
The Rise of Nintendo and the  

Nintendo Entertainment System Conquers America  





} In order to expand the reach of 
Nintendo, company president 
Hiroshi Yamauchi had Masayuki 
Uemura  design a home console  

} Yamauchi wanted the console to 
be a year ahead of the competition 
in technology and cost a third of 
the price of the Epoch Cassette 
Vision  

} Uemuraõs original design came 
with a modem, keyboard, and disk 
drive, but these were removed to 
lower the cost  

} The system was released as the 
Family Computer, or Famicom for 
short, and its controller was based 
on the Game & Watch version of 
Donkey Kong  



} Yamauchi picked three of 
Shigeru Miyamotoõs games ð 
Donkey Kong , Donkey Kong Jr. , 
and Popeye to be launch titles 
for the Famicom  

} Yamauchiõs goal was to make 
money not off of the console 
sales, but off of the game sales  

} Within two months of its July 
1983 release, the Famicom sold 
500,000 units, with more than a 
million units sold by years end  

} Nintendo couldnõt keep up with 
its quickly growing fan base, and 
Yamauchiõs solution was to allow 
other game publishers to make 
games for the Famicom  



} Nintendo set up some rules about 
allowing others make games for the 
Famicom  

} Nintendo wanted cash upfront to 
manufacture cartridges, a cut of the 
profits from sales, and the right to veto 
the release of any game, including all 
pornographic bishojo  games  

} Many publishers baulked at Nintendoõs 
demands, finding them to be too strict  

} Hudson Soft, makers of Bomber Man , 
signed up and released Roadrunner , a 
remake of the American platformer 
Load Runner , which sold over a million 
units, about ten times what home 
computer games were doing  

} Hudson Softõs success made others 
want to get into the game, and by 
1985, there were 17 publishers making 
Famicom games  





} One company making Famicom 
games was Bullet - Proof Software, 
created by American Henk  Rogers  

} Rogers, living in Japan, decided to 
get into the Japanese video game 
industry in 1983 with the growing 
sale of computer, most notably the 
NEC PC- 8001  

} Rogers noticed that while many 
game genres were being made in 
Japan, there were no role - playing 
games  

} Rogers was a big fan of Dungeons 
& Dragons , so for him a lack of 
RPGs was horrible  

} While Dungeons & Dragons  and 
RPG games were popular in the US, 
Japan new nothing of them  



} In hopes of making RPGs popular 
in Japan, Rogers created The Black 
Onyx , a straight - forward RPG that 
was heavily inspired by Ultima  and 
Wizardry , and was about dungeon 
exploration and monster killing  

} The game was released during 
Christmas 1983, and sold only 600 
copies at the time  

} Desperate, Rogers hired an 
interpreter and started visiting 
Japanese video game magazines to 
explain the concept of RPGs and 
how to play The Black Onyx  

} Rogersõ plan worked, with Japanese 
video game magazines raving 
about the game and sales of The 
Black Onyx  going through the roof  



} The Black Onyx õs success prompted 
Japanese developers started making 
RPGs, many making them with a 
Japanese style  

} Portopia  Serial Murder Case creator 
Yuji Horii of Enix  lead the Japanese 
reinvention of the RPG with his 1986 
game Dragon Quest  

} Horii rejected the Wizardry  template 
that others followed, replacing the 
attempted realistic graphics with 
Dragon Ball  inspired visuals, a score 
that focused more on atmosphere 
than action, and reduced the reliance 
on statistics and complex controls  

} Dragon Quest  was distinctly 
Japanese, with a focus on character 
development and resource 
management aspects of role - playing  



} When Dragon Quest  was released in 
Japan for the Famicom, it became a 
sensation, selling more than 2 million 
copies  

} Dragon Quest  formed the blueprint for 
Japanese RPGs, and influenced 
developers such as Squareõs Hironobu 
Sakaguchi  

} Sakaguchi  had played Wizardry  before, 
and while he liked the gameplay, he 
disliked the story  

