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Chapter 1 - SEGA: Secrets of Rapid Growth
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Creating 200 Billion Yen
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While most companies have experienced declines in business performance, the video game
manufacturer SEGA Enterprises has recorded 40% growth for the past three consecutive years

and continues to grow at a blazing pace.
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In November 1991, the company's stock price reached 15,000 yen, the highest in Japan. At that

time, rival Nintendo's stock price was 14,000 yen.
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Sega's sales and ordinary income for the fiscal year ended March 1992 were 233.3 billion yen and
334.4 billion yen, respectively. Nintendo's net sales for the same period were 575 billion yen and

ordinary income was 143 billion yen.
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Sega's sales were less than half of Nintendo's, yet its stock price was higher. However, due to a
30% free stock split to return profits to shareholders and a major court case in the U.S., the
stock price gave up its top position. As a result, the share price was 9,390 yen as of April 30,
1992 (previous closing). However, the company still maintains the second largest share price

after Nintendo.
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What in the world is driving SEGA's stock price higher? What is the secret of growth?
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In the president's office on the eighth floor of the head office building in Haneda, Ota-ku, Tokyo,

President Hayao Nakayama tells us.
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"They say we are in a recession now. This is different from previous recessions. Consumers are
just cooling down psychologically. If companies can produce interesting and valuable products, as
SEGA has, consumers will buy more and more of them. The reason why sales are not doing well is
because companies do not have innovative products that have never existed before. Consumers
have already bought everything they need. If you offer the same kind of product, they won't
bite. Even if the economy looks a little sluggish, they will jump at any product that looks
interesting. There is no recession in our business. If Sega had released the same products as it

did during the bubble era, | think people would have been equally turned off."
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President Nakayama touched on specifics about the company's business performance.
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"The company went public in November 1986. At that time, our sales were 395,512 million yen. In
April 1988, we were listed on the Second Section of the Tokyo Stock Exchange. We continued to
grow phenomenally for seven years until 1991. All the other companies are also growing.
However, in the fiscal year ended March 1992, most of the companies declined. The outlook for
the fiscal year ending March 31, 1993 was also bleak for other companies. Among them, SEGA is

projecting a 50 percent increase in sales and profit."
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The company's corporate motto, “Creation is Life,” hung above the president's head, is an

enviable one at this time of year.
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President Nakayama continues to speak in a confident tone.
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"It is often said that sales of 100 billion yen is a barrier. SEGA has quickly passed that barrier.
The problem is what comes after that. It takes time for an ordinary company to go from a 100
billion yen company to a 200 billion yen company. However, SEGA Corporation went from a 100
billion yen company to a 200 billion yen company in one year. And in another year, it became a

300 billion yen company. And that in the middle of a recession. Only Nintendo, another video



game maker, could have achieved such rapid growth. Only a game maker could have this kind of

momentum.”
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Nakayama talks about the fierce battle with Nintendo, which has finally overtaken Matsushita

(Panasonic) in terms of sales.
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"The reason why we lost to Nintendo in the beginning was that Nintendo had narrowed down its
focus to video games. We were mainly engaged in arcade games, so we didn't have a narrow
focus. We had never been in the home video game business before. That was the difference
between us and them. We allowed Nintendo to completely dominate the market. That is why the
myth of Nintendo was created. In Japan, the term “Famicom” is synonymous with home video
games. Nintendo created a boom in Japan and then moved directly to the United States. So the
extraordinary Nintendo myth was established not only in Japan but also in the U.S. In 8-bit, the

game was already won.”

fBRE. EAN8E Y I XF LG, FREF=ADRET. tEN+AEET O,

In the end, Sega's 8-bit systems sold a total of 7.8 million units in March 1992.
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The breakdown was as follows: 1.5 million units in Asia, including Japan, Taiwan, Korea, and Hong
Kong; 1.8 million units in the United States; 3.5 million units in Europe; and 1 million units in

other regions.
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On the other hand, Nintendo has sold a total of 56.4 million units as of March 1992. The total

sales of Nintendo were 17.39 million in Japan and 39.11 million overseas.
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President Nakayama recalls the battle.
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"Even in the U.S., 8-bit was eclipsed by Nintendo, largely because of third-party issues. No
matter how good the hardware is, it is a failure if the software is not good. Third parties are
the outside companies that develop the software. At that time, third parties did not come to us
at all. Some newspapers wrote ridiculous things. “Sega has failed in its third-party policy.” Even
if you ask them to come, they won't come. It is natural for anyone to go with the one that has
the most momentum. After all, there are only two competitors. For example, if you have a
market share of 10 million units and you are competing for 5 million units and 5 million units,
then even third parties have to do both. However, if there are 9 million units and 1 million units,
the third party would have to discard the 1 million units. Even if the ratio is 2 to 8, they will not
do it. Even with a ratio of three to seven, | doubt it. If the ratio is four or six, they will finally do

both. After all, this way, in the 8-bit era, we were outnumbered and had to fight."
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Of course, entering the U.S. did not change the shape of the battle with Nintendo.



