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The Yuletide Magnificence of Nintendo’s Non-Console Console
by Blake Harris

The Nintendo Entertainment System changed my life... twice.

The first time, as a kid, when my brother and I opened an NES
on Christmas Day. I remember, as we ripped open the wrapping
paper and squealed with joy, that I didn’t even really know what
this thing was. Control deck? Zapper? Some game called Super
Mario Bros. Duck Hunt? No wait, it was actually two games! And,
just like that, my maniacal excitement instantly doubled! Looking
back and relieving the exuberance of that childhood memory, two
things strike me about that fateful Christmas:

- So many people my age have a similarly wonderful NES memory
- Although none of us realized it at the time, those memories came
so close to never actually happening.

And that leads to the second time the Nintendo Entertainment
System changed my life: researching and writing a book called
Console Wars and, in the process, learning about how unlikely it
was that Nintendo succeeded in selling the NES.

That’s because just two years earlier in 1983 the video game industry
had imploded. Atari had oversaturated the market with a bunch of
lousy games, and the stuff coming out of Coleco and Mattel didn’t
help the cause. So the industry crashed, lots of folks lost their jobs
and retailers - the gatekeepers responsible for what gets bought
and sold - lost interest in video games. The fad, as they now called
it, was irreversibly over; video games, they said, were dead.

In hindsight, this may sound utterly ridiculous. How could an
industry that, nowadays, is bigger than film and music combined,
ever have been thought to be over? Laugh all you want, but it’s not
as silly as it sounds. Because around this time, personal computers
were starting to enter the living and the general thought was that
if electronic games were going to be played, then they’d be played
on PCs. With a powerful (and expensive) computer in the home,
why would anybody bother spending a couple hundred bucks on
some contraption that only played video games?

Well, Hiroshi Yamauchi—the president of Nintendo Co. Ltd - was
one of the few who believed that people might buy such a thing.
And so in 1983, his company released an 8-bit console called The
Family Computer. Sold only in Japan at first, the “Famicom” (as
it was commonly called) absolutely thrived. So much so that
Yamauchi, along with Nintendo of America president Minoru
Arakawa, believed that this console could potentially flourish in a
country where video games had been declared dead. And so in 1984,
Nintendo tested the American waters with a Famicom derivative
called the Advanced Video System (AVS). This did not go well. No,
not at all.

What was it that had convinced Arakawa this might actually
work? What persuaded him to believe that Nintendo, a company
nobody had ever heard of (minus a blip of arcade success with
Donkey Kong), could somehow resurrect the video game industry?
Was he foolishly optimistic? Embarrassingly naive? Or did this guy
Arakawa have some sort of hubris for the ages? But as it turns out,
the answer was none of those things. The reason for Arakawa’s
conviction was rather simple, actually: Fun.

Nintendo’s console provided fun and, to him, this was a quality
that could be translated between cultures. The joy felt by a Japanese
kid playing one of Nintendo’s great games - such as Duck Hunt,
Excitebike, or Balloon Fight - was the same type of joy that would
be experienced by kids in America (or anywhere else in the world).
So for Arakawa and Nintendo of America’s team of true believers,
success was less a matter of if and more a matter of how. How
to convince kids that this was different than what they’d played
before. How to convince parents that Nintendo wouldn’t go belly-
up like the game-makers had before them. And, most importantly,
how to convince retailers to take another chance on video games...

VITI

when the reason that many of these guys had their jobs was
because video games had gotten their predecessors fired.

What Nintendo ended up doing was a variety of clever things, like
mall tours, newsletters, and sophisticated try-and-buy displays.
But at the heart of everything Nintendo did, there was one central
notion: in order to resurrect video games, they simply cannot sell
“video games.” Meaning that whatever Nintendo sold, it had to
be perceived by consumers as something else entirely. And so, in
this fashion, Nintendo created a lexicon of terms to differentiate
their products from the failure had come before them. Instead of
a “console,” they would be selling the “Nintendo Entertainment
System.” Wait, isn’t that just a console? No, our games are played
on a “control deck!” But it plays cartridges, right? No, the Nintendo
Entertainment System plays Game Paks! And it comes with a
“Zapper” (light gun) and your very own “Robotic Operating Buddy”
(R.0.B.). Although few games actually utilized R.0.B., he was a big
part of Nintendo’s marketing effort to make folks forget about the
crash. He was, in retrospect, the company’s robotic Trojan horse.
And, as with the Greeks, Nintendo found enormous success.

In 1986, the first year that Nintendo’s non-console console was
released, the NES sold 1.1 million units. The following year, that
number nearly quadrupled, before jumping even more in 1988
(7.0 million) and even more after that (9.1 million 1989). By 1990,
about one out of every three houses in America owned a Nintendo
Entertainment System.

Now flash back to that fateful Christmas day, when my brother and
I ripped through wrapping paper to find a Nintendo Entertainment
System. Not only did I fail to realize that Duck Hunt and Super Mario
Bros. were separate games, but I had no idea about the unlikely
success of Nintendo’s 8-bit console. I knew nothing about Hiroshi
Yamauchi’s vision or Minoru Arakawa’s belief. I knew nothing
about Gail Tilden - who spearheaded the launch and later started
Nintendo Power magazine - nor did I have even a clue about Randy
Peretzman - who lugged around a suitcase containing a prototype
of the NES; going store to store, from rejection to rejection. I knew
nothing of these people, these and many more, who helped make
my childhood incredible. These were the men and women behind-
the-scenes who enabled Nintendo and video games to flourish.

But as much gratitude as I owe these pioneers - and believe me,
it'’s a lot - they would be the first to admit that none of what they
did would have been possible without the most important thing
of all: great games. At the end of the day, that was the secret elix-
ir that allowed Nintendo to bring an industry back to life. That
was the magic that delivered us the fun. Without great games
(and good games, and even the occasional bad game) none of this
would have happened.

So it seems only fitting that there be a book that catalogues this
most important, most incredible, most memory-creating part of
the equation. And now there is. Enjoy...

Blake J. Harris is a writer and filmmaker based out of New York.
He is the author of Console Wars and is currently co-directing
the documentary based on his book, which is being produced by
Scott Rudin, Seth Rogen, and Evan Goldberg. He will also serve as
an executive producer on Sony’s feature film adaptation of Console
Wars. His work has appeared in places like Fast Company, IGN,
Grantland, and The Huffington Post. Currently, he is writing
companion pieces for Paul Scheer’s How Did This Get Made? podcast
and working on a new book to be published by HarperCollins about
the unlikely resurgence of Virtual Reality.



Key to this Guide

Each entry in the main NES game guide section consists of the game carts commercially in North
America between 1985-1995. PAL and HES releases exclusive to European and Australian regions can
be found in separate sections. Promotional or special carts, such as Miracle Piano or Nintendo World
Championships 1990, can be found in separate sections as well.

Each game listing contains the following information:
Game Title - The name of the game.

Genre - The classification or type of game, for example a platformer, racing, or a sports title. Some
games consist of multiple genres or are a combination of two.

Release Date - The approximate date the game first became commercially available in North America.

Developer - The company responsible for the creation and coding of a game. In the case of an arcade,
PC, or other console port, both the original game developer and the company who ported the game to
the NES may be listed.

Publisher - The company responsible for financing the development, advertising/marketing, and
release of a game. A publisher may develop a game internally with their own team, but often a
publisher will hire another company to do the game development.

# of Players - The number of players the game is designed for. By default “1-2” will denote a
multiplayer game with alternating turns; however “(simultaneous)” denotes a game that can be
played or controlled by more than one player at the same time.

Special Features - Game attributes out of the ordinary, such as being able to save the game via battery
backup, being able to save and continue via password, optional edit mode, optional 3D mode, and
peripheral support such as using the Power Pad, NES Four Score or Satellite multitap adapters, R.0.B.,
Vaus controller, special Power Glove support, or the Zapper light gun.

Type - The classification of game release, whether authorized by Nintendo (licensed), or unauthorized
(unlicensed). Unlicensed games are usually shaped and colored differently than licensed games.

Availability - The prevalence and relative popularity of a game during the lifespan of the NES, ranging
from very common to extremely rare. Note: this does not necessarily relate to the availability of the
game in current times.

Star Rating - The reviewer’s overall appraisal of the game, pertaining to its quality relative to other
similar games in the genre, date of release, other games in the NES library, and other factors.

(Bomb) — Awful and/or broken: Not playable, nothing redeeming about the game in the least.
¥»% — Extremely bad/poor: No bright spots at all, no fun to be had, barely playable.
* — Very bad, little to no merit: A very troubled game that’s still playable with almost no fun factor.
*% — Bad but some merit: A game with problems, but is still playable and might have bright spots.
* % — Below average: More problems than the average game keep it from being too entertaining.
* % — Average: Run of the mill, could be fun, but some issues hold this back from being a stand-out.
* %% — Above average: An enjoyable game with more positive attributes than the typical game.
* % %% — Good: An enjoyable and fun game with some negative attributes.
* %% — Very good: Has a few flaws/setbacks, but it is extremely well done and very enjoyable.
* %%k — Excellent: An outstanding game with very few minor flaws.
* % % k% — Classic: Closest to perfection you'll find in a video game, in both concept and execution.
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In Their Words - Insight on the NES Launch in October 1985
by Frank Cifaldi

“Well, the good news is they're going to let us land. You might want to give
your seat belt a little extra tug, because we’re going to go in a little fast.”

A young Howard Phillips —- normally bright, cheerful and enthusiastic
-- clung tenaciously to his seat as the plane prepared for a dangerous
descent into New Jersey. It was late September of 1985, and if he wasn’t
busy wondering whether the high winds of Hurricane Gloria might rip his
plane apart, he might have had a lot on his mind.

Phillips was the warehouse manager for a moderately successful arcade
game distributor called Nintendo of America, then riding on the success
of its Donkey Kong franchise. He and 11 of his colleagues were flying in to
help unload, set up, display, and with any luck, sell the company’s new
home console, the Nintendo Entertainment System, despite the fact that
the entire home videogame industry was declared dead over a year prior.

The cabin pointed down at a very uncomfortable angle, and the plane, its
wings shaking violently, jerked through the high winds and powered onto
the runway. Phillips and his colleagues, a bit shaken but safely on the
ground, were greeted by an eerily silent Newark Airport; theirs was the
first plane given clearance to land in the volatile weather, and the entire
airport was deserted. Outside the huge puddles grew larger, as the winds
whipped the rain in every conceivable direction.

The Nintendo of America SWAT team had arrived. Their mission: to set in
motion the complete revitalization of the videogame industry. It wasn’t
going to be easy.

It was in the summer of 1983 that Phillips first got his hands on a Family
Computer (Famicom for short), the home console that Nintendo’s Japanese
parent company was getting ready to introduce in its home region. As
the shipping manager, Phillips had the rare privilege of cracking open
boxes of new products sent in from Japan for evaluation, digging through
various new arcade boards, toys, and black-and-white LCD games to see if
any might potentially succeed in the United States market. “It was a little
bit like Christmas,” Phillips recalled.

One of these boxes contained a curious red-and-white plastic console
with tethered game controllers. Along with it came a handful of squat
cartridges housed in plastic cassette-like cases, each adorned with the
name of a popular Nintendo arcade game.

“I plugged it in, and all of a sudden there were the arcade games we had
been playing in these big 250-pound boxes, and putting in quarters every
time,” said Phillips.

g1

“But with the Famicom system, you could just keep playing and playing
and playing. And that was just such an amazing, cool thing. That was a
big ‘whoop’ moment for us.”

Nintendo’s first attempt at distributing the system was through a proposed
1983 partnership with the industry’s then-leader, Atari. Atari would pay
for the exclusive hardware distribution rights, and Nintendo would make
money introducing its software into American homes. It didn’t work out.

“...the systems that had come before failed to deliver an arcade
experience at home.”

Whether Atari actually intended to sell the Famicom or was just tying up
Nintendo to eliminate competition with its upcoming 7800 console is a
matter of historical debate that is largely irrelevant: the entire videogame
industry was crashing violently, and Atari did not actually have enough
money to acquire the rights to the Famicom. By the time Nintendo
learned this, it was too late to find another partner. Home videogames
were dead, and all of the companies that made them were either dead too
or, at best, on life support. If Nintendo was going to introduce its Famicom
to American gamers, it would have to do so on its own.

“Nintendo really needed to come up with a point of difference, and some
way of getting the retailer to believe that the consumer would embrace
this as a different and newer form of entertainment,” recalls Gail Tilden,
who was then Nintendo’s advertising manager.

Tilden arranged focus tests with children early on. The kids sat in a room
with brand new videogames and unlimited quantities of pizza. As one
might expect, they had a great time. To Tilden’s untrained eyes, the tests
seemed to be a remarkable success, but when the research experts were
called in for analysis, things seemed bleak.

“We asked, gee, if we get this kind of reaction, what kind of results would
you expect?” said Tilden. “And they said well, if you get this kind of
reaction, usually you don’t launch the product.”

The problem was perplexing; no one was buying home videogames
anymore, and yet, kids were still enthralled at the arcades. The problem,
Nintendo realized, was that the systems that had come before failed to
deliver an arcade experience at home.

“When the [Atari] 2600 came out, it was a novelty for us gamers for a period
of time,” said Phillips. “But after you play a bunch of stick figure baseball
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games with your buddies, you realize well, OK, we kind of exhausted
ourselves pretty quick on that. And then it’s on to the next arcade game,
as opposed to the next crappy Atari game that’s coming out.

“The 2600 was pretty successful, and then things started getting pretty
diluted, but it was clear that it was just more of the same. Things were
not even close to what they were in the arcade. And the arcades were
interesting and cool and, you know, what’s new and hip. What’s new
today is down at the arcade, it wasn’t the next game coming out for the
5200 or whatever. They always just looked kind of wimpy and lame.”

Tilden agreed. “Up until the time the NES launched, what people would
say was, ‘it’s just like in the arcade, but it really wasn’'t anything like in
the arcade,” she said. “People would just keep saying that, but not really
offering that. So we really believed that the experience we were delivering
was just as fun as if you were playing in the arcade.”

“We had a pretty strong belief that if we could get the consumer to try the
product or experience the product, they would believe it was a new form
of entertainment that they wanted to participate in.”

If Nintendo was to successfully get the Famicom into American homes
and get players hooked, its system would have to offer something new. It
couldn’t just be another videogame box, it had to be a robust, fully-featured
entertainment system.

“The evolution of a species is now complete...”

At the January 1985 Consumer Electronics Show in Las Vegas, in a booth
manned by company president Minoru Arakawa himself, Nintendo
introduced the Advanced Video System, or AVS for short. With a sleek,
futuristic design by Lance Barr (who, over 25 years later, is still with the
company), the system certainly did stand out from the crowd. It featured
keyboards (both of the musical and typing variety), a tape drive for storing
and saving custom data, infrared wireless controllers, joysticks, and a
futuristic pistol. “The evolution of a species is now complete,” promised
a brochure passed out at the show, which showed the blocky graphics of
systems past for comparison.

“It was really sleek and pretty techy compared to the Atari stuff,” recalled
Phillips. “The 2600 from my perspective still looked kind of junky and like
a toy, and Lance went for a design with Don [James]| that was much more
like audiophile equipment, which was pretty cool and sleek.”

The AVS was unlike anything that came before it, but buyers weren’t fooled:
it was still a videogame. If Nintendo was going to get the system onto
shelves, it had to do two things: stray even further from the videogame
systems that had come before, and cut down on the prohibitive cost that
the AVS would surely command.

“INintendo] knew that the Advanced Video System was probably going to
be too expensive for consumers to really jump into it at a reasonable rate,”
said James. “And so they had cost-engineered the unit back to what we
currently know as the lunch box.”

The “lunch box,” as many who worked at Nintendo of America at the
time refer to it, was sent by the Japanese office as the final design of
the American system. As usual, Phillips opened the package, which
contained a putty-colored, injection-molded hunk of plastic that was, for
all intents and purposes, the final design of what would be the Nintendo
Entertainment System.