} In response to Dragon Quest , 
Sakaguchi  made Final Fantasy , a darker 
game with an undercurrent of angst as 
opposed to the light - hearted 
adventure of Dragon Quest  

} Released in 1987, Final Fantasy  was 
given its name because Sakaguchi  felt 
if the game did poor, he would quick 
being a game developer  



} Soon, others were making RPGs, such 
as Nintendo with Mother  and Sega with 
Phantasy  Star for its Master System 
console  

} Despite Nintendoõs involvement in 
Mother  Yamauchi and Miyamoto both 
expressed dislike of the genre  

} Despite his dislike of RPGs, Miyamoto 
took elements from the genre while 
making The Legend of Zelda  

} In making The Legend of Zelda , 
Miyamoto was heavily influenced by his 
childhood in Sonobe , outside of Kyoto, 
were he would explore the countryside  

} Miyamoto wanted players to experience 
the freedom of exploration and 
encounter amazing things  

} The Legend of Zelda  would go on to 
become one of Miyamotoõs biggest 
creations  



} The popularity of JRPGs was seen most 
in the release of Dragon Quest III  

} Released on February 10 th , 1988, 
Dragon Quest III  sold nearly a million 
copies on launch day  

} Many children skipped school to buy a 
copy, with police taking 392 truanting 
children into custody, with a National 
Police Agency spokesman describing it 
as òa national disgraceó 

} The mayhem Dragon Quest III  brought 
caused Enix  to only released Dragon 
Quest  games on Sundays or bank 
holidays  

} The success of Dragon Quest III  also 
confirmed Nintendoõs dominance in 
Japan, where the Sega Master System 
had been ignored, and Nintendoõs 
next step was to look West  





} In 1984, Nintendo was touting the 
Advanced Video System, the US 
version of the Famicom, at trade 
shows with little success  

} To avoid associations with Atari, the 
AVS had a video - recorder gray 
encasing and came with a keyboard 
attachment to turn it into a home 
computer, but people could see 
through their disguise  

} A year earlier, Nintendo tried to 
persuade Atari to bring the 
Famicom to the US, but Atari 
couldnõt afford the deal and 
declined  

} Yamauchi refused defeat, and asked 
his son - in - law Minoru Arakawa, the 
president of Nintendo of America, to 
find a solution  



} While trying to find a solution to 
entering the US video game market, 
Arakawa noticed that people were 
still playing games, but only really 
above average ones  

} Arakawa ordered a second redesign 
of the Famicom, this time called the 
Nintendo Entertainment System, 
which would be out and proud a 
game console  

} Arakawa also embraced the 
Famicomõs Japanese license system, 
and added a security chip to the NES 
so Nintendo could dictate what was 
available on the console  

} American game developers viewed 
these rules as draconian and a big 
step backwards, and had little 
interest making games for the NES  



} Nintendo had little to fear about 
American developers disinterest in 
the NES as they had dozens of 
great games from Japan  

} Nintendoõs bigger challenge was to 
get retailers to sell the NES, and 
Nintendo needed some gimmicks 
to get this started  

} Nintendo packaged the Zapper 
light gun and a robot called 
Robotic Operating Buddy, or 
R.O.B., with the NES in hopes that 
retailers would want to sell their 
console  

} Nintendo pushed the Zapper and 
R.O.B. hard at the 1985 Consumer 
Electronics Show, but retailers 
were unmoved  



} Arakawa felt that there was no hope 
for the NES, but Yamauchi wouldnõt 
take no for an answer  

} Yamauchi told Arakawa to focus solely 
on one city before expanding, and New 
York City was what was chosen as it 
was seen as the toughest city to crack  

} Nintendo offered money - back 
guarantees to retailers, spent millions 
on advertising, and showed off the 
Zapper and R.O.B. to shoppers at malls 
across the city for Christmas 1985  

} That Christmas, 90,000 NESs were 
sold, with a majority of the retailers 
willing to continue selling the product  

} Nintendo expanded the NES to Los 
Angeles, then Chicago, then San 
Francisco, then Texas, and then nation 
wide  