PAIBDEVDSDEF. RBERXKELECSE WKDHUDEL, ZDUDECBH 3> TEXRE
EHE|T B,

In the United States, there are only a few large distribution companies. All of these companies

deal with Nintendo.
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"Distributors know that it is absolutely detrimental to the industry to sell only one company's
products and not to foster competition. However, in the face of the reality of business, they
can't afford to be so naive, and they will only sell what they can sell. They don't care if they don't

have any competition. That is the reality."
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However, Sega would not be defeated, and if 8-bit technology was not good enough, they

decided to try another product, and took the lead over Nintendo with a 16-bit system.
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"Under such circumstances, we had no choice but to move on to the next upgraded version. That's
the beauty of competition. They have a huge market, and we have very little. We have almost
nothing, so the only way to create a market is with new products. So, we were the first to launch

the 16-bit system on the market, ahead of Nintendo. And it paid off."
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It was in October 1988 that Sega introduced the Mega Drive, a 16-bit gaming device.
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In November 1989, Sega exported it to the United States under the name “Genesis."
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"When we first started out, 8-bit was at the height of its popularity. It was hard to get people
to pay attention to 16-bit. Even so, in the first year, 16-bit was rare, so it sold a little. The
following year, sales were not so good. However, during that time, the software library was
steadily growing. Since Nintendo had not yet developed a 16-bit system, some third-party

software developers wanted to develop for a 16-bit system.”
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In the fall of 1991, Nintendo also released a 16-bit “Super Nintendo Entertainment System” in

the United States. This was two years after Sega Enterprises' 16-bit “Mega Drive."
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President Nakayama spoke with confidence.
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“The 16-bit battle was different from the 8-bit battle. In the Christmas sales in the U.S. last
year, we were more than evenly matched. The myth that Nintendo was the name of the game was

destroyed at once."
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Nintendo marketed the “Super Famicom” under the name “SNES”. The price was $199. This price
was ten dollars more than the price of the “Mega Drive” that Sega sold for the U.S. market at
the time of its launch. However, when Nintendo finally launched their 16-bit console, Sega had

already begun selling theirs for $149, a $50 advantage.
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In addition, they ran a tremendous comparison ad. The two companies' products are displayed in

front of each other, and an American calls out to the viewer.
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“Sega is $149, Nintendo is $199, which would you rather buy?”
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In Japan, it is too stimulating to run such a comparative ad.
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In the U.S., however, TV commercials in which rival cars are smashed with a hammer are a

common occurrence. Sega dared to take a bold comparative advertising approach. And it worked.
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But why was Nintendo two years behind in the 16-bit market? President Nakayama grimaces.
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"There is a famous story told in the industry. Nintendo looked at the specifications

(performance) announced by Sega in 1988 and compared them with the 16-bit machine they had



prepared. It is said that Sega's machine was better. | am only guessing here, but | think Nintendo

rushed to come up with something better than Sega's, and then made some adjustments."
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One magazine gave another reason for Nintendo's two-year delay in the 16-bit market. They said
that when they saw the performance of Sega's 16-bit machine, they decided to take it easy,
thinking that it would not pose much of a threat and that they would be able to make more

money with 8-bit machines.
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President Nakayama categorically denies this theory.
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"That's not true. If you look at Nintendo's movement, some of the specs are higher than what
was announced in the beginning. Consumer (home-use) games are not high-tech. Compared to
arcade game machines, they are low-tech. For example, our amusement centers are now using
32-bit systems. But our home-use machines are still 16-bit. Technologically, we are one step
behind. That is why it took two years for Nintendo's Super Famicom to develop and market a

1 "

product that was technologically superior to ours. However, for us, Nintendo's

!

Super Famicom’

was not enough to be feared. We had already considered every aspect of the hardware."
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For Nintendo, these two years' delay in the 16-bit battle would have a major impact.
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"I'm going to get a little technical here. Nintendo's hardware is actually superior to ours in some
respects. The perspective of the screen is clear. The colors are also beautiful. The quality of the
colors is the same, but they have more colors. However, the perspective can be covered by the
software. So, we decided to cover the perspective with soft colors. However, color only works

well if the hardware does not have that function."
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Why didn't Sega offer a wide variety of colors then?
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"At first, we were going to do that. But in order to reduce costs, we decided to cut down on that
color on a dare. We looked at the 8-bit machine we had released before and decided that it
would be okay to use this level of color because it would be better than the 8-bit machine we
had released. However, Nintendo saw the 16-bit hardware we had released and decided to
improve every aspect of it, since they were going to release it later. That is why it took two
years. It is true that the color was better there. Sometimes people say, “Why aren't Sega's colors

better? They say, “Make it prettier.” It is true that beautiful colors are good, but games are not



judged by their colors. No matter how good the color is, it is no good if the game has no

gameplay. | see no problem with our 'Mega Drive' in that regard."
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In addition to this, a major difference between Sega's Mega Drive and Nintendo's Super Nintendo

Entertainment System (SNES) is the CPU capability.
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"I mean CPU, that is, the ability to command a picture to move fast. Their CPU is slow. Ours is
fast. This was a big plus in the battle in the US. Many American games are fast. Sports games

and action games like our software “Sonic the Hedgehog”. Comparing Nintendo's “Mario” and our

“Sonic,” our game is faster. That was the deciding factor in our success in the U.S."
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However, perhaps it is a national trait, but unlike Americans, Japanese are not so particular

about speed.
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"The Japanese market is dominated by role-playing games. The game is to develop a character
with one power into a character with a hundred or two hundred powers, and finally defeat the

enemy. It doesn't need speed or action. Rather, it is a game where you have to think carefully.