“It was pretty funny,” recalled Phillips. “To me, not having a particularly
well-developed aesthetic, I thought ‘Oh, it’s interesting. It’s kind of cool.’
And that’s when Lance and Don came out, and I think they were both
forewarned of what was to come. But when they, [laughs|, when they
actually saw it, it was pretty funny. They were pretty disappointed.”

“The parts were done, but they hadn’t done any coloration or put any
names on it or anything at that point,” recalled James. “Lance Barr and I
took the time to take it back into our design studio and created that light
gray, dark gray and black band for the final version of the product.”

The AVS pistol concept was kept, though in a similarly cost-reduced
form as the Zapper we know today. Nintendo had managed to
create an affordable, family-friendly unit, but one final piece
—- inspired by toy industry trends of the time -- was needed.
One unassuming day at the office, Howard Phillips cracked open the latest
package to arrive from Japan, and pulled out something unexpected; a
small toy robot, with two new games and a set of vague instructions.

Excited to see what it did, Phillips hooked it up -- half reading the
instructions, and half ignoring them -- and finally had it ready to go. He
called some of his colleagues over. “Okay, and here’s how it works!” he
said. “Here’s how you play the game!”

Phillips pushed a button. The television screen flashed white, sending a
signal to the robot. The robot made a horrible grinding noise, as it very
slowly moved from one position to another. Those present in the room
couldn’t help but laugh.

“That thing was definitely like watching grass grow,” said Gail Tilden. “It
was so slow, and to try and stand there and sales-pitch it in person and
try to make it exciting; you had to have the eyes lined up just right or it
wouldn’t receive the flashes. It was kind of a challenge.”

“It was hard as hell!” recalled Don James, laughing. “To play Gyromite,
that was a very tough game to master, because R.0.B. didn’t move very
fast. So you really had to think two or three moves ahead to allow him to
do what he was going to do.”
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Jokes spread around the office about offering a conversion kit to turn
the robot into a desk lamp. Regardless, the Robotic Operating Buddy, as
Tilden would eventually christen it, had a very important purpose: it was
attractive and interesting, and would make the Nintendo Entertainment
System look like nothing that had come before it. It might have been the
key to getting the system into players’ hands, and once they had players,
Nintendo was convinced the rest would be easy.

“It was one of the unique aspects,” said James. “You know, like Rock ’em
Sock ’em Robots is not something you want to play 70,000 hours. But it’s
cool to look at, right? And I think R.0.B. was kind of in that genre. It was
a really neat, unusual little device. And it was fun to play! But again, like
Rock ’em Sock ’em Robots, I wouldn’t want to do it for 40 hours.”

“The technology was so cool!” said Phillips. “We immediately started
playing with the whole eyes thing and putting your hand between his
eyes and the screen just because it was like voodoo magic. That was the
cool part. But then his actual motion was just hysterically slow.”

The Nintendo Entertainment System -- R.0.B., Zapper and all -- made its
debut during the 1985 Summer Consumer Electronics Show in Chicago.
R.0.B. adorned the cover of a brochure distributed to potential retailers,
promising that he was the “star of a new Entertainment System that’s
programmed to make you rich.”

Buyers were still reluctant to place orders, but they liked R.0.B., whose cold
but friendly gaze fit in right alongside toy shop hits like Transformers,
Voltron and the GoBots. The pieces were falling into place, but buyers --
and indeed, Nintendo -- needed some more proof.

Rather than risk the entire company’s success on an expensive national
roll-out, Nintendo decided a test market launch was in order. They would
sell the NES in one city and, depending on the results, move on from there.

Typically, a test market launch is conducted in a moderately-sized city
like Portland or Milwaukee, where the cost to conduct the experiment is
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low. This, however, was not Nintendo’s approach. Nintendo went straight
to the top — New York City. After all, the old adage went, if you can make
it there, you can make it anywhere.

“Mr. Arakawa really had this focus,” recalled Tilden. “His strategy was, if
it's going to work in New York, it will spread. He always had that sense
that if he really believed in something, he really wanted to give it the
biggest and best shot.”

Arakawa budgeted $50 million for the test launch. Tilden relocated to New
York just after CES, and started working with marketing, PR and sales
agencies to establish and solidify the NES brand. There was a lot to be
done.

“That summer we had to create not just the name of the product itself,
but the logos and packaging, and the look and feel, and the manuals and
writing... just anything you can imagine doing, but doing it all at one
time,” recalled Tilden.

Nintendo’s first wave of games carried a distinct visual style, with
pixelated in-game graphics blown up against a black, starry sky.

This, like every aspect of Nintendo’s campaign, was to differentiate its
products from those that came before.

“There was an over-promise in the games that had been introduced prior,”
said Tilden.

“The consumer might see some beautiful fantasy graphics on the front, or
a photographic image of people playing tennis, and then it was really just
some enhanced version of Pong.”

Nintendo’s packaging would be up-front and honest. The 20 or so pixels
that made up the batter on the cover of Baseball might not be as attractive
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as a photograph or a painting, but buyers knew right away exactly what
they were paying money for. Disappointment would not be an issue.

“There was a sense that the consumer would walk away from something
if they were dissatisfied with it, and there were too many over-promises,”
said Tilden. “You paid $30 dollars per game, and the second or third time
you did that you were going to be done, because you weren'’t enjoying it.

“We really wanted the consumer to have a very good understanding of
what they were buying, and to make sure that they really enjoyed it once
they did purchase it.”

Nintendo’s products would separate themselves from the games of the
past in every way possible -- so much so that the word “videogame” was
eliminated completely from the branding.

“We spent a lot of energy not calling it a videogame in any way,” said
Tilden. “So it was the Nintendo ‘Entertainment System’ and the cartridges
were called ‘game paks,” and we never used the word ‘videogame’ at all.”

Don James, who worked with Tilden to finalize the packaging, flew out
to New York in September to supervise the creation of Nintendo’s point of
purchase displays. This included window displays, game demo stations,
and basically anything the consumer would see at the stores

“We didn’t have a whole lot of time to work on the displays, and we knew
they had to be pretty cheap,” said James. “So I contracted a company...
and this guy actually came down and picked me up in his private plane
and flew me to his factory, and we sat there and drew up what eventually
became the display, kind of out of my head.”

The iconic P.0.P. display came in four parts. In the middle, a back-lit
display showed off screenshots of all 17 games the NES would launch
with. Under it, an enclosed Plexiglas box showed off the hardware itself,
and everything that came in the box: the NES control deck, the Zapper
gun, R.0.B. the Robot (and his accessories), two controllers, and the two
included games, Gyromite and Duck Hunt (which took advantage of
R.0.B. and the Zapper, respectively). And at the very top sat an over-sized
reproduction of R.0.B.’s head. The red light on top was actually a rubber
ball cut in half, a cheap solution devised by Lance Barr.

“...it really didn’t seem like it was very high tech.”

Meanwhile, Gail Tilden worked with a New York-based advertising agency
to come up with the first NES ad campaign. The focus was on the birth of
R.0.B. as a new form of entertainment, with the robot -- in both the print
and television campaigns -- literally hatching from an egg.

“We didn't have the kind of special effects or computerized graphics that

we have today for things like advertising, so it really didn’t seem like it
was very high tech,” explained Tilden, reflecting on the television ad. “It
was very funny.”

With the product itself, the branding, the marketing and the displays all
ready to go, there was just one thing left to do: get the systems into stores
and sell them.

Phillips, James, and Rob Thompson, the tech lead, made their way through
the deserted Newark airport to the rental car facility, where three cars
were waiting for them.

“We each got a rental car for three months,” said Phillips. “For a young
kid, it was a completely wacky thing.”

The three of them were a part of a twelve-person squad flown in from
Seattle specifically to set up and tear down floor displays, demonstrate the
products, accept air freighted shipments from Japan, and do absolutely
anything and everything necessary to get the NES sold for the next three
months.

By day they worked in a run-down rented warehouse in Hackensack.

“It was fairly small, and during the timeframe we were there, we survived
a hurricane, an earthquake, a flood, and the rigors of the New York
environment in 1985,” remembered James.

One day, out of the blue, a rusty old barrel materialized in the parking lot.
The Environmental Protection Agency showed up, fully decked in hazmat
suits. James and company watched, wondering what might be inside, as
they sealed it in a new container and took it away.

“We had a saying... oh, I can’'t remember, something like ‘rats and snakes
and toxic waste,” said James. “That was how we described that particular
building.”

At night, the trio shared a flop house in Fort Lee, New Jersey. The rented
condo only had two garage spaces, meaning the three raced home from
work every day to try and avoid having to find street parking.

“And the taxi cabs would do their typical wheel waggle to try and give you
a little intimidation with their bumper,” remembered Phillips. “And you'd
just do a big old rental car smile at them as you gave it right back to them
double speed! It was young kids, fun, just rollicking kind of wild west
cowboy days, just never a dull moment.”

By day, members of the “SWAT team” went out to selected stores in the
greater New York and New Jersey area -- all 500 of them, give or take -- to
set up NES demo stations using James’ displays. The stores were not often
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happy to see them.

“You'd have the floor sales people who are rolling their eyes, or the
manager coming down and saying, ‘Somebody told me I've got to sell this

crap,” remembered Phillips.

“It was probably the longest and hardest I ever worked
consecutive days in my life.”

“I remember one woman coming up to me, and I don’t know what
sparked her to do this, but she came up to me and said, ‘Nintendo. That’s
a Japanese company, right?’ And I said ‘Yeah! Yeah, it is, but we're actually
from--" and I started doing my merry little jingle. And she goes, ‘I hope
you FAIL!”

“I guess I was totally oblivious to the kind of nationalistic fervor over trade
imbalance and all of that stuff.”

At night, the staff would regroup at the warehouse, have a quick dinner,
prepare the stock for the next day, and then race back out to do store
demos late into the night.

“It was quite an experience,” said James. “It was probably the longest and
hardest I ever worked consecutive days in my life.”

On Thursday, October 10, Nintendo held its NES launch party and cocktail
reception at The Visage, “a typical 80s New York night club,” according to
Tilden. Silver-plated R.0.B.s were strewn around the room as showpieces,
surrounding the demo stations that James hooked up. In the center stood
a gigantic replica of the robot, put together by Nintendo’s PR company at
the time, Edelman.

Several members of the media were invited. Almost no one showed.

“Our big party turned into a great launch party for all those who were
working on it, but we really didn’t see any press at all,” said Tilden. “So
that was tough.”

The following weekend, Tilden, her boss Ron Judy, sales guy Bruce
Lowry, and a handful of others made their way to the world-famous FAO
Schwarz in Manhattan. There, James had set up an enormous 15 by 15-
foot demonstration area (the largest of any Nintendo display that year).
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“FAO Schwarz, for whatever reason, was the darling of the PR team, in
part because if you make it there you make it anywhere in New York,
from a toy industry standpoint,” recalled Phillips. “Now, we don’t think
of games so much as toys because of the age of the gaming population.
‘Toy’ is the last thing people want to hear you say about their Xbox 360 or
their iPhone or something like that. But back then, we were coming off of
things like Cabbage Patch Kids and Teddy Ruxpin, and those were huge,
huge phenomena. So the fact that we were potentially going to be the
phenomenon -- FAO Schwarz was the penultimate of places to be.”

The first sale came after not too long, and it was a big one: one gentleman
came in and quietly bought the system and all 15 additional games.

“It took us a while to realize that it was really someone from a Japanese
competitor,” Tilden recalls, laughing. “But it was great to stand there and
watch the first ones actually go through the register.”

The SWAT Team worked seven days a week through, literally, Christmas
Eve, and while sales did not set the world on fire, they were encouraging.
If nothing else, interacting with customers proved Nintendo’s intuition:
once the kids got hold of the games, they became hooked.

A similar test market launch happened in February of 1986, this time in
Los Angeles. For the occasion, Nintendo started bringing over new games
from Japan. One of these was a brand new adventure called Super Mario
Bros., and by the time of the national roll-out of the NES, it would make
gimmicks like R.0.B. the robot entirely unnecessary.

But that’s another story.

Frank Cifaldi is a video game archivist/historian who has been a contributing
author to publications/sites such as Gamasutra, 1Up.com, Edge, Wired,
Nintendo Official Magazine UK, and more. He also runs LostLevels.org - a
site dedicated to finding and preserving “lost” video game prototypes and
unreleased titles.
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How the NES Zapper Works
by Joey Desena

The NES Zapper: Arguably the most successful aftermarket peripheral in
video game history. The first thing most children of the 80s that came in
contact with a Nintendo Entertainment System would do is... play Super
Mario Bros. But after that, they might stray over to that OTHER game on
the pack-in cartridge. The one that drew upon decades of technology to
emulate the joy of shooting waterfowl and silver discs from the comfort
of your living room - Duck Hunt, which of course was a showcase for the
iconic Zapper.

Light guns are a technology born in days of yore. Back when electronics
were still in diapers. Specifically the 1930s, which is when vacuum
tubes were first developed. Light sensing, or photosensitive, vacuum
tubes convert light into electricity. It didn’t take long before enterprising
individuals mounted these tubes onto moving targets, where fairgoers
could shoot at them with rifles outfitted with light emitters - basically
fancy gun-shaped flashlights. Thus, the light gun game was born. The
very first was the Ray-O-Lite, which was created by Seeburg, a jukebox
and orchestrion manufacturer, in 1936.

Fast forward decades later and arcades

were still using this technology to great

effect. Sauntering onto the scene was

Nintendo, a fairly successful playing

card manufacturer founded in the 19th

century that broke into the electronic

toy market in 1970. One of the first

electronic toys made by Nintendo was

the beam gun - which worked much

in the same way as its predecessors.

The beam gun, and Nintendo’s shift to

toys in general, was spearheaded by the

future father of the Game Boy, Gunpei

Yokoi. By 1973, Nintendo built on the

success of the beam gun by opening a

series of arcade ranges, which were

actually remodeled bowling alleys set

up with clay pigeons that contained

light sensors. One year later, in 1974,

Wild Gunman was released and became

one of Nintendo’s first arcade hits, though in a very different form than
its NES counterpart. It used 16mm film to show gunmen popping up in an
alley, where the player had to shoot them, or be shot - decidedly NOT like
a baby’s toy. By the 1980s, Nintendo released their first hit home console
- the Famicom, or NES outside of Japan. A light gun accessory seemed a
natural fit, though the idea of bringing this into the home was not new.
In fact, the very first home console, the Magnavox Odyssey, also had a
light rifle peripheral. And one of the most badass-looking ones at that.

Compared to other light gun technologies of the 1980s and 1990s, which
used advanced techniques like timing the scan lines of your television,

the Zapper was relatively simple in its approach. It sensed light via a
photodiode - the grandson of light sensing vacuum tubes from the 30s.
Photodiodes are small semiconductor components that convert light to
electricity, and can be found in all sorts of gadgets today, from automatic
night lights to remote control receivers, which sense infrared light.

The Zapper’s process was relatively simple. When the trigger is pulled,
the gun sends a signal to the game to blacken the screen for one frame.
The photodiode then activates to take a baseline dark reading and ensure
no light is detected. If it does, then it determines that the player is not
pointing the Zapper at the TV at all, and no hits are recorded. This could
be considered a “cheating failsafe,” to make sure the player is actually
aiming at the screen.

If everything’s kosher, then it moves on to target validation. White
rectangles are drawn on the screen where targets are located, and the
photodiode is activated again. This time, if it's pointed at the white
rectangle on the screen, it senses the light, and registers a hit. This
technique is repeated in order to differentiate between different targets
on the same screen.

For example, when there are two ducks on the screen in Duck Hunt, two
separate frames are drawn - first one then the other - that correspond to
each duck. For the first frame, a white rectangle overlays the target while
the diode collects data on just the first duck. Then, that will be blacked
out and the next frame is drawn, where the second duck’s rectangle is
placed on the screen, and the diode again collects data. This is known as
sequential targeting. All of this occurs within a couple frames of motion;
and North American tube televisions have a refresh rate of just over 60
frames per second. Your eyes will likely notice the quick blackening of the
screen, but it’s quick enough to not interfere with game play.

