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ROAD FIGHTER
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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WARPMAN
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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DOOR DOOR
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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SUPER ARABIAN
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ROBOT BLOCK SET
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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FRONT LINE
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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THE TOWER OF DRAUGA
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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ASTRO ROBO SASA
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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HONSHOUGI:
NAITOU KUDAN SHOUGI HIDEN

Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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HONSHOGI:
NAITOU KUDAN SHOUGI HIDEN
Honshougi: Naitou Kudan Shougi Hiden has 

a very elaborate title, and a very perfunc-
tory box. I guess that’s how you know it’s an 

authentic shougi sim. It wears its bonafides in 
its title—it boasts the name of Naitou Kudan, 
one of the all-time most acclaimed masters of 

ASTRO ROBO SASA
Astro Robo Sasa probably does not sit at 

the top of anyone’s list of greatest Fami-
com games of all time. For those outside Japan 
(the only territory in which it was released 
for the console), Sasa is most likely known 

best for being one of the many games that 
gets skimmed in a casual stroll through ROM 
lists—like A.S.O. and Attack Animal Gakuen, it 
shows up at the start of alphabetical lists, so it 
undoubtedly has been seen by untold numbers 
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ROBOT GYRO SET
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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GEIMOS
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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10-YARD FIGHT
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ROBOT GYRO SET
Placeholder

GEIMOS
ASCII’s Geimos for Famicom is notable for 

being a rare early third-party shoot-em-
up designed specifically for the console rather 
than converted from an existing arcade work—
which stands to reason, since ASCII’s strength 

was personal computer games, not coin-ops. 
There’s a real Exerion/Zoom 909 vibe to it, as 
the graphics convey a sense of flying toward 
the horizon’s vanishing point through a back-
ground scrolling routine and enemy sprites that 
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10-YARD FIGHT
I could maintain a consistent approach to this 

classic game presentation series and show you 
10-Yard Fight’s box art, but that’s not the inter-
esting part about this game. Of greater eye-can-
dy appeal is the cartridge, which is the first of 
Irem’s short-lived but highly coveted LED series. 
 This is not a formal designation; it’s just 
that this cartridge has an LED light embedded 
in it. When you activate the console, the light 
shines. According to former Irem exec Scott 
Tsumura, he was inspired to produce this cart 
style because the Famicom didn’t have a power 
LED; Irem’s games were the only ones that gave 
a clear indication the system had been switched 
on. 
 So why didn’t we see more carts like this? 
Not due to costs, surprisingly. Rather, this was a 
special perk given exclusively to Irem. The com-
pany had planned to enter the Famicom market 
by converting Spartan-X (Kung-Fu), but Ninten-
do’s president liked the game so much that he 
went over the head of Irem’s home division boss 
directly to the president of Irem and worked out 
a deal to develop the Famicom version of Kung-
Fu internally (by Shigeru Miyamoto’s team, in 
fact). The option to incorporate LED lights into 
the carts was a make-good to apologize to the 
devs who were slighted by these political ma-
neuverings. 
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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SUPER MARIO BROS.
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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TONTON BALL
Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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SUPER SANSU-PUTER
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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DORAEMON
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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ROCK'N BOLT
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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ELEVATOR ACTION
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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CHAMPIONSHIP LODE RUNNER
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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H.E.R.O.
Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1002
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Developer: Compile Publisher: Sega Genre: Shooting Catalog no.: G-1003
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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CITY CONNECTION
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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Developer: Konami Publisher: Hudson Genre: Shooting Catalog no.: HFC-PO
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ROUTE 16 TURBO
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05

Fam
ily Com

puter



POOYAN
A funny quirk of history: Hudson publish-

ing a Konami game. Some 25 years later, 
Konami would buy Hudson. In 1985, though, 
Hudson was the big dog in console gaming as 
Nintendo’s most successful third party.Kona-
mi? An upstart with a few minor arcade hits 
to their name and vague aspirations of home 
publishing greatness. This being one of Kona-
mi’s older coin-op works, Hudson likely locked 
down home computer and console rights 
before Konami decided to self-publish. 
 Hudson absolutely justifies their role in this 
game with a lovely box illustration straight out 
of a storybook. Konami would have stuffed it 
into their standard orange-rimmed trade dress, 

while here the art can breathe, running all the 
way to the edges. It’s hard to imagine an NES 
game ever shipping in the U.S. with such sim-
ple box art, but this is a case where simplicity 
plays a big part in the overall appeal. 
 The game itself is a whimsical little noth-
ing where you play as a mother pig riding a 
makeshift elevator up and down to fire a cross-
bow and defend your babies against wolves 
on balloons. It’s mostly notable for being one 
of several games designer Tokuro Fujiwara 
headed up for Konami before moving along to 
Capcom and basically building that company’s 
big ‘80s hits: Ghosts ‘N Goblins, Commando, 
Mega Man, etc.

CITY CONNECTION
An arcade classic. Inspired by games like 

Flicky and Mappy. Highly reminiscent of 
the fantastic Fiat chase sequence in Hayao 
Miyazaki's Lupin III: The Castle of Cagliostro; 
the game's heroine is even named Clarice, 
like the princess in the film. Evidently based 
around an actual kei car from which the game 
takes its title, the Honda City. City Connection 
is something of a mystery: Did Honda actually 
licensed the likeness of their creation to Jaleco? 
No information has been fothcoming online. 
 Given how casually, even brazenly, ’80s 
Japanese pop media included imagery to 
which the creators had no paid rights, it's en-
tirely likely that Jaleco based this game’s iden-
tity around another company’s creation with-
out the benefit of a license. That freewheeling 
spirit is terribly missed; today, the watchword 
is caution.

 Beyond its mysterious moniker, City Con-
nection has plenty to recommend it. You drive 
a tiny little car across a series of highways, 
painting each one a different color while fend-
ing off the police (and attempting not to hit 
a cat that possesses zero sense of self-pres-
ervation). Simple, but fast-paced and quirky 
enough to stick with you.
 It seems to have made an impression: The 
company that currently holds many of Jaleco's 
legacy properties adopted City Connection as 
its name, even though that’s the one big Jaleco 
game they’ve yet to revive. 
 The Famicom release features some of 
the best artwork yet seen on any game for the 
system. This wonderful drawing also showed 
up on the NES box, but it has more impact here 
thanks to the horizontal format of the package; 
the illustration is lost on NES due to the vertical 
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CHALLENGER
Developer: Axes Arts Amuse Publisher: Jaleco Genre: Platforming / Racing Catalog no.: JF-05
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Manufacturer: Nintendo Catalog no.: NES-001

NINTENDO ENTERTAINMENT SYSTEM
N

in
te

nd
o 

En
te

rt
ai

nm
en

t S
ys

te
m