That's why the software market is different between Japan and the United States. Europe is
more like America. Therefore, in Europe and the U.S., we have a great advantage. In Japan, we
lost as a result. Overall, we are trying to gain an edge in the 16-bit market. With Nintendo, we
tried to bring it to 50-50. But to be able to compete with Nintendo on 16 bits on a 50-50 basis

was a big challenge for us."
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The secret plan to defeat "Mario"
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Sega was able to go toe-to-toe with Nintendo in the U.S. largely because of its “Sonic the

Hedgehog” software.
ZORAEE. EDOLDICLTHIEDNZEDD,
How did the development take place?
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In November of the first year of Heisei (1989), a production project team was secretly formed in
Sega's Consumer Research and Development Office. The team consisted of eight men and two
women. The average age of the staff was a young 25 years old, and in the battle of 8-bit
software, they had been completely defeated by Nintendo. Nintendo's greatest weapon in the

8-bit software game was "Super Mario Bros."
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KANARI Minoru, Assistant Director of the First Consumer Research and Development Office,

blasted everyone.
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"Even on a 16-bit machine, Nintendo will surely make its first move with “Super Mario,” and we

must create software that surpasses “Super Mario” to prevent a repeat of the 8-bit defeat."
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Nintendo's “Super Mario Bros.” game was released in 1985 and was overwhelmingly popular. It
tells the story of Mario's adventures across eight different worlds in order to rescue the

kidnapped Princess Peach.
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He fights against mushrooms, turtle monsters, and other foes. Sometimes he escapes from his
enemies, sometimes he defeats them, and sometimes he goes to save Princess Peach. The player
starts with three Mario lives. If an enemy kills him three times, the game is over. However, if
Mario collects one hundred coins on the screen or one-up mushrooms, his life will increase by

one. Even if he dies, he can come back to life one more time.

F)APXI—EWBE. RO—TVTITBIHEENFICELO>TUD. WEBEORLUBELEEHLD. IH
VT —LEUTHRMRN, HiFELTE. BEHNLT —LTH O,

There is also a power-up mechanism for mushrooms and stars. There were also secret hidden

rooms, and the game was quite deep. It was an epoch-making game at the time.

BRFDEECVS, TREMD. SEANEL. BESHPOINSTI TOERESD. EWSE. TV
71 WD, FTF. [YUZF] OECICHB NN SN ERBENICHZELS D,

Sun Tzu's Art of War says, “If you know your enemy as you know yourself, you will not be
defeated even in a hundred battles.” In order to attack Mario, Kanari and his team first

thoroughly discussed the appeal of Mario.



[TLICKD. YUADFv SOOI —NBNIEIE. FEOKSEN. FHRTHEW, FEDL SN RE
TEEV. EMAFOF v SO5T—N RBERLBNNH S ]

"Above all, it's the character of Mario that is appealing. He looks like a child, but he is not a child.
He looks like a middle-aged man, but he is not. He is a character of indeterminate age, but he has

a mysterious charm."

MBORULEBATESHZTEL. T—LOBRIAE D, JvrTo. RBOIMZVIZOERUEE
S VUAEFFEATLE S, T —(d. BIEICHEELTULSS5IC. WD UMV —LOMR(CRK
BBALT. YVUAICEDEODTT —LELTLE D, UM, KLKTERT —LIE]

"The depth of the game is such that you can play it over and over again and never get tired of it.
If Mario jumps or attacks at the wrong time, he will die. As the player struggles to conquer the
game, he or she becomes emotionally involved in the game world and plays the game as if he or

she were Mario. Indeed, it is a well-designed game."
ERE. XTIV IEREBUR,
Kanari looked around at the staff.

FrESTNE TYUAD CBTE DN, TYUAL [CEVEDEFEICH. EHEDMEZEH LS
"How can we beat “Mario”? What does "Mario" lack? Let's gather insight from all employees."
FREEBADEHENS., TO>ZELFrSUIRRERBLI
The company immediately solicited character drafts from all of its 1,500 employees.

“EEBRXBIF VYISO —REEN &I olco ABE. Oy B BMRLE. H503T7Y 7 UM
Holee CCTRENET —LDFvSO9—F. CADAAX—IIVRILFvSOI—-ICTBLIC
L. EMcE(d. EF o7 FrreEtelc. REENTRI

Over two hundred character drafts were gathered. There were all kinds of designs, including
human, robot, and animal forms. The chosen game character was to become the symbol of Sega's

image. Kanari and his team held a series of meetings based on the collected designs.

sam\. B LT,

Countless discussions ensued.