So, as I said - simple. However, over the years there have been several
myths perpetuated about the Zapper, its limitations, and how it works
with modern technology. Myths that need to be — shall we say - bursted.

Myth #1: Some people have claimed that when you use the Zapper with
a cathode ray tube (or CRT) television - the prevailing TV technology in
the 1980s — you need to make sure the screen is of the curved variety, as
opposed to the more modern flat kind.

This may stem from the fact that curved CRTs were much more prevalent
back in the 1980s. Therefore, it's what the Zapper was meant to be played
on. And there may be a grain of truth to that. However, I've personally
tested this theory on a flat screen CRT television and have no problem
registering hits on the little duckies. Assuming my aim is true, of course.

Myth #2: You can’t use a Zapper on modern HDTVs because they don’t use
scan lines.

Scan lines are a reference to the way CRT TVs shoot electrons at the
screen in a repeated sweeping motion to create frames, and the illusion
of movement. Plasma, LCD, and other HDTV tech simply illuminates all
the pixels of the screen at once for each frame.

I can see where this line of thinking sprang up. Many game console light
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guns of the 1980s and 1990s, such as the Menacer for Genesis and Super
Scope for Super Nintendo, DID function using a more complicated
method involving the timing of scan lines. But the Zapper simply
checks the screen for light whenever you pull the trigger. After the
“cheating check,” it either sees white (meaning hit) or black (meaning
miss). No scan lines necessary. However, it should be noted that
Zappers DON'T work on HDTVs. Let me tell you a tale of the horrible
troll known as “input lag.”

HDTVs have a native resolution, unlike CRTs. That is, they have a grid
of pixels that show the sharpest image at a particular resolution. In
order to display non-native resolutions, these TVs use devices called
video scalers. For example, a display with a native resolution of
1280x960 that’s given a signal of 640x480 must scale the width and
height by 2 to display the image. Most HDTVs nowadays have a native
resolution of at least 1280x720 (or 720p). The NES has a resolution of
256x240 (or 240p). Video scalers have to process this signal, which
introduces latency, or a delay. This delay can throw off the timing of
the Zapper by up to 70 or so milliseconds, according to some media
tests. Remember, that baseline black screen is only up for one frame
- or about 16 milliseconds. So when the Zapper thinks it should be
seeing the “cheat detecting” black screen at the beginning of a shot, it
just sees a normal screen, and registers no hit.

Many televisions offer a “game mode,” in which some of the signal
processing responsible for most of the lag is sacrificed to decrease,
but not eliminate, latency. And though this helps for games like Rock
Band, which has its own workarounds built into the software, it’s not
enough for the poor forgotten Zapper.

Myth #3: Lastly, the dreaded light bulb trick. There have been rumors
circulating for years that one can cheat on certain games by pointing
the Zapper at a light blub and pulling the trigger, ensuring that the
photodiode is always detecting light.
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As I noted, this would require the “cheating mechanism” — where the
diode must first detect a black screen before acquiring targets - to
not be present in the game’s code. Interestingly, this glitch would
cause problems in games such as Hogan’s Alley, where the gun would
score hits on all valid targets as it quickly moved through them in
sequence. Thus, you'd be unable to differentiate between good guys
and bad guys, reducing the game to an instance of “kill them all and
let God sort ‘em out.” One could see how this would be a problem.

I don’t know how such rumors about game consoles could possibly
spread across the schoolyards of America - but I have never seen this
in action. Nor has anyone I've talked to about it. Nor have I seen any
video showing it. I think it most likely that there were other light gun
systems in the past that didn’t have this baseline check, and therefore
could be fooled by a simple light bulb. And perhaps people extrapolated
this behavior unfairly to the Zapper. Thus, I have to technically rate
this myth as, “plausible, but unsubstantiated since I haven’t seen any
dang proof that it ever really happened.”

So that’s the Zapper — A piece of gaming technology that’s rather
beautiful in its simplicity. Maybe you’ve been inspired to dust off the
one you undoubtedly have in the closet and play with it again. Just
CRT monitors only, please. And remember, it’s not just nostalgia - it’s
science.

Joey “Roo” DeSena co-founded the geek-centric website, Clan of the Gray
Wolf, in 2009. He has two flagship web series: 16-Bit Gems — spotlighting
under-appreciated video games from the '90s — and The Way Games
Work - explaining video game technology to the layman. Additionally,
he has produced original content for Vsauce3 and RetrowareTV.



Horror on the NES
by James Rolfe

When it comes to “horror games,” I'd suspect that the majority of gamers
today think of anything post-Resident Evil. The realistic graphics and
sound of today’s generation of games are much scarier than anything
I played as a kid in the late 80s / early 90s. The horror games on the
NES have a different kind of charm that I think still holds up today. It’s
like comparing classic B&W horror films with modern shockers. The
experiences of chills versus shocks always remain two separate things,
but I prefer the classics. The 8-bit graphics of the NES required more
imagination from the player.

The Castlevania trilogy is the gold standard to me. It has every classic horror
character imaginable: Mummies, Hunchbacks, and the Frankenstein
monster, straight out of the Universal movies. It also reminds me of the
Hammer horror films with all its Gothic scenery. It also draws from Greek
mythology with the Medusa. Even the Grim Reaper makes an appearance;
Death himself is working for Dracula.

When I think of Castlevania,
the first things that come to
mind are staircases that lead
to nowhere, whipping candles,
eating turkeys (or pork chops?)
out of stone walls, and hopping
backward every time you're hit. I
can'’t forget the intense difficulty
combined with the anticipation
of seeing Dracula at the end. The
spooky upbeat tunes kept you
moving forward. Coming off of
playing one-screen Atari games, I
got overly excited when I made it
to the bat at the end of the first level, thinking it was Dracula. Then I
realized I had an entire adventure ahead of me.
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Castlevania 2: Simon’s Quest adopted a nonlinear style where you have to
roam around and explore. It was a great concept, but not executed well.
The clues that the townspeople give you are confusing and sometimes
flat-out wrong. There are lots of bad translations and we can never forget
the many peculiar lines, such as “Don’t look into the death star or you’ll
die.” Kneeling down at a wall while selecting a red crystal to wait for a
tornado to come, or walking underneath a lake, or dropping garlic in a
cemetery to get a knife, is the cryptic type of stuff that I remember this
game best for. You needed to get the power: Nintendo Power. Only with
magazine tips could you figure this game out.

Castlevania 3: Dracula’s Curse returns to the original linear style, except
for a few forking paths. It also had more playable characters. These
were the kind of welcome updates that kept the series fresh. Once again,
drawing from Universal monster movies as inspiration, the name Alucard
from Son of Dracula (1943) is included. The difficulty is ramped up to such
extreme proportions that an extra lives password was implemented with
the appropriate phrase “HELPME”.

Ghosts 'n Goblins is the first NES
game I ever played, and still one of
the most difficult. It’s a beginner’s
trap, and its arcade cousin stole
more quarters than we can
imagine. The opening is very
memorable and, in hindsight,
sort of risqué. A couple are doing
something (?!) in a cemetery when
Satan appears, at first looking like
he wants to join in, then takes
the girl away. The man puts his
clothes on, a knight’s armor, and &
then sets off to rescue her. Classic!
What follows is six levels of relentless torture, each more frustrating than
the last, as you descend into the infernal hell-hole of the 8-bit underworld,
taking two hit deaths, throwing fireballs that fly over the enemies,
climbing ladders only to die by touching the foot of a beast, collecting
money bags that don't help, getting stuck with unwanted weapons, all

while being ambushed by high-pitched screeching pigs in blankets (hot
dogs or sausage wrapped in bread).

LIN seemed to monopolize the
movie-based games on the NES,
which is why you see lots from
them like Friday the 13th. For a kid
too young to see slasher movies,
this was my introduction to Jason
Voorhees, in purple! Opening with
a knife flying into the eye hole of
a hockey mask, the game creates
an unsettling, eerie mood. As
you enter cabins, faceless people
stand in front of you, motionless
and creepy, and you’re always
in nervous suspense as to when
Jason will show up next. But for the amount of spine-tingling ambience
the game conjures up, it overshadows it all with its frustration factor. The
navigation system is a complete mess, especially when you'’re inside the
caves, with looping paths, and everything looking the same. There are
many items to collect and steps to accomplish, but you’ll never have time
to do anything, because you have to keep answering to the Jason alarm,
or else everybody dies one at a time. It’'s an ultimate challenge of multi-
tasking, which always ends with the immortal game over screen, “You
and your friends are dead.”
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Nightmare On Elm Street had some catchy tunes and intuitive side-
scrolling action asyou fight the most stock Halloween enemies imaginable,
like spiders, bats, Frankenstein monsters, lollipop ghosts, and skeletons,
fighting them all with your bare fists. You're not a real man until you're
punching snakes right in the face! You walk down Elm Street, the longest
street in the world, collecting Freddy’s dog-bones, but it seems to me that
hardly any of the entrances ever let me in. It’s a dead end -where do I go-
type of game, but it’s notable for having a four player option, using the
NES Four Score or Satellite.

Beetlejuice  also  must be
mentioned. Playing as the title
character, you go around finding
power-ups that expire within
seconds, dying if you touch the
edge of the screen, and stomping
on bugs, except if it’'s a bigbug, you
bounce all over like a trampoline.
It’s the only game I can think of
where, to get a cloud to move, you
have to get a skeleton to shoot a
fireball at a beehive. It throws
away most of the potential and
imagination of the Tim Burton
film, and may be so loosely adapted that I think it has more to do with
the star Betelgeuse in the constellation of Orion. Believe it or not, I back
up that statement with facts, in thorough detail, in my episode of Angry
Video Game Nerd.
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There is a plethora of horror-related games on the NES, but these are my
highlights, which I've done video reviews on. Sure these games all have
flaws, but NES horror still has a unique appeal.

James Rolfe (born in 1980) grew up in the desolate Pine Barrens of Southern
New Jersey. His imagination was fueled by local urban legends, and by
watching a vast amount of classic horror and monster movies. As a child,
he immediately pursued the arts, and took over the family VHS camera,
to make his own zero-budget movies in his backyard. Later, he created
the Angry Video Game Nerd character, which lead to a popular web series,

- following the advent of YouTube. Over 10 years later, the series is still going.

Rolfe has made over 400 short films and videos, and completed his first

feature film, Angry Video Game Nerd: The Movie.
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Tengen and the Nintendo Lawsuit
by Norm Caruso

If you are a fan of the Nintendo Entertainment System (which I'm guessing
you are, since you are reading this book), you may be familiar with Tengen
games. The first unlicensed games for the NES, Tengen games were black
and had a slightly different look, but were similar in size and weight to a
standard cartridge.

Tengen was known primarily for their arcade ports and the RBI Baseball
series. They even published a few Sega titles, such as After Burner! Sega
on the Nintendo Entertainment System, who would have thought? There
was also the close relationship with Namco, which resulted in ports of
Pac-Man, Ms. Pac-Man, and Pac-Mania. Tengen even made their own
version of Tetris for a short while, before a court ordered them to stop
distributing the game due to licensing issues.

Although the carts are familiar, the story of Tengen is not. Our story
revolves around a big legal battle between two juggernauts in the video
game industry. A case that would not only redefine laws, but also how
third party developers would make games for home consoles.

In 1984, Atari was in serious financial trouble. The Video Game Crash of
1983, brought on by a flood of consoles and poorly made games, devastated
the once prolific company. At the end of the year, Atari had lost 539
million dollars. Massive layoffs followed. Business deals were canceled.
Entire divisions were closed or consolidated. In May of 1984 alone, 700
employees were laid off. Steve Ross, president of parent company Warner
Communications, came up with a plan to split the company, and sell
them for as much as possible. Atari was split into two: Atari Corporation
and Atari Games.

Atari Corporation, which handled the consumer products (personal
computers, video game consoles), was sold to Jack Tramiel, the founder
of the computer company Commodore. Atari Games, which had control
of the coin-operated arcade games and software, was sold to a Japanese
man, Masaya Nakamura. He owned another company, too: Namco.

Nakamura appointed Hideyuki Nakajima, president of Namco America, to
run Atari Games. In his book Game Over, David Sheff described Nakajima
as “... unusually open. He was a spark plug in a world of staid and sober
executives.” In other words, the perfect type of man to turn around Atari
Games, which was still losing money and suffering layoffs.

He reduced the salaries of VPs and directors, froze salary increases for
a year, and laid off 30 employees. Nakajima himself took a 20% paycut.
While he was able to get Atari Games out of financial trouble, he had
disagreements with Masaya Nakamura on what direction to take the
company. Nakamura was hesitant to put more resources into the
company, seeing them as a competitor to Namco. He also didn’t like the
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fact that Warner still had a 40% stake in the company.

In 1987, Nakajima and Nakamura came to an agreement. Nakajima, along
with several employees and Warner, would purchase 20% of the company
from Nakamura. Nakajima would become the president, and resign from
his position at Namco America.

Nakajima soon turned his eye toward the home console market, which
had recently seen a resurgence with the Nintendo Entertainment System.
At the time, Sega was not licensing games for their Master System, and
the Atari 7800, released by Jack Tramiel’s Atari Corporation, was barely
doing anything. But there was a problem: Atari Games couldn’t actually
publish games under the Atari name, as Atari Corporation owned the
rights to the consumer division. To get around this, Atari Games formed a
new subsidiary, known as Tengen.

Nakajima came up with the name Tengen in a similar fashion as Nolan
Bushnell came up with Atari. Bushnell named Atari after a term used in
the Japanese game Go. The word Atari is used in the same way someone
would say “check” while playing chess. Nakajima chose the word “Tengen,”
which represents the center of a Go board: the origin of heaven.

When it came to licensing with Nintendo, companies had to follow strict
rules and regulations. Nintendo wasn’t taking any chances, not after the
Video Game Crash of 1983. Poor games littered the market, and this was
their version of quality control. Nintendo president Hiroshi Yamauchi
even stated “Atari collapsed because they gave too much freedom to third-
party developers and the market was swamped with rubbish games.”

To become a licensee, you first had to submit your games for approval.
Nintendo had the right to make changes, such as removing blood or
religious symbols. Once approved, you had to purchase your cartridges
from Nintendo. The cost ranged anywhere from $9-$14 dollars, with a
minimum order of 10,000 cartridges. Companies were only allowed to
make five games per year, and were to be exclusive to the NES for two
years. Some companies formed subsidiaries in an effort to publish more
games. Konami published several games under the Ultra label, while
Acclaim used LJIN.

However, the most brilliant move by Nintendo was their lockout chip
technology, which prevented unlicensed games from even playing on
the system. Both the console and the game cartridge contained a security
chip that spoke to each other with a program called “10NES.” If they could
communicate successfully, the game would play. If not... nothing.

Nakajima wasn’t a fan of the licensing agreement, but he met with
Nintendo of America president Minoru Arakawa and vice president Howard
Lincoln anyway. There was mutual interest between the two companies.
Nintendo saw Atari Games as a recognhized brand with a slew of great
titles they could potentially bring to the NES. Nakajima pushed hard for a
better deal, but Arakawa and Lincoln wouldn’t budge. All licensees had to
be treated the same. Although upset, Nakajima reluctantly agreed.

On January 18th, 1988, Tengen officially became a Nintendo licensee.
Their first three games were announced that same year at the June
Consumer Electronics Show: Gauntlet, Pac-Man, and RBI Baseball. After



the agreement, Nakajima and Arakawa would frequently meet for dinner,
or play a round of golf, a nice gesture between two business partners.
However, Arakawa noticed Nakajima was quite chatty, asking many
questions about Nintendo’s business and its distribution strategy to
retailers. Not wanting to seem rude, and having good faith in Nakajima,
Arakawa shared information. He had no idea that behind closed doors at
Atari Games, engineers were working to crack the NES lockout chip.

A full year earlier, in 1986, Atari Games was aware of the strict demands
of the Nintendo licensee program. Nakajima, along with other executives,
were not fans. Nintendo was new to the video game world, and their
demands seemed arrogant, attempting to control the market. Said
COO Dan Van Elderen: “The way Nintendo did business was like Ford
introducing a car that could only use Ford gasoline.”

Lawyers for Atari Games read over the licensing agreement, to see if there
was any way to make games for the NES without going through Nintendo.
There was a way, but it all hinged on being able to get around the lockout
chip technology. Engineers were given the task to reverse-engineer the
chip. After many attempts, they found no success. One engineer, Pat
Mcarthey wrote, “Unless there is a specific profit motivation, or there is a
hacker available with nothing to do, I recommend that the investigation
end here.”

It was clear that in order to reverse-engineer the chips, they would need
access to the 10NES program. However, Nintendo had copyrighted the
algorithm. It was stored safely in the copyright office storage facility in
Landover, Maryland. The copyright office allows anyone to walk in and
ask to look at material. But for certain material like 10NES, you can’t make
a copy to take with you, or even take notes, unless the material is the
subject of litigation.

Atari lawyers filled out a form, requesting a copy of the 10NES program,
falsely alleging that they were the defendants in a case regarding the
algorithm in the US District Court of Northern California. In no time at all,
Atari Games suddenly had a copy of the 10NES program, obtained illegally.

With access to the program, Atari engineers had no trouble at all reverse-
engineering the lockout chips. They created a similar chip, that contained
their duplicate 10NES program, and tested it in a cartridge. It worked. They
dubbed their clone, “Rabbit.” Atari Games’ plan to circumvent the strict
NES licensing agreement was coming to fruition.

Tengen may have picked the worst possible time to become a Nintendo
licensee. In 1988, the entire electronics industry was experiencing a chip
shortage, simply due to high demand. Nintendo was hit hard. Because
they manufactured every single game, they had to let all of their licensees
know that they would be getting fewer games than originally planned.

Some companies were furious. The loss of sales would cut deep into their
profits. Dan Van Elderen, COO of Tengen, asked if they could just find
surplus chips themselves, without Nintendo. Nintendo agreed, but only if
Tengen would pay the difference in cost. The chips also had to pass their
standards. After finding a supplier in the USA, Tengen submitted the chip
to Nintendo for review. It was denied.

One Tengen spokesperson claimed that due to the chip shortages and
Nintendo’s policies, they were only able to satisfy less than ten percent of
the demand. Nakajima and other executives saw this as the final straw.
Nintendo’s licensing policies were hurting their business, and they had
finally found a way around the lockout chip. It was the perfect time to
strike.

In December of 1988, Atari Games sued Nintendo for antitrust violations
and unfair competition for a sum of $100 million. At the same time, they
sent out their new games containing the Rabbit chip to retail stores, the
very first unlicensed games for the Nintendo Entertainment System.

After the 1988 Christmas party at Nintendo, Minoru Arakawa and Howard
Lincoln received the news that Atari Games was suing them. They
were completely blindsided. They quickly contacted Nintendo of Japan.
President Hiroshi Yamauchi was clear: Atari Games and their unlicensed
cartridges must be stopped.

Nakajima met with Arakawa to discuss the lawsuit. He told him he never
wanted it to come to this, but due to Nintendo’s strict rules, he felt he

had no choice. Nakajima offered to withdraw the suit. “Let us do our own
manufacturing,” he said. Arakawa said no. The lawsuit would continue.

Atari Games went to the media, accusing Nintendo of creating a chip
shortage in order to keep prices high. Nintendo vigorously denied the
claim, calling it “absolute nonsense.” For Nintendo vice president Howard
Lincoln, it was a total betrayal of their initial licensing agreement with
Tengen. He stated, “I thought to myself, you have no idea what you have
taken on: A tiger, who will skin you piece by piece.”

Nintendo quickly countersued in February of 1989, stating that Tengen had
entered the Nintendo licensee program fraudulently, obtaining technical
support and detailed information about retailers for the sole purpose
of making their unlicensed games. They also sued for Tengen’s sales
of unauthorized and unsupported games on the NES, as well as patent
infringement on their lockout security system.

Later that year in November, they amended their suit, adding that Atari
Games unlawfully obtained their copyrighted 10NES program from the US
Copyright Office. All of the allegations and suits would be condensed into
one case. It was only the beginning of a long, drawn-out battle between
the two juggernauts.

Nintendo employed a strategy of intimidation outside of the courtroom,
threatening retailers with legal action or cutting them out of supply if they
sold Tengen products. Nintendo products sold consistently throughout the
year for retailers, sometimes making up 50% of sales. For some, it was
simply too risky to sell the unlicensed games. Retailers such as Toys “R”
Us, WalMart, Target, and Circus World all stopped selling Tengen games.

Atari Games filed an injunction in order to stop Nintendo from threatening
its customers. Judge Fern Smith, who would oversee the entire case, ruled
that Atari and Nintendo could not interfere with each other’s customers.
Both companies appealed, and the injunction was lifted. Nintendo
continued to contact retailers. Despite the legal battles and retailer
threats, Tengen was seeing good returns on its unlicensed games. Sales
were up by 40%.

In March of 1991, in the US District Court of Northern California, Judge
Fern Smith would decide whether or not Tengen had a legal right to sell
their unlicensed games. It all boiled down to the Rabbit chip included in
every Tengen cartridge. Did it use an exact copy of the 10NES program in
order to authenticate with the chip inside the NES?

Atari Games argued that they took the copyright office documents because
it was ridiculous to think someone could reverse-engineer a chip just by
looking at papers. They felt they were entitled to, quote, “self-help.” They
also claimed that the documents weren’t important anyway, as they had
already cracked the 10NES program. But evidence suggested otherwise.

The copyright on the 10NES program was dated 1985. However, in 1987,
Nintendo made some modifications to the program, deleting some
unnecessary code. The Rabbit chip contained the deleted code. 10NES
also had other functions, beyond just unlocking the console. The Rabbit
program contained those as well.

It was clear to Judge Fern Smith that the program contained inside
Tengen’s rabbit Chip was a direct copy of the 10NES program. She ordered
Atari Games to immediately cease producing, distributing, and selling
their unlicensed games, as well as recall all product currently on store
shelves. Smith also harshly criticized the company for their actions.

Atari Games would appeal, claiming the decision would force them to
shut down Tengen, laying off 39 employees, a huge financial impact.
Judge Fern Smith agreed, and suspended her decision. Tengen games
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would remain on store shelves - for now.

On September 10th, 1992, the case went to the US Court of Appeals in
Washington, D.C. As a defense to their copyright infringement, Atari Games
argued that Nintendo had misused its copyright of the lockout program,
giving them control of games developed by third-party companies. They
asserted that Nintendo’s misuse of copyright should prevent copyright
enforcement. They also argued that reverse-engineering the chip should
fall under fair-use.

The Court disagreed with copyright misuse, stating “The record does
not demonstrate, as a matter of law, that such restrictions restrain the
creativity of Nintendo licensees...” They did, however, rule that reverse-
engineering was fair use, stating: “Reverse engineering object code to
discern the unprotectable ideas in a computer program is a fair use.”

Ultimately, the court agreed with Judge Fern Smith’s original decision -
Atari Games had stolen the 10NES program code - and ordered them to
stop making and selling their unauthorized Tengen game cartridges for
the NES. After four years of litigation, the battle was over. Tengen ceased
production of NES games, and shifted their focus to other systems, mostly
the Sega Genesis, which was gaining ground in the market share. Atari
Games’ accusation that Nintendo violated antitrust laws would be settled
out of court.

Although Nintendo won the battle, Atari Games’ lawsuit ultimately
brought about sweeping changes. The case helped establish the legality of
reverse engineering. It also reformed how the copyright office gave access
to copyrighted material. Their antitrust suit also got the attention of other
companies. Jack Tramiel’s Atari Corporation also sued Nintendo for $250
million for violation of antitrust laws in 1989. Tramiel claimed Nintendo’s
practice of console exclusivity for two years prevented Atari from getting
good games. The case would ultimately be dismissed.

In December of 1989, Representative Dennis Eckart of Ohio urged the
Justice Department’s antitrust division to investigate Nintendo, citing
“unreasonable tactics to restrain competitors.” This led to an investigation
by the Federal Trade Comission. A year later, in October of 1990, Nintendo
announced they had decided to ease their licensing restrictions, which
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included the two-year exclusivity rule. In 1991, the FTC and Nintendo
settled the case. Nintendo was ordered to send $5 vouchers to any person
who had purchased an NES game between June 1988 and December
1990. Nintendo dealers were now allowed to sell games, cartridges, and
accessories, at any price they chose.

The case even reached the Japanese video game market. In 1989, Namco
had to renew their initial licensing agreement with Nintendo, which
originally gave them special provisions for being one of the first licensees.
Nakajima’s old boss, Masaya Nakamura, met with Nintendo president
Hiroshi Yamauchi to discuss the new terms. Yamauchi refused to give
Nakamura the special treatment he once had. Nakamura was furious,
and spoke out publicly against Nintendo’s monopolistic practices. He also
declared that Namco would begin development of games for Sega’s latest
console, the Mega Drive.

Hideyuki Nakajima would run Atari Games into the 1990s. In 1994, Time
Warner decided to fold both Atari Games and Tengen into their new
company, Time Warner Interactive. Around the same time, Nakajima
announced he was changing his role within the company, but friends,
family, and co-workers knew the truth. He was battling lung cancer, and
simply couldn’t handle the responsiblities of running the company. On
July 11, 1994, Hideyuki Nakajima passed away in Tokyo.

Under Nakajima’s leadership, Atari Games aggressively attacked
Nintendo’s business practices. It would eventually lead to Nintendo
changing their strict policies, which allowed developers to make their
games for other consoles. This helped systems like the Sega Genesis gain
a stronger foothold in the market share, creating a more open market.
Hopefully the next time you pick up one of those Tengen carts, you'll
remember how important they were to the industry!

Norman Caruso is the creator of Gaming Historian, a documentary series
on YouTube that discusses the history of video games. His work has been
featured on Polygon, Destructoid, Game Informer, and Capcom, as well as
sources for Associated Press articles and research papers. He graduated
from Elizabeth City State University with a degree in history in 2009.



From Plastic to Pixels
by Dan Eardley

With the Nintendo Entertainment System revitalizing the video game
market and dominating the late 1980s, it was not at all uncommon to
see many video games based on licensed properties. And why not? Video
games were a new way to target audiences, especially kids, and introduce
them to characters or products. Everything from classic cartoons to hit
movies got the video game treatment. Even Domino’s Pizza jumped into
it by licensing a video game starring their company mascot, the Noid. As
video games grew increasingly popular throughout the decade, nothing
was off the table when it came to potentially being turned into a video
game... including toys.

Just a few short years before the NES saw release in the United States, it
was against FCC regulations to produce cartoons based on a line of toys or
action figures. Such cartoons were looked upon as extended commercials,
advertising directly to children, and therefore inappropriate. But good
ol’ President Reagan changed all of that, and in 1985 we saw the debut
of Hanna-Barbera’s The Pac-Man Show. Pac-Man became the first video
game mascot to receive an animated series. Shortly after that, He-Man
and the Masters of the Universe, based on the line of action figures from
Mattel, debuted to massive success. This was followed by a slew of new
cartoons based on video games and toy lines, including the likes of G.I. Joe
and Transformers.

So why is this important to the overall topic of toys-turned-video games?
With new hit animated shows came a new level of brand awareness.
Suddenly, kids were connecting with these characters on a whole new
level which caused the demand for even more toys. It wasn’t long until
they wanted more than just the action figures. These kids craved t-shirts,
lunchboxes, and yes, video games!

G.I Joe is a terrific example of
that. While G.I Joe was originally
released in 1964, the modern “A
Real American Hero” line was

released in the U.S. in 1982. The ol Y |
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toys themselves did well, but the ; 2L LR
introduction of the animated o Sy
series in 1985 helped to thrust the |
brand into the limelight. Later,

in 1991, Taxan released G.I. Joe
on the NES. The game truly does
an amazing job of capitalizing
on the brand that had been built
up over the previous decade by
utilizing characters and vehicles from both the animated series and
the Hasbro toy line. At this point, kids and fans were very familiar with
characters such as General Hawk, Duke, and Snake Eyes and their battles
against the evil Cobra organization. This game allowed those fans to fight
the same battles they likely had with their 3.75” action figures, but this
time with an NES controller.

While the game was released towards the end of the Nintendo’s life span,
its instantly recognizable characters and themes, as well as the overall fun
gameplay, garnered decent reviews from fans and critics. The game even
got a sequel from Capcom in 1992. Thus, this game is a perfect example
of what the power of recognition due to a popular animated series and
line of toys can do for the overall licensed property. Now how about an
example of the opposite? Enter: M.U.S.C.L.E.

In 1985, Mattel released a line
of small, pink wrestlers dubbed
M.U.S.C.L.E. (which stands for
Millions of Unusual Small
Creatures Lurking Everywhere).
The toy line was quite popular,
and many children at the time
had at least a handful of these
little weirdos since they were
relatively cheap. What many
American kids did not realize
at the time is that these figures
were originally released in Japan

two years earlier, and were based on an anime and manga franchise
called Kinnikuman. Kinnikuman was popular in Japan, so along with the
cartoon and manga series, Bandai released the video game Kinnikuman:
Massuru Taggu Matchi for the Famicom in 1985. The following year,
the game was brought to the NES in the U.S. and rebranded with the
M.U.S.C.L.E. name.

Because American kids were completely unfamiliar with the characters
outside of the little pink mini figures they collected, one can imagine that
the connection with this game was not quite as strong as it might have
been had the cartoons been available in the U.S. Of course, it also doesn’t
help that the game is not looked at as being very good. It’s an early title for
the system, and really suffers from limited graphics and poor controls.
It’s not really the best representation of the much-beloved toy line.

———— . e Vs I o V-1 § brings us to one of the
most bizarre NES games based
on a line of toys. Monster in My
: Pocket was a line of small, soft
plastic figures very similar to
%i M.US.C.LLE, but with a focus

______ & on classic monsters. Matchbox

},' - - - released the toy line in 1990 with

——.——— no media initially surrounding

A - the property. While there was

= . |== a short-lived comic book series

4 SERMSETTTR AW T —Tf 1 throughout 1991, the franchise

W o e !! really stepped up in 1992 with the

release of an animated special
from Hanna-Barbera and a brand new video game from Konami on the

NES. This media push might have been a little too late, as 1992 was also

the year that the toy line began to fade from U.S. store shelves. (The toys

found much more success in the U.K.)

The game itself utilizes some of the story aspects from the comic book
series that was released in 1991. However, most of the folks playing this
game were likely mostly familiar with the line of toys, so this was their
first real introduction to any sort of story for these characters. While the
game has garnered many positive reviews, there’s one extra charming
thing about this specific title that is especially appealing to collectors of
the toy line.

The game was packaged with an exclusive figure named Blemmyae,
who was also featured in the artwork on the game box. The figure was
offered in four different colors (green, pink, orange, and blue) and these
color variations were randomly inserted into the game boxes. This is the
only way this particular figure was ever released, making him a really
nice bonus incentive for buying the game. As one can imagine, the
Blemmyae figure is quite sought after these days. With Monster in my
Pocket collectors and Nintendo collectors all after him to complete their
collections, this one mini figure now sells for upwards of $100 on internet
auction sites!

Many of the toy properties that hit big in the 1980s like G.I. Joe are still
well-known to this day. Cartoons, comic books, and other forms of media
played a huge role in making these toys more than just a random piece
of plastic that gave us enjoyment as kids. They became much more than
that and the NES played its role by giving us the ability to act out our
adventures with our favorite characters in a colorful, 8-bit world.