MHEE. 512355
"How about a cat?"
[ZNLD KRB
"l think a dog is a better choice."
FOe, Z505HENEENDLD. RIFESESS]
"No, those are far too mundane. How about an elephant?"
[RIE. EWSEHFEO)
"Elephants are slow moving."

T, S XZ—0 MFVR] (E. BIRICEERS. RIEHNS DT, BITHTUOERH DTSN
Lo ULHVE. DMDULVWFv SO —(CITZDTTES]

1 1

"No, Disney's “Dumbo” flies nimbly. Just because it's an elephant doesn't mean it can't move

slowly. And they can be made into cute characters, too."

[T—LDF v SO —EUTRIITHEL, BADYVRILELTOERBEFE >TLSD, ERRTE.
B5L<. HROFTEIFvSU5—THLTIEESEL]

ABBvIDUEDMR FRUTZ,

“We're not talking about just a game character; this will also serve as the symbol of Sega. He
has to be a character that anyone who sees him finds endearing and likable,” one of the staff

insisted.

[YUAE. ABEREAS. SNEITOAREENTTAR, CBES5E. PEDABRTHINEEL]
"Mario was so popular because he was humanoid. This one should also be humanoid."

FLe, SEE®REDEMRITUC D]
"No, let's stick with an animal after all."

BB(CROIZEDOD, HE. RE RE. #ET A XAZ-HREFARUCLTUSB, ES5E. ZHBRLCOD
BB ZIEM DI,



Although they decided an animal type, cats, dogs, and elephants had all been made into main

characters by Disney. The feeling that this was just a second-rate copy couldn't be shook.

ZNEZE, Sox&. XAvITOUEHAROIC LT,

Then, suddenly, one of the staff members spoke up.

TNURIZE, ES5235]

"How about hedgehogs?”

EREIHFELBTERUT,

Kanari found it interesting.

[N\ RZ=Hh ]

"A hedgehog..."

[RX. ENIC. BXIZATT(TE. T —LOBFEE. BMLEFE SNV NIRIZES, <BD
EHRELIBIHT. EPHosHELEE Iv Y TEREN ARICTEZ L »EUVTIH. OEDNDR
50T BIECEET

"Yeah. Besides, | was thinking that the simpler the controls of the game, the better. A hedgehog
can jump and attack at the same time by curling up and sticking out its back. You can control it

with one button."

ERIE. BRI,

<N\URX=(F, IS, T XZ—EFE>TIE>UVEL . ZFERIU., EVSHIREEW, HFIFIC,
BEEEERE(CTETDIEVNDC LI T—LICE>TRECEEBLCEIZ>

"Hedgehogs, indeed, are not used by Disney either," Kanari though to himself. "It doesn't have the

feeling of just being a rehash. In addition, the ease of operation is very important for the game."

HFVHLLE, FHMARPTERIFHLTLE S, KT —L. BF'<ZT—"&HINT
ERIE FFACEEL U,

If the game is too difficult, a child will give up halfway through and call it a "kusogee." Kanari's

voice was hushed.



&L, EONIJRXRZI=TULC D!

"Alright let's go with a hedgehog!"
EWEEF. 5. T—LARBOH@EICA DI,

Kanari and his team went on to discuss the content of the game.
[FvSO—CRAKRC. T—LETE. TVUF] ZBXELD]

"We will surpass “Mario” not only in character, but also in gameplay."
ABFYINDUEDM WLWoT,

FTYUAD [F EUMNMS. KKTERT —LIE, B AEERORUEBATRDRIZENBEVSC
Eld AEREEACCEZYREVNDSCETEDL D, TOHRFIEDRLMN. UNoe<EBEEhH
ol

"Mario” is, indeed, a well-made game," said one of the staff. "However, playing it over and over
again and learning the depth of the game means playing the same thing over and over again.

Sometimes that monotonous repetition can be frustrating."
rCnorcdemhlEdE. €293
"How should we prevent that sort of frustration?"

[RE—RREE, ERTIEFEZSNEVEZIEICENELD. UNOIEKE>TEcEETE. Eave,
FHIAEHZVICENTNIE.. BIRLEKDCIED O wiELH ]

"We will increase the sense of speed to a level unimaginable in the past. Even when things are
getting slow, it's refreshing to be able to move like a flash, like a bullet,” said another staff

member.

YUz I AEBZELTULEN S, BERND S, 2. ABE(E. BIZTCHIRAS S, BEN &£
SUTCEERNICEODTLE S, B\ BEDEMLS, RZERICLIZBIENTE D, £L\DCL
(F. ABED NURX=ZZ&FEORIAN. IDEYS ULVBMENARERL, ENlc. W T T, RO
TEEDVNET —LIE Ehofe]



"Mario is more relatable because he is in human form. However, the human form is limited in its
movements. Mario's movements are inevitably linear. But wild animals can move based on curves.
This means that a hedgehog can move more like a real animal than a human. Besides, until now,

there have been no games that incorporate curved movements."

EAE. BEER,

<CchlF. WIFESEE>

Kanari had a good feeling. "This could work," he thought.

KB, TSIECHELIE,

The meeting continued.

(RE—RRICLTE. WEETIE. RE—RMEMDfe, TYUAT (CLTE. BUEL. BEAN+
FOEEDXE—RADNENL, D5 AP EE. ZN=EBEEBX3-8FO<S50VNORE—R
(CIFLKD]

"The speed of “Mario” has been slow until now. Even for Mario, a speed of 60 kilometers per hour
is sufficient at best. We are going to increase the speed to at least 200 kilometers per hour,

which is more than three times that speed.”

ERIE. ZOERIC. OZFTAT

[ RE—RBEITE BER, £5PU. TXTELO

Kanari interjected. "Speed alone is not enough. Can't we be a little more creative?"

AMDXIvYIM. L\ofc,

TC¥dHh. AE—RICEKD>TESII—IAREDNSD. ELVSDEFESTLLD, TEXRIE FRRA+FO

"How about changing the course depending on the speed? For example, if the speed is 50
kilometers per hour, we change course A. If the speed is 100 kilometers per hour, we change

course B, and so on," said another staff member.

FE5¥>TCT. BERXBAL]



"How do you change it?"

(EETI L, BFOOFEETCELOTCUTIv VY TITZNE. ZBHFONEETE-ODTCLWTI vV TT
DDOTIE. EEEE. BTE. B5TUL&LD, v YTIUTEMUISEICL>T. O—XESFNE WV
AW

"It's easy. If you are running at a speed of 100 km/h and jump, the distance and height will be
different than if you are running at 200 km/h and jump. We can divide the course according to

where you land after the jump."

Me£3EFE ]

Hl See.II

ERIE. DIEFU,

Kanari nodded.

XFYvIDERIE. T5(EDIV

The staff's comments continued.

TR—=/)3=vUA] [ClE. ELMMC. BUEEY. EQOLLEEVWSHIO-IRHBICEH DT,
N BN BLETRULT7ZITLDVEDTI, AKRODI—XTF>EV. DUV DEDTIIEL T,
ENT—X&E@OTERICHAEDEVNLSICDONE LDBEEFENKDICES ]

"In “Super Mario,” there were, indeed, hidden rooms and other courses, such as the one above the
clouds, but that was just one of the hidden items. However, they were just one of the hidden
items. They are not the original courses. If you make it so that it doesn't matter which course

you take, you won't get bored."

@ﬁi(g\ LD 7:':0

&L, ENTULICD!]

"Okay, let's go with that!" Kanari said.

BIIRDEIEERD AN, LDBRICEVBMTZETB/N\NUXRX=ZDT —L. EVWDCEITRELR,

It was ultimately decided to be a hedgehog game, incorporating curved and natural movement.



EWEEF. ToELFVSOI—DFTHT1VE T—LDIIATLOEUNETDCEICLR, Fv 35
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2o DDVTELL. EVSDEFESVSTEN, CNF. EBROTELHDT —LTESINI-T—NDC &
EEXTCDCETH B,

Kanari and his team immediately decided to design the characters and establish the game
system. As for the characters, they decided to create cute characters, but not too cute. What do

we mean by “not too cute”? This was done with the actual players of Sega's games in mind.

FARXAZ=TZADFvS059—, ZvF—VIIDLSCD<NE. FZUhhhub,

If you make it look like Mickey Mouse, a Disney cartoon character, he is indeed cute.

M PAUATE T XZ—DBBEIE. IhSTOFP. AEREFEAETH D, L2IED. BHDT —
LEZELTI—Y—(F. +E. ARODPENRZL, LIZAR>T. hMMOLWERNDDF+ST5—(CTS
DIFICFODEN,

In the U.S., however, most of Disney's customers are small children and women. On the other
hand, many of the users of Sega games are 14- or 15-year-old boys. Therefore, it is not possible

to create characters that are only cute.

ERIFTSEIVNDTULZ,

7 —LTBATINE IS —DFinE FFLS ]

So Kanari said, "Let's lower the age of those who play our games."

THE EBAOT —LERNSXI—ELTUVS, EEEE. T—LEYI—([CESOERREMN €
HORLEL DI —Eoft, A RREULERZ LS,

Sega started out with arcade game machines. Originally, the main users of Sega were the people

who went to game arcades. Naturally, many of them were junior high school students or older.

SE. F:iIT—LEDLBICHleo>TIEF. INREICEELHBLIICLELD. EVSERDBRH O, £H
5CZF. MOLLITIhE. MDVNTELEVFESTI—&. ELSEIREEINZDT,

ERIE. BoTz,



This time, with this new game, the idea was to make it fun for elementary school students.

Hence the desire to create characters that are cute but not too cute. This was Kanari's thinking.

CHTEESENSH—FEVSARERT. FHRFENDEN. WKUK. FiIT —LOEERREINT
S

About a year had passed since this planning meeting, and at the end of 1990, a prototype of the

new game was finally born.

YR TYZYD -5 - AvIRvST | OFEH

Development of new software “Sonic the Hedgehog"

=LA RILE TVYZwD - B - AvIRvT]  BRONIYRXRIZEVWSEKRTH B,

The title of the game is “Sonic the Hedgehog,” which means a hedgehog at the speed of sound.

VZWIDRAE—RREICELEALBRITH Bo

The name was a reference to moving at sonic speed.