“Pixel Dan” Eardley is a reviewer, reporter, and all-around toy enthusiast.
He is well known for his fun and charismatic toy and action figure video
reviews on YouTube, as well as his toy industry interviews.
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by Pat Contri

In August 1989, Nintendo released the RPG Dragon Warrior in North
America. It wasn’t an insignificant release, since in Japan Dragon Quest
(renamed Dragon Warrior state-side) was a huge franchise with the third
installment already being developed. Nintendo assumed that since it was
a smash hit in Japan that it would likewise be in the U.S. That assumption
wasn'’t exactly correct and it didn’t sell well for a good reason - the RPG
genre was almost unheard of on consoles in North America. Sure, on
computers throughout the early and mid 80s you had many RPG releases
such as the Ultima, Wizardry, and Advanced Dungeons & Dragons games,
but console gaming had an entirely different audience, with an entirely
different demographic than computer users - mostly younger kids. This
was a type of gamer that had never heard of role-playing games before.
They were too busy with their Super Marios and their Contras and their
Adventures of Bayou Billies.

If Nintendo did not realize this fact before its release in North America,
it must have been crystal clear after Dragon Warrior's release and
subsequent substandard sales in 1989 that NES gamers not ready for nor
familiar with the RPG genre. Nintendo Power magazine pumping out
coverage of the game in various issues during 1989 didn’t seem to help
matters either. So what was Nintendo to do about a successful franchise
in Japan that wasn’t up to snuff in the U.S., as well as thousands upon
thousands of unsold Dragon Warrior games? How about a giveaway?!

In the fall of 1990, Nintendo of America unleashed a monumental
giveaway to the gaming public; a free copy of Dragon Warrior was mailed
to anyone who subscribed or re-subscribed to Nintendo Power magazine. A
free game giveaway to this extent was unheard of, and given the fact that
a new NES game usually cost at least $40 and the magazine subscription
was about half of that, it was no surprise that hundreds of thousands of
gamers (or their parents) cashed in and were introduced to the RPG genre
via a free copy of the game. And indeed, it was how I was introduced to
Dragon Warrior and RPGs as well. Wow, a free game! I mean, my Mom
once bought me a new copy of Jaws for next to nothing at a flea market
across from New Jersey State Prison, but this was even better!

Since this was Nintendo’s first real chance to indoctrinate the Western
console audience into the world of RPGs, they had to make sure that it stuck.
If not, that meant that RPGs might never catch on with the youngsters,
and then future games like Final Fantasy and Earthbound would crash
and burn in the U.S. In order to avoid this, Nintendo of America held the
hand of every gamer by not only sending them the game but also a bevy of
bonus, supplemental Dragon Warrior material to make sure gamers not
only understood the type of game they were seeing, but would transition
into and learn the RPG genre as smoothly as possible. It wasn’t exactly a
“soft sell.” So what was included in the package that was mailed out to
hundreds of thousands?

In this letter, Nintendo thanked you for subscribing and gave you a
heads-up concerning all the other materials contained in the package.
It’s strangely addressed to you as a “Power Animal,” which sounds like an
aggressive overcompensation for the slower and inaction-packed game
Dragon Warrior. Hey, Nintendo of America marketing team, let’s pump
the brakes a bit.

This letter from the publisher of the sequel conveniently let players know
that once they slogged through 50 hours of killing slimes for experience
points, the sequel game was available (it was released Dec. 1990). While
I applaud Enix of America’s confidence here, it comes across more like a
desperate love letter from someone you went on one awkward date with
who’s already planning to elope.

g2

The letters. The one from Enix America is almost as creepy as one from the
Zodiac Killer.

This pastel-colored card spelled out the various player experience levels
in the game, including not only the suggested weapons, items, and spells
the player should have by that point, but also where in the game they
should be headed. This “cheat-sheet” for the game was helpful for those
too lazy to attempt to think on their own. After all, these were gamers
who couldn’t beat Contra without the Konami Code, right?

The Adventure Guide card — not to be confused with an invitation to your
sister’s wedding.

These oversized maps spelled out the stats of the monsters in Dragon
Warrior, laid out the world for the player to explore, and detailed the
underworld dungeons the player had to traverse in order to find items,
spells, and other RPG goodies that usually pop out of blocks or dead
enemies in other games. These posters would prove to be helpful and
totally essential by themselves, if it wasn’t for the—

If all the other items weren't enough to get players on their way and tie
their shoes, Nintendo printed up and included a 64-page step-by-step
walkthrough that detailed everything you could possibly want to know
about the game and playing through it while pulling you along on a leash.
If Nintendo’s distrust in Western gamers’ attention span and ability to
care/adapt to role-playing games wasn’t apparent enough, the Explorer’s
Handbook made it loud and clear.



The posters. Hanging one in your high school locker increased the likelihood
of wedgies by 65%.

The Explorer’s Handbook — as long and exhaustive as a reference guide to a
1972 Ford Ranchero, but at least this one tells you where to buy Magic Armor!

The game... oh yeah, this thing. I hear you wrestle dragons and punch slimes
and stuff.

The entire contents of the giveaway package. The only thing missing is a
“I Only Own Dragon Warrior Because I Got It For Free” t-shirt.

There you have it - Nintendo’s grand Dragon Warrior giveaway
experiment. It was an obvious hard sell and a somewhat desperate one,
but did it pay off? While it did not lead to substantial sales for the sequels
in the Dragon Warrior series on the NES (the pleading Enix America letters
were ignored), the plethora of free games at least helped establish the RPG
genre more firmly in North America for console gamers, which paved the
way for the future success of various other RPGs to follow suit. This would
be the last free NES game giveaway via Nintendo Power, which is a shame,
since there were only so many prison flea markets with questionably
cheap NES games I could count on as a child.

Pat Contri is a tomfoolery practitioner and famous devourer of brownie
sundaes. He is also responsible for creating Ultimate Nintendo: Guide to the
NES Library (1985-1995), available now!
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Why Was Music So Good on the NES?
by Brent Black

“If Beethoven were alive today, make no mistake, he’d be a video game
composer. Abso-freaking-lutely.” — Tommy Tallarico, Guinness World
Record holder, most prolific video game composer of all time

The library of NES games contains some of the best music ever written.
I mean some of the best music since music was invented.
I'm talking some of the best music

OF.

ALL.

TIME.

That might seem like an exaggeration, but it’s not.

I'd be willing to bet that, worldwide, the single most identifiable tune is
the Super Mario Bros. one. You know the one I mean...

“Bah dat dat, doo-dat dow”?

It’s so identifiable, I've jogged your memory of the song just by writing a
string of vaguely suggestive syllables in a print medium.

On YouTube alone, you can find the Super Mario Bros. “Overworld Theme”
performed by:

pianists,

guitarists,

a CNC router,

a pipe organist,

ocarina soloists,

marching bands,

a cappella choirs,

a pair of Tesla coils,

a beatboxing flautist,

symphonic orchestras,

a boy flicking his cheek,

an ancient Chinese Sheéng,

a collection of stepper motors,

a collection of floppy disk drives,

a man rubbing tuned wine glasses,

a manualist (literally a musically inclined hand-farter),

all manner of woodwind, brass and string instrument soloists,

a remote control car striking a line of perfectly tuned wine bottles,

and that’s just what you find in the first few minutes of a perfunctory
YouTube search! It’s arguably as ubiquitously identifiable in the developed
world as any country’s national anthem, any piece of classical music, or
any iconic film score. Sure, a child in one of these countries may sense a
passing familiarity with the notes of Mozart’s “Eine Kleine Nachtmusik”,
or John Williams’ main theme from Superman, but could they name
them? For that matter, could most adults name them off-hand? On the
other hand, after a few seconds into Koji Kondo’s 1985 masterpiece, pretty

much anyone can tell you it’s the Mario tune.

Why? What are the root causes — or the necessary conditions — to create
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such a renowned tune?

If you ask me, it all grows out of extreme creative limitation. Orson Welles
once said “The absence of limitation is the enemy of art.” In other words,
some of the best creative works spring from artists who must work within
tight parameters and limited resources.

Case in point: The NES sound chip.

The NES sound chip has a maximum polyphony of three notes plus one
track of non-melodic sound, and another track for sampling. In layman’s
terms, that means it can usually only play three notes of music at a
time, with two other tracks set aside for percussion and sound effects.
Technically, that sound effects track could be used for music, but this
trick was only used in a minority of NES titles, and would still only allow
four notes of music to be played at once. For comparison, a symphonic
orchestra can perform over sixty notes simultaneously. A four-piece rock
band could play around a dozen at a time. Even a super-skilled xylophone
player can get five or six going at once! But the humble NES sound chip,
even when stretched to the limit, could only produce four at a time.

On top of that, NES carts had very limited data capacity, so most of the
tunes NES players heard were less than a minute long, though they may
have seemed longer because they were typically looped ad infinitum.
Legendary composer Koji Kondo was particularly clever with the Super
Mario Bros. “Overworld Theme”, which only contained about 40 seconds
of musical material, but was broken up into four sections that were
rearranged in different orders to create a longer loop. Think about that: a
kid who played Super Mario Bros. on the NES could easily have listened to
fifteen collective hours of the “Overworld Theme”, even though the tune
only has 40 actual seconds of musical material.

So an average NES composer was faced with the assignment of writing a
piece of music that would be less than a minute long — with the polyphonic
equivalent of a three-fingered pianist and a bongo player - the constant
repetition of which needed to be tolerated by players for hours on end. The
NES was one of the most advanced pieces of consumer-level technology
ever created, and yet its sound chip set composers back to a time when
music itself was in its infancy.

What does a composer do when faced with such a ridiculous assignment?
The composers of the most memorable NES soundtracks broke music
down to its essentials: simple melody and harmony.

The sound chip’s limited polyphony made complex chords nigh impossible,
so simpler chord structures emerged. And the time limits on most of the
tunes nudged composers toward tidy, catchy bricks of music, nearly as
densely packed as a jingle on a 30-second TV commercial.

Some composers, like Tim Follin (Solstice, Silver Surfer) found clever ways
to manipulate the hardware into playing more complicated arrangements
than those for which it was designed. Unfortunately, the games he
composed for were often critical bombs or otherwise unpopular. However,
because of his adroit composition skills, NES games like Pictionary,
Silver Surfer, and Solstice are remembered today almost entirely for his
compositions on their soundtracks.

There were other techniques that squeezed extra complexity out of the
NES sound chip, such as the “arpeggio effect”. When a pianist plays a
chord, we hear all the notes in that chord at the same time. A complex
chord can easily contain eight or more distinct notes. By playing a chord’s
notes in an arpeggio — a sequence of notes rather than all of them playing
at once - NES composers could trick the ear of the listener into thinking
they were hearing one chord all at once, when in fact it was still just one
very short note at a time. This technique dated back to the Commodore 64
and was arguably perfected during the NES generation.

Even with the aforementioned tricks and workarounds, the amount of
sound that the NES could produce was still extremely finite. Timbral
variety couldn’t pull much weight, nor could extreme variations in
dynamics; it just had to be damn good music that expressed itself in a
very short length of time.



Little did these composers know that they weren'’t just writing tunes for
a new medium; they were on the frontier of a new genre of music. Think
about it: All music up until the emergence of video game music was either
actively performed by a musician, or passively received by a listener.
Even if you were watching an opera, the music was about the journey
of the characters on stage. But a game tune is the music of the player’s
journey. Even if millions of individual players had unique versions of this
journey, they still experienced the same music, and they only experienced
it because of their constant choice to actively pursue the journey of the
game. And while video game music could mimic any genre — NES titles
had music in every style from Baroque to Bluegrass - it is fundamentally
distinct in its context and function from any other type of music that
existed before. The years that followed after the NES saw the rise of more
complex sound chips and, eventually, more advanced consoles could just
cue up pre-recorded sound files and forgo a limited sound chip altogether.
One could argue that video game music is less lyrical these days; catchy
tunes are fewer and farther between, having been replaced by ambient
soundscapes and moody orchestral music, often barely distinguishable
from a generic Apple loop.

But before all that, there were frustratingly restrictive sound chips and
clever, tech-savvy composers. The NES was in many ways the apex of
those programmer-meets-composer hybrids, and one of their greatest
achievements is the enthusiasm that remains for their work decades
later. Orchestras around the world play symphonic arrangements of game
themes from the NES era to sold-out houses and screaming fans. Popular
video game conventions like MAGFest and PAX give primetime slots to
bands who simply play covers of video game tunes from the 8-bit era.
These are all testaments to the potency that music can have when it grows
out of limited parameters, and the power of video game music: a distinct
and important genre that came of age through the groundbreaking reign
of the NES.

Brent Black is known as “Brentalfloss” on YouTube where he has been
adding lyrics to classic video game tunes and releasing related music videos
since 2008. His albums of “Video Games With Lyrics” songs have placed in
the top ten on the iTunes and Billboard comedy charts. You can follow his
increasingly strange career on Twitter: @brentalfloss.
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Color Dreams and Wisdom Tree
by Karen Niemla

Wisdom Tree is arguably the best known religious video game publisher
of all time, indeed, even to this day. However, this fame is partially
infamy, since that distinction might be owed to circumstance as much as
the company’s laboring and innovation. Regardless, the story of Wisdom
Tree’s existence exemplifies the complexities of Nintendo’s licensing and
business practices as well as the challenges inherent in creating games
with Christian themes.

Born around 1988, Wisdom Tree’s Christian name was actually “Color
Dreams,” and the company was focused on making general-interest
unlicensed games for the NES. Strangely, these games were as violent as
other ordinary NES games, with titles like RoboDemons featuring undead
creatures in graveyards and Menace Beach containing a woman whose
clothes fall off more and more as the player progresses. One of their
abandoned projects was even an adaptation of the Hellraiser films. They
also published the infamous Master Chu and the Drunkard Hu (developed
elsewhere), and made a strange shooter game called Baby Boomer.

The games weren'’t selling well enough, however, firstly because they
weren'’t particularly good, and secondly because of Nintendo’s licensing
and business practices. The video game crash that preceded Nintendo’s
arrival in America had been caused in part by a flood of gaming systems
and cartridges with dubious quality and intentions. The “Nintendo Seal of
Quality” branded on NES game boxes was an assurance to the public that
the system’s software was (generally) not garbage and not offensive. Yet
this also meant that they ultimately controlled what gaming could and
could not achieve. Nintendo’s censorship did later become problematic for
its image in the 16-bit wars when Sega was more willing to release “edgy”
titles and Nintendo wished to remain constitutionally family-friendly.

Nintendo enforced the licensing through both the NES hardware and
retailers. Nintendo wouldn’t allow major video game stores to sell
unlicensed games, they limited the number of titles each publisher could
release in a year, mandated pricing, and employed other such practices,
both legal and illegal. In this environment, Color Dreams had nowhere
to sell their games. So they sought a new market out of Nintendo’s
jurisdiction: Christian bookstores. Religious themes were verboten under
Nintendo’s licensing, so there were no other developers making Christian
games in traditional video game and toy stores. These bookstores also
sold Christian-themed videos, decor, music, accessories, jewelry, fish car
emblems, etc. NES carts would just be one more thing.

Thus Color Dreams became Wisdom Tree, yet it still remained the same,
since several Color Dreams games were retooled and re-titled to contain
Christian themes while remaining otherwise identical. With tenuous
Biblical connections added, Menace Beach became Sunday Funday and
Crystal Mines became Exodus. Interestingly, Sunday Funday was made
in 1995 and is the last NES game released during the system’s lifetime.
Yet Wisdom Tree’s best known games are those which they made with
the Christian audience in mind such as King of Kings, Bible Adventures,
and Spiritual Warfare on the NES. None of these games were especially
great in terms of gameplay and borrowed heavily from other games, but
they were unique and that brought them success. They also made ports of
these games for the Genesis and Game Boy. Various Christian games are
still being made and played, but none of them seem to have received the
same recognition as the Wisdom Tree titles. Why?

The NES’ popularity may be part of the reason, but perhaps religious video
games and fiction in general are limited by the source material inherently.
The writer has to, in a way, write God as a character through His actions
and inactions. Considering that He’s omnipotent, your audience might
wonder why He doesn’t just literally deus ex machina all the plot’s
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problems away. Putting Biblical characters in a game introduces the
possibility that the player can lose, which is supposed to be impossible,
an ending where God’s intended outcome did not happen. Why doesn’t
God just give us Game Genie powers in the game, if He’s so powerful? Why
doesn’t He do that for us in real life, if He’s so powerful? It takes some
bravery/arrogance for a writer to put God in fiction with sincerity not only
because it’s the biggest can of worms you can touch, but it’s also awkward
to demonstrate who this “God” character is when you’re the one in control
and accountable.