EMERE. TEEMNOTCERHT —LDIMERE R,

KANARI Minoru saw the prototype of the new game that had been created.

FARTHBIFV/NIRI=ZH BhiRALEIZ T, BEHERK(TE>OTU S, SWERENDT. T2, BIX
FEEENFEH T DLV, B XE—RREIE. H#CECRBINTLSD, FvSO05—FE. BLEHD
([ EMD>TUS,

The main character, a blue hedgehog, runs around the screen with curvy movements. Since this is
a prototype, there are not many concrete tricks yet. However, the sense of speed is beautifully

expressed. The characters are also finished as expected.

DFIVASAI-M TVYIwvD] OF—VICET BEAE LI,

The scenario writer gave an explanation regarding the “Sonic” theme.

[NURIZDYZvIDFELYIOIT7ASVRIC. HBH. BORZEE, TvIVIYNESTER
o TVvIVUIE. BO—AICEXLEEEZRE, BOBMCEEDNFTRT. D DOF(COMNRY I
BUELCLE D, UDIE. COYDRTPASYRICIE. BREIRIVF—EWHIENF R - TAS)V



RARERDTULZo DA X - IXSIVREFICANNG., HREMERIDCEEETEEL, YVIwvD
(F. ORY RICEZSNEEOEMEERE. EEDRICELDD. TvIvYVEMNRLTULL, £LVD
II0V-(BERE)ET—VICcLTWET

"One day, the evil scientist Eggman attacks South Island, where Sonic the hedgehog lives.
Eggman built a huge fortress in one corner of the island, grabbed the island's animals, and one by
one converted them into robots. In fact, the Chaos Emeralds, which hold vast amounts of energy,
lie dormant on this South Island. If he could obtain the Chaos Emeralds, he would be able to
conquer the world. Sonic will confront Eggman while restoring the island's animals, which have

been transformed into robots, to their original state."

FO23avT—LEVSDIE. BIFERELET —LTHD, . T—ILETUDDNT. (FL\. HFHT
EDC EVDRETFTRETILAVY—HBESTHLTLE D, T—VEDILO>THIFE. T—-ILICELRE
. IBTHENDIVT « VIERBIHDLDERERMNMESNS. VIV D - H - ANvIRvT ]
DFT—VI(E. ERICEFFHRICHETETIETNIE DI,

Action games are games that allow players to enjoy movement. However, if the player simply
says, “Congratulations, you made it to the finish line,” they will be disappointed. If you create a
theme, when you reach the goal, you will feel a sense of satisfaction as if you were watching the

ending of a movie. The theme for “Sonic the Hedgehog” was satisfying enough for Kanari.

<CHUI. Ve HEF. FREESRESBSHE>

<This is good. Now we'll see what the kids think>

EHE. —B. TEOBM>ET—L%&. RIKHEEROTHB ICEICUTZ, RICIE. NRICEBRDEF
KB, EWIF. RICRESPL. BEFZEMFATL DT

[B&o&. COT—LEPDODTCHAI

Once Kinnari decided to take the finished game home with him. He had a six-year-old daughter,
Masumi, at home. As soon as he got home, he called Masumi over to him and said, “Give this game

atry."

HEE. [VZIwo -5 AvIRvT ) OEARTLEICES Y. BFEslfk.

Masumi shouted as soon as the “Sonic the Hedgehog” screen appeared on the TV.



[HDd. . HDuLLtg
"Wow, he's cute!

KBZAT. T—LEBOIZ, YZvIR TRESEDHT, N BEOHPDIIV v IF. —B
(CLUT. BICPENTIEHATLE DR, ERIE. BEXCATLE DI,

Sonic was happy and started playing the game. Sonic started to run with great energy. However,

Masumi's Sonic was killed by an enemy in an instant. Kinnari was lost in thought.
<ChiF, BUZSRE...>
<This is going to be difficult: ...... >

L. TYZwD -5 - AvIRvT ] OFERIE. T —LOBBERSIT S, HhHLIL. &
WOTEKBCALEDD, EEFIG. TYZVD ]| EETBEAEDUTITBRICEIFETESZETONEND
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Indeed, the prototype of “Sonic the Hedgehog” was too challenging. Masumi, who was pleased to

hear that the game was cute, was not able to complete it properly.

<T—LO#ZEE. EDDUTFIFLD, EEL. MWSTOFHTE. TVZvD ] OHFEDHICADIA
HBCERIFEF. cnTHOh o>

"Let's lower the difficulty level of the game a bit. But one thing | have learned from this is that

even a small child can get into the world of Sonic," Kanari thought while watching his daughter.

ER=F—A. PXUADSARAXITCCES(AY> 21—V - ILOROZO X)) N, &H - T
V=TS AERE. R—LEFABAEIC. TYVIvD - Y - AvIKvT] eFEKklUlc, Yy
D] 'BHK REETHEFARL, EFXREE. CESICHYIRERKXLTEUVE,. B TYZwI]1 D
ARCE ESTUHKEFEN DT,

In January 1991, CES (Consumer Electronics Show) was held in Las Vegas, USA. Sega Enterprises
presented “Sonic the Hedgehog” in the home video category. Sonic” was presented to great
acclaim. Nintendo also announced new software at CES. However, it could not match the

popularity of "Sonic."



EMEI. CESTORIGERT. [Fo>EFDEREMEDNAT,

KANARI Minoru got a clear sense of the reaction at CES.

<EREVEL, WTB!>

"No doubt. We can do this!"

ER_FD+—H. FXREE. TAD16EY K TXATRSAT] CZEBNTLSP<16EY ~ TR—
IR=T7=3V] &EFELI

In November of 1990, Nintendo had finally released the 16-bit “Super Famicom” two years after

Sega's 16-bit “Mega Drive.

U2 TYZwD - Y -AvIRvT] (I ZORICBREEGDETCHETIZIFENENIT O,
M. BT, REDFEE. HBRTFS5ULZ, +—RADERBETHRITELISERBX(EL AIRETH ofe, 2
U —LELTORRENM UESE B,

In fact, “Sonic the Hedgehog” was originally scheduled to be released on the same day. However,
Kanari dared to move the release schedule. If he had wanted to release the game in November, it

would have been possible. However, the game would be a little less complete.

FGICEALTOREBEC. IS, TRUR,

[COT—LlE E5D2LRDONE. BEWVESVWWIT —LICHE D, EFRED TXR—/8—VUZ]
(C. NVESTFEEDCEMTED, EDDU. o TIELLV

"This game could definitely be a hit if it were a bit more refined. It will definitely beat Nintendo's

Super Mario," Kanari insisted during a meeting. "Just wait a little longer."

ETHIE. HREEEHEIdCL(C MU TLYyIYv—&ERUTULZ, ENEFIC. CESTORINIE. SN
bb\jt’:o

Kanari had felt strongly that the launch should be postponed. That is why he was so pleased
with the success at CES.

ERIE IBEITBP. RIESCCESTORINE ATV ICHRELEHbE. S SICHRBENTTZ,



Upon his return to Japan, Kanari immediately reported the success at CES to his staff, and then

he gave them a further impetus.

[CORFT. E2EVWWT—ALICLELED, Uo<DPDIAATESZXBT —LICLELDS, DD
BsclcEDTIEF. 7= 1 —XAX Y ~EAERIE. VWO THNELBFIEEZ. BHET. Z9BATESZNE
LWL HLE T BLRBEOBERZ, ZNICRULT. KERDOND—KY v IE NHROBITARZ, Uo
<DPOITHT. KRMHETL B, EDLDE, B<EULHBIT —LZEDLSES, NTHBIEOEMCTT:
BAR. Bol2A—Y—M. HdH. "NFHEZRMN . EBDSLSEYITRCLzUL

-

"Let's keep this up and make the game even better. Let's make it a game that people can play over
and over again. For our business, amusement machines are like a weekly magazine. For 100 yen,
we want people to play for three minutes. It's all about the short time it takes to play. On the
other hand, a home-use cartridge is like a book of novels. The flavor of the game develops over
time. Let's make games that can be enjoyed for a long time. Sell them at a fixed price of around
6,000 yen. We want to make software that users who buy it will think, “Ah, 6,000 yen was

cheap."
YZwo -5 - ANvIRhvT] OEFNLERAICEAL TOERMNMEFT 0T,

Discussion began on the specifics of “Sonic the Hedgehog."
FAEISEOEETEE DL DT REDSHOMMDOD (CFESH S ]

“Let's make a floating rock that floats on the lava and use it as a ship to escape.”
FrOe, ZNEELKHBEEL

"No, that's such a common thing."

[ZheE, J-XRFICFEOIRDEDIRLSE S, BEEEODTLIRFIC. ARROLDICREHIT AR
Z2D< B, TCIlcRKBE. FETEIG. WSHITABICHU LTSN, ZHREFEET NS, YVIVD
(& FEERZERICVLWBEIC. Iv Y TFLT. aDLEHSRET D, RETETBIBRZMAAEFINDL D
CT. ECTRET SN, ZDOHFAP. =20 T, VI ORT-)LCUWD DL ETTHOI—IMNED
3. ELVDDEFEDREBES]

"What if we used that as a course divider?” While crossing the lava, create a lava that blows out

like a geyser. When the floating rock comes to this point, it is pushed up by the spouting lava and



floats high in the air. While the floating rock is in the air, Sonic jumps and escapes from the rock.
How about creating several places where Sonic can escape, and depending on where and when he

escapes, his course will change until he reaches the goal?"
FZhld. LU

"That's great."
DR ESM<IBEE. D<32]

"Let's make a scene where they move around in the ocean."
FrTvUZl ICE BOFROI—URGEE]

"But there are underwater stages in Mario as well."

[BAE. BRILEDICELIESEL, TYUZAD OBEDBEIE. (FADSH(FTHEZVLED,
5428, BOREXIEFTCREVD

"It won't be as simple. The ocean stage in Mario is more like a bonus. It's just a quick dip in the

water."

rZNE. LWL
"Yeah, that could work."

[ESR33, BEOEMNS, BORICRGIATEWVSDIL]
"How about jumping into the water from land?"