Besides that, there are even the doctrinal questions of whether or
not games are an acceptable medium for Christian stories. Some
denominations do not accept contemporary Christian music in worship,
and some believe reading Harry Potter is immoral because it involves
magic. Over the years the Christian church has had multiple schisms
into umpteen denominations over varying opinions concerning what
is proper or improper to do with The Bible. Some people regard religious
texts with reverence and dignity in that they serve as a portal to a world
beyond our own and to the past, and even those who do not believe may
hold a serious scholarly respect for the millennia of culture and history
within these texts. How well you accept the ideas of any Christian game
depends on how accepting you are of fiction as an idea and how good
you are at separating facts from reality — which is difficult when you're
talking about concepts that literally exist in another reality.

Yet the folks at Wisdom Tree in the 1990s got beyond these profound
questions... by not even asking or answering them at all. They just didn’t
care. Paradoxically, this was their greatest strength. They had the courage
to not care, and in doing so they were able to make Christian games
uninhibited by Christianity itself, Nintendo, and reason. The insanity in
these games is what made them memorable and fun. Take the Nile River
stages from Bible Adventures for example: You're Moses’ birth mother
(Jochebed) carrying baby Moses down an Egyptian riverbank with spring-
loaded platforms, guards, corporeal clouds, and giant spiders. She has
super speed and super strength, able to lift over her head adult men and
piles of objects. The baby is frequently dropped or thrown on the ground
as you fight your way to the level’s end. Everything on screen is nonsense,
even more so compared to scripture, yet we can accept it because it’'s an
NES game.

Wisdom Tree’s best game, Spiritual Warfare, is also their craziest, with
regard for neither Nintendo’s list of no-no’s nor the subtleties involved
with Biblical interpretation. It's a Legend of Zelda-inspired action-
adventure game in which demons have taken over a town and possessed
its inhabitants. You fight enemies by throwing holy fruits at them which
cause them to kneel in prayer. Demons burst from some people, and the
game ends in a Hell-like demon fortress complete with devils.
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You must save the world from
the forces of evil, which is typical
of video games but with one big
difference: to varying degrees,
some Christians believe in that
battle literally. Not all faiths and
z not all Christian denominations
have the evangelical element,
where converting and “saving”
y ' people is paramount, but this
¥ SRR : ShE game was probably made for
= : H that audience. Hare Krishnas
are included at the airport
as enemies, and you have to
convert them too, which is uncomfortable. For most average players,
demonry is a common video game trope, but to some people, demons
are 100% real and can possess and corrupt people, while other Christians
don’t believe in literal demons and see them as a representation of evil.
If you Google the phrase “Spiritual Warfare,” you’ll see a lot of web pages
taking it very seriously, believing that our world is constantly at war with
evil, metaphorically and literally.
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Yet not all denominations have that embattled, aggressive attitude, and
there are some more universal scriptural and moral lessons in the game.



If you enter a bar or a casino you are punished, and some of the enemies
you fight are drunks (with bottles in hand) or street gangs. The “Armor
of God” in Ephesians 6:10-18 is a metaphor enumerating various virtues
that Christians should use to stand against evil in the world, including
the “breastplate of righteousness,” the “belt of truth,” and other armors
mentioned in the game. It’s the same for the Fruits of the Spirit weapons
in Galatians 5:22-23 (no mention of throwing them at people). The special
item “Samson’s Jawbone,” which is used in the game only as a means to
retrieve out-of-reach items, is a legendary weapon in the Bible from Judges
15:16, where the semi-mythological superhero Samson fights off an enemy
army singlehandedly: “with the jawbone of a donkey, I've piled them in
heaps! with the jawbone of a donkey, I've killed a thousand men!” (Why
not make a game out of that?) The “vials of God’s Wrath” in Revelation
16:1 cause plagues to punish the wicked, though in the game they are
explosive grenades. Finally, Spiritual Warfare and all other Wisdom Tree
NES games include multiple choice scripture quizzes, usually awarding
health or power-ups. At the very least, Spiritual Warfare can help players
remember parts of the Bible.

Since it’s fairly enjoyable on its own, you don’t have to be a religious
person to enjoy Spiritual Warfare and may treat it like regular fiction,
which actually makes the game much more sensible: you fight demons
using divine powers, and that’s that. The other Wisdom Tree games are
notable NES oddities which aren’t great (or good) but still have some
charm. Again, that charm comes from their outlandish execution and
respectfully irreverent treatment of religious ideas. Sometimes, you don’t
have to be great to be a legend.

Karen Niemla grew up in Pennsylvania and enjoys vintage computers,
retro gaming, drawing, and writing. Currently she is a reference librarian
at The University of Louisiana at Monroe and Web Administrator for the
Association of College & Research Libraries Louisiana Chapter.
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The Licensed Property NES Game Addiction
by Andre Meadows

As a fan of technology, it still fascinates me that today you have a screen
everywhere to watch something. TVs, computers, tablets, cell phones...
some of you may be reading this book right now on an electronic device.
It's okay. Pat doesn’t mind. You still bought his book. Unless this is a
pirated copy, which in that case, shame on you! Pat gots to get paid, son.
Keeping that beautiful hair of his that bouncy don’t come cheap! Where
was I? Oh yes, screens to watch everywhere.

I mention this because when I think about all the nostalgia talk you see
lately (“‘Remember the ’80s? Are you a ’90s kid? Top 10 Discontinued Food
from your Childhood!”), I always go back and think about how I grew
up for several years in a household with only one TV. One. Eventually, I
was “mature” enough to have a TV in my own room (in other words, my
parents bought a new TV, so I got the old one). But before that, it was one
TV to rule us all. And my parents dominated the TV. If they were home,
they had control and I had to be lucky enough to be interested in whatever
they wanted to watch.

Except on Saturday morning.

Saturday morning was my time. My precious few hours where I had total
control of the television set. To take in the sweet cartoon choices that
CBS, NBC, ABC (and eventually FOX and the WB) could provide. If I was
lucky, I could also go to a friend’s house or finish my homework in time to
catch some syndicated cartoons and sitcoms on weekday afternoons. And
thanks to cable, I occasionally got to experience Tom and Jerry’s Funhouse
on TBS, Donald Duck Presents on The Disney Channel, whatever was on
Nickelodeon, TNT Toons and USA Cartoon Express. This is why cartoons,
sitcoms, and cheesy movies mean so much to me to this day. It was the
indicator that I had control of entertainment — to watch the things my
parents never would have chosen.

That choice was both good and
bad when it comes to the NES.
Sure, Nintendo had a library
of unique games, original
characters, and brand new
worlds to explore. But it wasn’t
long before companies exploited
the NES with a time-honored
tradition: making video games
based on established characters
and licensed properties (movie,
TV show, cartoon, comic book,
etc.). If a kid likes WATCHING
FOX’s Peter Pan and the Pirates,
clearly they would like PLAYING FOX’s Peter Pan and the Pirates. Love Bill &
Ted’s Excellent Adventure? Then you obviously gotta get Bill & Ted’s Excellent
Video Game Adventure! Who cares if the video game is almost completely
unplayable? IT'S GOT BILL & TED ON THE COVER! WYLD STALLIONS RULE for
only $49.99! Have we learned nothing from the E.T. video game and the
crash of 19837 Never forget.
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Many NES games based on licensed properties weren’t well made nor cared
about. They were overpriced, full of glitches, and sometimes hardly even
based on the properties they were named after. They were just acquired
licenses slapped on rushed video games, thrown in stores with the movie
poster or character assets on the cover, so that some idiot would buy and
play the games simply based on the name alone.

And I was that idiot.

Because of my near drug-like addiction to watching cartoons, sitcoms,
and family flicks whenever I had control of the TV or VCR, it wasn’t long
before Nintendo made me crave the same thing. On top of that, I rented
games more than I bought them. It’'s hard to convince Mom and Dad to
buy a $50 video game, but it’s easier to use my allowance to rent a game
from Blockbuster Video (or Action Video, the local movie and game rental
chain in my neighborhood before Blockbuster Video placed their stores
literally across the street from all the Action Videos and put them out of
business - karma, Blockbuster).

Video stores had plenty of these licensed games on the shelves. The
good games were usually rented out, and these types of games were left
behind. Or maybe they had more games based on movies and TV shows
because they also rented videos. Who knows? All I know is they were
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there and I always got them. No need for Mega Man or Metal Gear. Step
aside Castlevania and Contra. 'm good with Fester’s Quest. One thing I
personally loved doing was making a theme night or weekend for myself.
I would rent a movie and rent the video game based on the movie at the
same time, like Beetlejuice or Dick Tracy. Obviously, I was a fun kid to hang
out with back in the day.

So instead of mastering The Legend of Zelda or Metroid, here’s a sampling
of video games I played as a kid, solely because they were based on
properties I loved. I'll let you personally decide the quality of each game.
Who Framed Roger Rabbit? Tom and Jerry. Teenage Mutant Ninja Turtles.
Mickey Mousecapade. The Ren & Stimpy Show: Buckaroo$. Home Alone.
Ghostbusters. Ghostbusters II. The Simpsons: Bart vs. the Space Mutants.
The Simpsons: Bart vs. the World. Harlem Globetrotters. Yo! Noid. M.C. Kids.
Monopoly. The Flintstones: The Rescue of Dino & Hoppy (complete with a
George Jetson cameo). If it was based on a game show, it was a guaranteed
playthrough. Jeopardy! Wheel of Fortune. Family Feud. Fun House. Win,
Lose or Draw. Hollywood Squares. Played them all. And in cases that made
absolutely no sense, I sometimes played games based on movies BEFORE
ever watching the actual movies they were based on. My apologies to Back
to the Future and RoboCop.

My first time going to Disneyland was in high school, when I won a trip
to Los Angeles for a school essay contest. But my REAL first time going to
Disneyland was playing Adventures in the Magic Kingdom on the NES. And
I'm sure many of you have seen the Angry Video Game Nerd fight Bugs
Bunny in his videos. Well, I rented The Bugs Bunny Birthday Blowout and
I owned The Bugs Bunny Crazy Castle. You read right. Owned. And when
stores first started selling used NES games, what classics did I buy? The
Three Stooges, Double Dare, Remote Control and Jackie Chan’s Action Kung
Fu.

There was just something that intrigued me about a video game version
of a movie, TV show, or cartoon. And yet, for some reason, I missed out on
Goonies II. Go figure. But there are some rare gems that made the journey
all worth it. Imean, technically Punch-Out!! started out as a licensed game,
Mike Tyson’s Punch-Out!! That counts, right? It’'s no Magic Johnson’s Fast
Break or Lee Trevino’s Fighting Golf, but the game seems to have done well
for itself. And then there’s Popeye. I personally played Popeye on the Texas

the NES and I still love that simple Donkey Kong-like platformer with the
classic Miyamoto touch.

Remember how I said I used
to rent a movie and the video
game based on that movie at
the same time? One weekend, I
. — |~ did that with a film that would
soon become one of my favorite
movies of all time and a really
b great movie-to-video  game
adaptation, Gremlins 2: The
New Batch. I love that movie as
much as Gremlins love water,
and even though the Gremlins
2 game was hard for me to play
sometimes (I could never get
past Machine Gun Mohawk), it was still enjoyable having Gizmo shoot
paper clips and flaming pencils at George, Lenny, Daffy, and their Gremlin
friends.

I'will always have a soft spot for the animated series Tiny Toon Adventures,
and I also enjoyed its NES counterpart. The Tiny Toons NES game is Super
Mario Bros. 3. Like seriously, it is. It was such a fun game that I enjoyed
renting as a child and owning as an adult. AsIkid, I also rented the sequel,
Tiny Toon Adventures 2: Trouble in Wackyland. But I actually owned Tiny
Toon Adventures Cartoon Workshop, where you could use locations and
character animations to make your own “tiny” cartoons starring Buster
and Babs Bunny (no relation), Plucky Duck, Furrball, even Calamity Coyote
and Little Beeper. It was during my Mario Paint phase.

One of my favorite arcade memories was playing Teenage Mutant Ninja
Turtles. My crowning achievement was using all of my tokens to beat
it, all thanks to the Putt-Putt Golf & Games “Super Saturday Special.” So
I was beyond ecstatic when Teenage Mutant Ninja Turtles II: The Arcade



Game was announced and shouted “Cowabunga!” when I got the game
for Christmas. Today, it’s obvious that the NES graphics can’t compare to
the arcade original. But that Christmas and beyond, it was like I brought
the arcade machine home. Sure, it was only two players instead of four,
but who cared? The first game only had one player for four Turtles! And
Konami was even kind enough to add new levels, new characters, and
product placement. Yes, I did use the Pizza Hut coupon from the game
manual.

That same Christmas, I also got Chip 'n Dale Rescue Rangers. While
everyone else loves that other cartoon and video game that you know is
about to be mentioned, I was a huge fan of Chip, Dale, Monterey Jack,
Gadget, and Zipper. Rescue Rangers away! I loved the cartoon and I loved
the video game. It had the look and the feel of the cartoon, something
Capcom did an excellent job of doing with Disney games like The Little
Mermaid, Darkwing Duck, and... that other game.

Rescue Rangers, like Ninja Turtles
11, was for two players, so a
friend and I could work together
as Chip 'n Dale, throwing apples
and boxes to defeat Fat Cat
and his goons while getting
Monty some cheese. I even
used Rescue Rangers and Ninja
Turtles II as part of a school

science experiment to prove if
! video games can be completed

faster with two-player co-op
l mode versus one player. I got a
“ “C” on the project. My teacher
liked the concept, but was disappointed that I chose to fill my science
project board with images of Ninja Turtles and Rescue Rangers I cut
out of my Nintendo Power magazines, leaving only one small sheet of
paper with all of my scientific data. My classmates loved it though. The
following year I did an experiment about how high different types of
balls can bounce. That got me to the city science fair regionals. I'll never
understand science.
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But enough about that, let’s get to the pinnacle of cartoon-turned-video
game, and that’s DuckTales. Did you just say “woo-ooh” after reading the
title? I know I did. DuckTales (woo-ooh) was also a Christmas present and
one of my favorite NES games of all time. Honestly, there’s times I think I
like the game more than the cartoon. It’s that good. There’s a reason that
it got remastered. Well, that and nostalgia. But you do have to appreciate
DuckTales Remastered looking even more like the cartoon and adding
most of the voice cast.

But what makes the original DuckTales on the NES so great? It had Capcom
and Disney working together, and used the Mega Man engine and some of
its key developers to make its adaptation perfection. You play as Scrooge
McDuck, searching exotic locations for diamonds, ice cream(?), and
special treasures just like on the cartoon show. And so many characters
from the cartoon appear in the video game. You’ll see Huey, Dewey, Louie,
Webby, Launchpad McQuack, Mrs. Beakley, the Beagle Boys, Flintheart
Glomgold, Magica De Spell, Gyro Gearloose, Bubba Duck - even GizmoDuck!
Blathering Blatherskite!

DuckTales on the NES also gave
Scrooge McDuck the ultimate
weapon - his cane. No gun, no
fireballs, no ninja throwing
stars - just smacking enemies,
opening treasure chests, and
bouncing around like a pogo
stick, all on his cane. This
2+ actually created a variety of

% gameplay. Do I pogo bounce off
my enemies or wait for the right
moment to golf swing a rock at
them? Do I bounce across the
spikes on the ground or climb
the vines above them? I want to pogo on top of a bunny or goat in the
Himalaya level, but if I miss, I get stuck in the snow. Do I pay the statue
in the Amazon level to reach the vine or do I trick an enemy to follow me
and then pogo off his head? Personally, I hope you choose the latter and
save yourself $300,000.
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And the music! Many people love to mention the Moon stage theme, but

honestly I thought all of the music in DuckTales was great and conveyed
the feeling you were playing a cartoon. The Transylvania theme was
spooky and the African Mines theme was... African Mine-y? Play the
Amazon or Himalayas theme and see if your toes don’t start a-tappin’.
DuckTales even had different endings which made you want to replay it
over and over again, searching for missing treasures or playing different
difficulty levels. I'm still learning more about this game today. I literally
found out recently that there’s a “bad ending” if you beat the game with
no money! These seem like simple game mechanics, but considering that
the game could have been slapped together and thrown out there in the
style of Hudson Hawk, Rocky and Bullwinkle or Where’s Waldo?, DuckTales
is practically a revolution in gaming.

The Christmas break after receiving DuckTales, 1 was invited to a holiday
sleepover, and I asked my parents if I could take my video game presents
with me. They said I was allowed to take only one game. So I chose
DuckTales over the other game I got for Christmas that year — The Bugs
Bunny Crazy Castle.

Well, that’s enough out of me. As Porky Pig would say, “Th-Th-Th-That’s
All Folks!” Unless Pat decides to do a Super Nintendo book. If that happens,
then I can talk about how I played Teenage Mutant Ninja Turtles IV: Turtles
in Time and Mighty Morphin’ Power Rangers... also Bebe’s Kids, Michael
Jordan: Chaos in the Windy City, and Looney Tunes B-Ball.

I have a problem.

Andre Meadows is the creator of Black Nerd Comedy, the internet show
discussing Power Rangers, Ninja Turtles, Nintendo, and lots of other ’80s
and ’90s goodness. You can find him on Twitter @BlackNerd.
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NES Censorship Hypocrisy
by Pat Contri

The heralded NES “Seal of Approval”: the golden symbol meant to separate
the licensed from the unlicensed games, the good from the bad, the
marketable from the shunned. If you were a game publisher and wanted
your NES title on Toys “R” Us and/or Kay Bee Toy Store shelves, you had
to go through Nintendo of America in order to obtain that coveted seal
and not be stuck in perpetual obscurity next to other unlicensed game
gems such as Tagin’ Dragon and Wally Bear and the No! Gang. While the
legality of Nintendo’s “our way or the highway” licensing program was
questioned (Nintendo was successfully sued over this and other related
practices), that didn’t stop them from keeping a close eye on the software
published on the NES. The “Seal of Approval” was meant to act as a
buffer both for the quality of the game published as well as the content
contained therein. The quality safety net Nintendo of America intended
did not always exactly work out as planned (Deadly Towers, anyone?).
Bad licensed games aside: it was NOA'’s censorship rules which were even
more perplexing. Nintendo of America was notorious for screening out
religious, political, and adult content (graphic violence, sexuality, etc.).
However, we are about to see that Nintendo’s censorship policies weren’t
exactly easy to predict, nor were they even close to consistent.

Gratuitous/Excessive Violence

In theory, Nintendo of America thought they could filter out violent
content mostly be never referring to death or killing as such in text, but
rather by “defeating” the enemy. This strategy worked extremely well for
most games, especially in Friday the 13th when Jason “defeats” children
by hacking off their limbs with a machete. I also feel I've accomplished a
great deal as a gamer when I've “defeated” an enemy sniper in Top Secret
Episode by putting a bullet through their head. Speaking of Golgo 13, in
order to soften his assassin image, he was only referred to as a “spy” in
game materials and Nintendo Power magazine, yet the only spying he was
doing was in female spy Cherry Grace’s pants. HI-O0000!

Don’t worry kids, that’s not blood - it’s cherry Juicy Juice!
Religious Symbolism

No civilized person likes to be reminded of religion (who wants to make
dinner conversation uncomfortable?), and Nintendo of America agreed
by heavily restricting religious images/themes. Devil World was a PAL/
JAP region release featuring heavy Christian symbolism such as bibles,
crosses and egg-men, so there was no way that game was being released
state-side lest NOA add confession booths to their PowerFest 1990 tour. In
another blow to the First Amendment, in DuckTales, crosses on tombstones
were strangely adorned by “RIP” in their place. Yet crosses appear in over a
dozen other NES games including Castlevania, Ghosts ‘N Goblins, and even
Mappy-Land. My guess is that NOA thought having their game plastered
with overt messages of one religion - that of rampant capitalism/greed
- was quite enough. You're just part of the evil 1%, Scrooge! Occupy that
money bin!
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It’s clear why NOA didn’t want Devil World released... SOFT SERVE ICE CREAM.

Nazis

It seems like NOA did not want Americans to enjoy what they fought so
hard to earn by defeating the Nazis in World War II... that is defeating
Nazis in video games. In both Top Secret Episode and Bionic Commando,
just about all references to the Nazi villains were altered save for a single
swastika that snuck by in Top Secret Episode... oh and PESKY HITLER FINAL
BOSSES IN BOTH GAMES. Come on NOA, we've seen enough History Channel
(pre-Pawn Stars and Ax-Men era) to know what Hitler looks like! Change
him to look like a talking giraffe, a wallaby, something!

Yay, you’ve defeated Hitler!
Nudity

Nudity runs rampant in the NES library. From Kid Icarus’ blue-boobed
Syrens to Alex’s sauna-ass in River City Ransom to Taboo: The 6th Sense’s
tarot card debauchery, it seemed that almost half the NES library had
either straight-on nudity or huge-breasted women (Super Off Road, I'm
looking at you-r breasts). If you then tack on all the NES games featuring
nude female statues in the background, the percentage probably jumps
to somewhere in the 75% range (note: not a scientific calculation). When
it came to boobs, Nintendo of America responded like a room of college
freshman boys discovering internet porn for the first time in 1997. I
wouldn’t be surprised if some day a Game Genie code is discovered so
you can play as a topless Princess Toadstool in Super Mario Bros. 2. In
fact, the only time off the top of my head that I can think of nudity being
censored out of an NES game is Top Secret Episode when Cherry Grace
doesn’'t undress when meeting Golgo 13 in the hotel (don't worry, Golgo
still gets the job done). Then again, that game also had the protagonist
blowing people’s heads off, having sex yet again, and smoking cigarettes
to regain his health. There’s only so much of Golgo 13’s manliness you can
contain, I suppose. NOA probably felt it best to let it all slide.

When it came to NES nudity, NOA practiced equal opportunity.

So there you have it, the great NES Seal of Approval. As you can see, it
was far from consistent and leakier than Hitler’s head after being hit by
a rocket.

Pat Contri is responsible for goofiness and the book you’re reading now.



Unreleased NES Games

There were many NES games (some Famicom game translations, some original) that were mentioned or advertised in magazines like Nintendo
Power or others that were never released. Some were even promoted at trade shows such as CES (Consumer Electronics Show). Some of these
games were 100% finished but shelved, some made it to the prototyping phase but were left unfinished, and some never made it past the
conceptual phase. Fortunately, many of the unreleased games have been preserved in modern times to play and enjoy due to the dumping and
release of the prototype ROM image. Some unreleased game prototypes, however, have yet to be found. Here are some screenshots of semi-
completed and completed NES games that never made it into the hands of consumers and NES game players!
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Joel Einemark
Joel Magnus
Joel Mousseau
Joel Scott

Joel Swanson
Joel T Hill

Joel Tinsley
Joel Vallie

Joel Zemaitis
Joey Chalom
Joey Lesiak
Johan Akelius
Johan Back
Johan Renberg
John

John Aguilar
John Bailey
John Bender
John Bennewitz
John Blanco
John Brasher
John Buenz
John Burt

John C Courchesne
John Caminiti
John Cryan
John Deemer
John Edward
Virtudes

John Fillmore
John Fiorio
John Flanary

John Flickinger
John Gass

John Giannetto
John Gordon
John Harrison
John Harty

John Hill

John Holton

John Houghton
John Huddleston
John Johnson
John Lombardo
John Losacco
John Murray
John Ogan

John Olson

John Radley

John Riggs

John Riservato
John Saterdahl
John Schneiderman
John Sherby
John Simmons
John Snyder
John St.Laurent
John Vito

John W Rispo
John Wiencek
Johnathon D Sample
Johnie Pensala
JohnJ77777
Johnny Puim
Johnny Suarez
Johnson Snell
Jojo Frekote

Jon Dupont

Jon Folkers

Jon Folks

Jon Jensen

Jon Provencher
Jon Randall

Jon Stephan

Jon Waterman
jon westbrook
Jon winqvist

jon zrostlik
Jon-Erich Smith
Jonas Fairfield
Jonathan
Jonathan Allen
Jonathan Baroz
Jonathan Benefiel
Jonathan Boyk
Jonathan Cervantes
Jonathan Chapman
Jonathan Crosby
Jonathan Curran
Jonathan D. Skaggs
Jonathan Ferber
Jonathan Gall
Jonathan Levin
Jonathan Mues
Jonathan Pate
Jonathan Perkins
Jonathan Riley
Jonathan Solita
Jordan Southard
Jonathan Woods
JonRadical
Jordan Bogart
Jordan McMillan
Jordan Pellerin
Jordan Romaker
Jorge Guia

Jose Enrique Contreras
Jose Martinez
José Mufioz
Joseph & Sara Face
Joseph Camoia
Joseph Carafa
Joseph Collins
Joseph DiGregorio
Joseph E Ross
Joseph F. Becker

Joseph Gaffney
Joseph Gonzalez
Joseph Holody
Joseph Hrizak
Joseph Konsouls
Joseph Kulikowski
Joseph Kunst
Joseph Metcalf
Joseph Moshiri
Joseph Pugh
Joseph Rankin
Joseph Sampson
Joseph Stringfellow
Joseph Vella
joseph yglesias
Josh

Josh DeJoseph
Josh Donow

Josh Engwer

Josh Gwizdala
Josh Hasty

Josh Herberger
Josh Jacobson
Josh Morth

Josh Nickerson
Josh Smith

Josh Stevenson
Josh the Punk Guy
Josh Weaver
Joshua Beach
Joshua Boudreaux
Joshua Carey
Joshua Combs
Joshua Cunningham
Joshua David Covel
Joshua Goodhart
Joshua Green
Joshua Halstead
Joshua Mullen
Joshua P Baker
Joshua Phillips
Joshua Risner
Joshua Rosdahl
Joshua Sproull
Joshua Steadman
Joshua Surkosky
Joshua Van Ess
Joshua willis
Josue Lopez

JRock the GameRocker
jthees

Juan Elias Lopez
Juan Fernandez
Juanjo

Judy Bowers

Judy Sawka
Julien Larocque Goyer
Justin Barcial
Justin Bennett
Justin Bridges
Justin Bryant
Justin Burdick
Justin Carpenter
Justin D’Arcangelo
Justin Enoff
Justin Forbes
Justin Richard
Justin Sarkisian
Justin Scanlon
Justin Schroll
Justin Scioli
Justin T

Justin Traub
Justin truex
Justin Varga
Justin Welches
Justin Winans

K. Ku

K2 Heisler

Kabo Lam

Kajsa Falck

Kaleb Ratcliff
Kara Higgins
Karen Elizabeth

Karl Dignam

Kat Simmonds
Kate Sweeney
Kathy Hernandez
Katie Reed
Kawika P.

Kayla Bennett
Keith Black Trudeau
Keith Bryson
Keith Hampton
Keith Loftin

Keith Stamplecoskie
Keith WTS Morris
Kelly Borys

Kelly Greenidge
Kelly Tackett

Ken Feldman

Ken Gagne

Ken Reid

Kendra Kindt
Kennan Highly
Kenneth Kilgore
Kenneth Livengood
Kenneth Trainor
Kenneth Tyler Byres
Kenneth Zaffke
Kent A Maddox
Kent Falconer
Keven Thompson
Kevin Amador Garcia
Kevin Buchanan
Kevin Carpenter
Kevin F. Maye
Kevin Fontaine
Kevin Furr

Kevin Gilbert
Kevin Gilbert
Kevin Gironda
Kevin Johnson
Kevin Kellihan
Kevin Klawitter
Kevin Kondratowicz
Kevin Kosmerl
Kevin O'Neill
Kevin O’'Toole
Kevin Oechslein
Kevin Paxson
Kevin Robbie
Kevin Russell
Kevin Shane
Kevin Sharp
Kevin Smeenge
Kevin T Wendell
Kevin Tran

Kiara Morales
Kieran Lambert
Kile Smart
Killerdog Studios LLC
kingsley blancher
Kory Calvert
kribant

Kris Dalman

Kris Kizlyk
Kristen McFarlane
Kristofer Craig
Kristopher Porter
Kristopher Snyder
Kristopher Steven
Beane

Krysti

Kurt Shima
Kurtis Segars

Kyle

Kyle Alfred

Kyle Barrett

Kyle Beitz

Kyle Bossard

Kyle Brigham
Kyle Cumbow
Kyle Fax

Kyle Girard

kyle louden

Kyle Krawczyk
Kyle Lucas

& 5]



Kyle Moseley
Kyle Oehmke
Kyle Olson

Kyle Rouchon
Kyle Schmuker
Kyle Ugliono
Kyler Lee

Kylie Daniel
Kytetiger

L.B. Lubomski
Lambercy Xavier
Lance Nolen
Lance Visby
Landbasered
Landon White
Larry Mohrmann
Laurent Pépin-Julien
Laurie Grail
Lawrence Powell
Lawrence Siminski
Lee Thomas

Leigh “gunstarhero”
Hills

lemkeant

Lemur Themepark
Lenwood Smith
Leo Gallardo

Leon Hooyer
Leonard Martinez
Leonard Tompkins
Leonid Lakutkin
Levi Tillman

LI CHIH TSUNG
Liam McLeod
Light and shade
Linda Paonessa
Lindsey Moore
1ink53910

Linley Autumn
Lionnel Yarric
Lisa Dunn

Living in 8 Bits
Liz Ivry

Llasnad

Lloyd Hannesson
Logan Neighbours
Lon Seidman
Loren Helgeson
Lorenzo Dutto
Louis Cortina
Louis Izzo

Louis Tori

Lu

Lucas Anderson
Lucas DeWoody
Lucas Gue

Lucas Richards
Lucio Barbarino
Luis Hernandez
Luis Lalo Anza
Luis Leos

Luke Absolom
Luke Allen

Luke chapman
Luke Kalish

Luke Ptaszynski
Lungfish
Lungkisser

Mac Abblett

Mads Lindberg
Henriksen
Maenggu
MagnumcCrackoff
Magnus

Magnus Nordlander
mandlar

Manuel Lopez
Marc frischling
Marc Halford
Marc Osswald
Marc-Aver Accilien
Marco Cortez
Marco Ramos
Marco Vani

B IELS

Marco Zollner
Marcus Funnell
Marcus Johnson
Marcus Liotta
Marcus Thomas
Marcus Wells
Mario Forcellati
mario lamaestra
Mario Ley

Mario Perez Castillo
Mark Banfield
Mark Christian
Mark Cleveland
Mark Cordero
Mark Crocker
Mark D’Alessio
Mark Dale

Mark Dale

Mark Dunbar
Mark Elzik

Mark Fairless
Mark Hershley
Mark Himmelsbach
Mark Hubenthal
Mark Jordan

Mark Massey
Mark McDonald
Mark Michelson
Mark Montgomery
Mark Sato

Mark Smith

Mark Valdez

Mark Williams
Mark Zaun

mark zimmerman
mark zimmerman
Marlon Fussell
Marshall Kurtz

Marshall Swaenepoel

Martijn Cornel
Martin Hagegard
Martin Hassett
Martin Nau
Mary Buchanan
Mary Catherine
Augstkalns

Mary Saylor
Masahiro Yamane
Mason Bentley
Mat Landers
Mathew Johnson
Mathew Winstone
mathieu malecot
Matt

Matt Bailey

Matt Berg

Matt Berman
Matt Brown

Matt Burns

Matt Cook

Matt Corigliano
Matt Cruea

Matt Dawidowicz
Matt Druszkowski
Matt Dulmage
Matt Fyffe

Matt Hoover
matt hosley
Matt Johnson
Matt Jones

Matt Lindsey
Matt Maier

Matt Munroe
Matt Newman
Matt Nolin

Matt Peloquin
Matt Perry

Matt Robbins
Matt Ronge

Matt Savelkoul
Matt Schauer
Matt Slot

Matt Strawn
Matt wahl

Matt Weber

Matt Williams
Matt Woolsey
Matthew
Matthew Bandy
Matthew Bishop
Matthew Cherpak
Matthew Dashner
Matthew Donati
Matthew Fohey
Matthew Gambill
Matthew Grasso
Matthew Jurcic
Matthew Just

Matthew Kowalewski

Matthew Latino
Matthew Libbiter
Matthew Lister
Matthew Lister
Matthew Mumper
Matthew Naret
Matthew Nichols
Matthew Nyquist
Matthew Nyquist
Matthew Nyquist
Matthew Olivo
Matthew Overholser
Matthew Pilgreen
Mathew Pilkington
Matthew Smonskey
Matthew Stoltz
Matthew Suconick
Matthew Sullivan
Matthew Timothy
Johnston

Matthew Vitorino
Matthew Wardlow
Matthew Whelan
Matthew Whittaker
Matthew Willis
Matthias Plattner
MattNeller
Mattroid

Max Martinson
Max Smith

Max Toth
Maynard

Meghan McEvoy
Melissa Brown
mersh
Metalman#09
Micah

Michael Adams
Michael B. Esparza
Michael Baberick
Michael Barnes
Michael Baron
Michael Barton
Michael Boyars
Michael Brister
Michael Bronec
Michael Buono
Michael Cagulada
Michael Chewjalearn
Michael Chiarovano
Michael Dascoli
Michael DeBlase
Michael DePietro
Michael Dragone
Michael Drucker
Michael Ederer
Michael Enders
Michael Espinosa
Michael Fennessy
Michael Gardetto
Michael Giese
Michael Gilbert
Michael Godfrey
Michael Goncalves
Michael Gulen
Michael Hammes
Michael Hermann
Michael Homer
Michael Howard

michael huguelet
Michael Hummer
Michael 1. Moore
Michael ] Modjeska

Michael J. Hernandez

Michael Jenkins
Michael Jodon
Michael Kelly
Michael Klein
Michael Klodzinski
Michael Labedzki
Michael Lauri
Michael Lehto
Michael Lubinski
Michael Mallinger
Michael Mangiapane
Michael Martignetti
Michael Martinez
Michael Miller
michael petrillo
Michael Posavec
Michael Pukansky
Michael Reding
Michael Robbie
Michael Romain
Michael Romano
Michael Semovski
Michael Sherry
Michael Siget
Michael Sontag
Michael Tildsley
Michael Wingfield
Michael Woomer
Michael Xu
Michal Stasek
Miguel A Rojas
Miguel Agrait
Miguel Angel Ruiz
miguel espinosa

Miguel Hidalgo-Barnes

Miguel Panaiagua
Miguel Peraza

Miguel Ponce De Leon Jr

Mikaeru

Mike

Mike Ammon
Mike Collins
Mike Desmarais
Mike Dickinson
Mike frizzi

Mike Gedeon
Mike H

Mike Lenssen
Mike Lukianoff
Mike Manganello
Mike McGee
Mike Mortimore
Mike Ritacco
Mike Shoop

Mike Sigle

Mike Stergos
Mike Vito

Mike Welton
Mikkel Vang
Rasmussen
MilesDP5
Mitchell

Mitchell Jackson
Moises Cruz
Moises Virella
Molly Hinrichsen
Mondo Turbo
Monty Sanzotera
Morgan

Morgan Johansson
Morgan Johansson
Moritz Bauerfeind
Mr. Francesco
MrEssex
MrVenom1974
MSA1133

Muresan

Myles (Famicuber)
Davidson

Myriam Boutin
Nam

Nate
natedoggcata
nathan adams
Nathan Davis
Nathan Feruson
Nathan Johns
Nathan Lamb
nathan maus
Nathan Smith
Nathan Stazewski
Nathan Wright
Nathanael Nunes
Nathaniel Homen
Nathaniel Williams
Naya Rodriguez
Neal Robinson
Neil Brown

Neil Goldman
neji

Nelson Garcia
NeoScorpio78
NesGreg85
Nicholas
Nicholas Adubato
Nicholas Birulkin
Nicholas Bohler
Nicholas Derr
Nicholas Honer
Nicholas Lauersdorf
Nicholas McCaskie
Nicholas Talbot
Nicholas Westwood
Nicholas Wilt
Nicholaus Ryncewicz
Nick

Nick Arnott

Nick Bray

Nick Castellina
Nick Fitzgerald
Nick Hassler
Nick Indge

Nick Mellish
Nick Price

Nick Reiner

Nick Tyner

Nick Velenosi
nickynooch

Nico Fangmann
Nicolas Atherton
Nicolas Ferrara
Nicole Ketchem
Niki Coppola
Nino Grbic
Nishan Lahood
Noah Jette

Noah Klosinski
Noah Staedler
Nolan Ellis
NuclearMime
Nuraimi

Nurtle

Oliver Baker
Oliver Molini
Oliver Radford
Olivier Robitaille
Oskar Uddenberg
ostubash

Owen Hurst
Owen Reill
Pamela Robson
Papyrus Lukash
Pascal Bélisle
Pastor Juarez

Pat McPherson
Patrick “Thor” Gass
Patrick Clark
Patrick Creighton
Patrick Dovale
Patrick Lefebvre
Patrick M Britton
Patrick Martin
McCarthy

Patrick McPherson
Patrick Novak
Patrick Stergos

Patrik Purre Johansson

Patrick Wiebeld
Paul Charlebois
Paul Cummins
Paul Harris

Paul Hoffman
Paul Molloy - Infinite
NES Lives

Paul Orzechowski
Paul Philbrick
Paul S Lee

Paul Santos

Paul Webb

Paul Wilcox
Pawet Pobiarzyn
Pedro Batista

Peer Rails

Pete Paquette

Pete Roman

Peter Battaglia
Peter Gosling
Peter Hassay
Peter Mendre Jr.
Peter Nippley Maher
Peter Roach

Peter Rotella
Peter Shelest
Peter Shoemaker
Peter Songvilay
Peter Thammasatit
Peter Turner
Peter Wickings
phants

Phil Maddox
Philip Himebaugh
Philip Hussey
Philip J. Dickman
Philip Lyons
Phillip O'Riley
PierreLuc Grenier
Pip Hong

Pixel and Texel
Ponjos

Prescott Angle
Preston Mintz
PSC

punky ngo
Quinton Thomas
Rabih Ghandour
Rafael Aguilar
Rafal Kalemba
Rainy Day

Ralph Wrinkles
Baumgardner 111
Randall Mckenny
Randolph Smith 11
Randy Duncan
Raul A Zamora
Raven Schlegel
Ray Alnomay

Ray Demarco

Ray Gabriel
Raymond Chambers
Raymond Fix
Raymond Ramirez
Real O’'Neil
Rebecca Frost
Rebecca Polk
Rebecca Rider
redrumeé66
Reginald

Reid Brown

Rex Van Wormer
Ricardo Rangel-Reyes
Richard

Richard Dardano
Richard Gleaves
Richard Green
Richard J Carny
Richard Ladngauer
Richard Marr



Richard Pistole
Richard Robledo
Richard Salhany
Richard williams
Ricardo Vasquez
Rick Rarer

Rick Serafini

Rick Vogler

Ricky Dillard
Ricky Healy

Ricky Mahler
RLJA42

Rob Koczab

Robb Alvey

Robbie Gilchrist
Robert

Robert “RB3 Gaming”
Burkhardt III
Robert Bugno
Robert Chapman
Robert Darshee Kler
Robert Dowden
Robert Enicks 11
Robert Escoto
Robert Fraser
Robert Hein
Robert Hill

Robert Huff
Robert Kirkpatrick
Robert Kurtz
Robert Martin
Robert Maxwell
Robert Mescolotto
Robert Nordmann
Robert Petersen
Robert Rymarczyk
Robert Santellan
Robert Schultz
Robert spengler
Robert Trawitzki
Robert Weakley
Roberto Rodriguez
Robertson Million
Robin Alama
Robin Eltvik Erdal
Robin Rosengren
Robin Ruewell
Rocco Ferraro
Rocky Poole
Rodney Meyer
Rodney Unico
Rodrigo Bricio
roger ferrell
Romina Cascaval
Ron Caplan

Ron Giles

Ronnie Cochran
Ronnie Husser
Rosemarie Gallegos
Ross Faries

Ross MacPherson
Ross Thompson
Roy Kotabish
Royce Rezendes
Rudy Garza II
Rudy Mathiesen
Russ Perry Jr
Rusty Gerard
Rusty Winegar
Rusty Wright
Ryan

Ryan Adkins
Ryan Adkins
Ryan Avery

Ryan Brock

Ryan Connolly
Ryan Cullen

Ryan Drost

Ryan Gorman
Ryan Griggs

Ryan Hruby

Ryan Humphreys
Ryan Kazimer
Ryan Knight

Ryan LaCrosse
Ryan Lynch
Ryan May

Ryan MccCall
Ryan Murphy
Ryan O'Reilly
Ryan Pyle

Ryan Rooks

Ryan Ross

Ryan Schlemmer
ryan steup

Ryan Wendaur

S. Grand Pre
Saba Ebrahim
Salad Dinosaur
Salvatore Pane
Sam Lanier

Sam Nabie
Samuel Bennett
Samuel Hicks
Santeri Honkavuori
Sara Kemp
Sarah Crawford
Sarah Jakelski
Satoshi Yamagishi
Saturnino Vasquez
Scatterbrain71
Scott

Scott Conyer
Scott Fortier
Scott Furey

Scott Harms
Scott Hedrick
Scott Jakubowski
Scott Lafary
Scott Morse

Scott Newcomb
Scott Saunders
Scott Sevener
Scott Stanley
Scott Weiss

Sean Bolinskey
Sean Doyle

Sean Egan

Sean Hayle

Sean Jenkins
Sean Johnstone
Sean McEneany
Sean Nilsen
Sean O’Connor
Sean Perryman
Sean Robbins
Sean Roussel
Sean Smith

Sean Thompson
Sebastian Forster
Sebastian Fugl
Sebastian Lange
Sebastian lindqvist
Sebastian Miller
Sebastion
Selwyn Alcantara
Seth Carrico

seth honey

Seth McLean
Shahdy Ali-Hassan
Shainal Reman
Shane Debias
Shane Heffley
Shane Julius
Shane Logan
Shane Riley
Shane Stein
Shannon Bodkin
Shannon McLaughlin
Sharner Smith
Shaun Catchot
Shaun Clark
Shaun Murphy
Shaun Reynolds
Shawn DeBose
Shawn Garrett
Shawn Pryor
Sheila Gartman

Shelby Barrera
Shelley Bell

Siduri and Emory Ho
Silke Schunack
Sillysatan

Simon Hardy
Simon Long

Simon Richard
Pophale

Simon Skipper
skout23

Skulldeath

Skylar Pierce

Some Guy

Sondre Ziener Dplmo
SpiderJ9s

Spin

splashfx

Staci L Tobolic
Stefan Meadows
Stefan Schwertner
Stefano Cocuzza
Stefano Sponza
Stephan Wols
Stephane Michaud
Stephania Greenwood
Stephanie Russell
Stephen Barrow
Stephen Boyd
Stephen DeBenedetto
Stephen Duplantis
Stephen Flanigan
Stephen Gracin
Stephen Howard
Stephen Huddleston
Stephen J. White
Stephen Jones
Stephen Liu
Stephen Mercier
Stephen Pentz
Stephen Seals
Stephen Swan
Stephen Vathakos
Stephen Vrazel
Stephen Wilds
steve bolsover

steve butler

Steve DeLuca

Steve Gladstone
Steve Gogarty

Steve Kidhardt
Steve Lin

Steve Nett

Steve Payne

Steve Sargent

Steve Schmiedeberg
Steve Strahm

Steve Sykes
steveillel428

Steven Douglas Fekete
Steven Irving
Steven J. Markovich
Steven Kindman
Steven Leonard
Steven Martin
Steven Molloy
Steven Mullin
Steven Parker
Steven Smith
Steven Snippert
Steven Tadashi Sifert
Steven Wilson
Stingyjack

Stuart Duncan
Stuart Hamblin
Sulayman Bimar
Susan Davenport
Susan Hinton
Svenvolker

T J THERET

Tanner credeur
Tanner Squib

Tarik Emhemed
Taylor Blodgett

Taylor Jones
Teddy Berwlad
telmarine
Terufumi Ochi
Thaddeus Nedved
The Fox That Is White
The Hitman

The Rook

Theodore Wahrburg
Thomas Arellanes
Thomas G. Kyrouac
Thomas Hartwig II
Thomas K

Thomas L

Thomas Marinak
Thomas Morgan
Thomas Moscato
Thomas Ragonnet
Thomas Stanwood
Thomas Tapen
Thomas Watson
Thomas-Michael Kunz
Thommy Lindkvist
Thumperl1132

Tiago

Tieg Zaharia
tiffani Colasanti
Tim Clinkscales
Tim Dziedzic

Tim Hammersley
Tim Hampton

Tim Lapetino

Tim mace

Tim Oaks

Tim Rio

Tim Roig

Tim Schultz

Tim Wheaton
timb@hgbutzer.com
Timmy Nolan
Timothy Alan Arends
Timothy and
Emily Long
Timothy Cool
Timothy Mangan
Timothy Russell
Timothy Sullivan
Titus Schieman
Tobias Bintz
Tobias Frondelius
Tobias Wirth

Toby Teichelman
Todd Denton

Todd Maness

Todd Sauer

Tom “Retro-Spective”
Lincoln

Tom Croteau

Tom Gatewood
Tom Hinds

Tom Mullen

Tom Tardiff
Tomasz Sawicki
Tommy B

Tommy Walker
Tone

Toni Mangini
Tony D

Tony Pietrzak
Tony Spinks

Tony Terronova
Torben Harms
Toru OSHIMA
Toufic El Rassi
Trackball

Tracy Gius

Travis Aaron Deubler
Travis Brantner
Travis Combs
Travis Cossairt
Travis Elder

travis foglesong
Travis Fowler
Travis Gum

Travis Hawkins
Travis Owens
Travis Reeves
Travis Sztainert
Travis Woods
Trent McGee

Zacchary Motz
Zach Daw
Zach Fleming
Zach Ledford
Zach Lerman
Zach Peterson

Trent Shaw Zach Tyke

Trent Watkins Zachary Avery
Trevor Altwasser Zachary Kotek
Trevor Brooks Zachary Lilly
Trevor Duarte Zachary Morgan
Trevor Fediuk Zachary Pailet
Trey Maddox Zachary Tarbox
Tristan John Conrad Zachary Telford
williams Zack Hanratty
Troy Barton Zack Stone

Troy Cilone

Troy Grillo

Troy Harker
TsuYang

Tucker Pannell
Tyler B.

Tyler Bartsch
Tyler Denmon
Tyler Kelly

tyler m

Tyler Monk

Tyler Oaks

Tyler Wilkin
Venus Ashcroft-Smith
verdasyssoftball.com
VG Beads

Victoria Rodriguez
Videogamer25
Vince Ciolino
Vince0406

Vincent Perrier
Vincent Yula
Walter Del Cid
Wayne Dwyer
wcotaku

Weldyn Cartagena
Wes Tisdale
Wesley Almond
Wesley colwell
Wesley Pujol
Weston McKay
WwiffleGames.com
Will Bacon

Will Crosby

will klemm

Will McCaskey
William B. Stilwell
William Benson 111
william Chang
William Gritzmacher
Wwilliam Hickman
Wwilliam Knox
Wwilliam Noonan
william Piper
William Ruddick
Wwilliam Ruzicka
william Valentine
Wwilliam Vega
william Wallace
Wwilliam Wilson
Willie Vetter
Windy Stroud
Wm Worthington
Xanthie Jones
Xaviorg8

xeem

XiXu

Yan d’Ostie

Yan Doiron

Yan Sylvio Duguay
Yannick Martin
Yevgeni Altgauzen
Yo Ching Yong
Z3n0sid3

Zac “The Ripper”
Conner

Zac Lilly and
Hunter Lilly

Zapp Comics
Zeljko Levanic
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