FZNE00. KDFPEE & BTN ESULTERO—E—(CE D, BOIE—RE BOIXE—
FENEETET, LDRIBZEDIFEICENTES]

"That's good too. When you move in the water, your movements are inevitably slow-mo. It gives a

contrast between the speed of the land and the speed of the sea, and it makes it more gradual.”
ZO7AT7E0WVNELT. KOFTE [FIRMTEEVA L »IE0H]

"l like the idea, but | you can't breath underwater, you know."



BN EE. EXNULVV KDL, KELTEFND, DFLLIv Y TFLTENDHICER
ELOCHIE. ENTEDETNTES. £LSDIEF. ES5EB5]

"We can think of something for that, right? Like, how about large bubbles floating up to the

surface? You can jump, get your head inside and catch your breath,"

bENSHEMNS. FHILLPATTPHRETER,

"New ideas came one after another.

FEFTOMOMILEBDTIE. T RBONeESE. EWIFL DT,

When it started to look like cohesiveness was being lost, Kanari chimed in.

[HAEDTATT7IE ENESFELSL. BN CNUF TYZYD - F - AvIRvI] EVWDS0E
DOREBEL AR, TETELEHKE. INTEETCLIS & EATRIBERATULBOH. DHS5HEL
EO2TULED:, EQRZEXRFICTBIDN. EXLD]

"Everyone's ideas are interesting, but this is one dish called Sonic the Hedgehog. If you mix all
the different flavors together, you lose sight of what kind of dish you are eating. We need to

think about which flavors are important.”

FERE. T5CLDT,

ShlE. WEFTEEOLT. I—F—FEHmEEZ. DL TRV, RKOLAOI—F—(F. +PURK
NoS+AmiZ. . SHE+mSSUVHNSTEDLDICLZLY]

Kanari continued, "This time, unlike in the past, we want to lower the age range of our users a
little. The age range of Sega's users is 14 to 15 years old, but now, we want to start with ages

10 and up.”

AFvINUEDN BREHLUR,

[#HEE FIFTeBARVNNTIl

"We should lower the difficulty then," suggested one staff member.

rLml. »FOTFIEFBRE. LOFEEDI—T—MUC><DPDIATICLTIE. EDEDELES ]

"But if you lower it too much, it's not enough for the older users to really get into it."



[TE COLESESIESS, T RYIDBEIE. INSVWFHTETED LS. BRICTD, E
LT, BERTITLICONT. EAEABELTHNEL TOIFIELI

"Then, how about this? First, the first stage should be easy enough for even a small child to play.

Then, as the game progresses, the difficulty should increase."
RYIDOBEL(FICEALTURE. ENERELHBLDICTBHIOH]
"So the first stage should be something for everyone to enjoy?"
25k, 2LT. REOEBHEZ. RECEL TNEOVVL »EOH

"Yeah. And then we'll make the last stage the hardest, right?"
e, €593d&. JUPIB3AER BSNTLES]

"But that would limit the number of people who could complete it."
HZEE TS, VWOWAEEELH

"Is there not a good way to lower the difficulty?"

[HFDE. D25 EDIE, DFED. HTFVEFHO>TLBE. BMICPSNTE. —EIFFFEU,
INTWFHTE, 20T OTEERLLLLT T—LERSDIIIFTECENTES ]

"How about we make a protective element? Basically, if you have this protective charm, you
won't die immediately if you're hit by an enemy. Even a child wouldn't die quite so easily and could

continue playing for a long time."
[ZOHTOICIE. KICEFESARL]
"What sort of charm will you use?"

[TX—=/R=VUA] [CF R—F XA VYNRHETL B, JrVveaEND L. NUEDIER S,
CBE5(d. ENECSTSICVETIXRZEMR LD

"In Super Mario Bros., there are bonus coins, and collecting 100 of them will get you one more

life. We'll do something similar, but with a twist."

Y I RREODREIE. EDF>TLo1,



ABvIDUEDR FILLWPIrTFT7EHL,
As the meeting heated up, one of the staff had a new idea.

MERED TXR—/—=VUA] [CE. BREDHDE. MROEDIERS. EVWDR—F X1 UHD
Bo DB 7Y TREL VYT =EFES D]

"In Super Mario, 100 bonus coins gets you one more life. Let's use rings instead of coins."
remi. Ivualg ERICHARNTEFESIZDTIE. TRBEVE]
"That's just reusing the same gameplay element from Mario. Not really innovative."

[S55F. VVT%&. S5EHEFHELTERES, YVTEVDEDTER >TLNE, BICPSNT
. FICEFULEV. FO>TLBIYIM BSEBEIFE]

"We use the rings as the protective charm. If you have even one of the rings, you won't die from

an enemy. The rings will just be scattered."
[Z50. TNES. INTOVFHRTE. ICEFRMCEINTFIC. LIESKEFELLCENTES ]

"l see. Then, even a little kid can have some fun for a while without being killed by an enemy

right away."

[TR=I—VYUA] TlE. R—FXO1 V3. HBL<ETHR—FXELTOHERKRULNEMN D IE, R—F
A0 VIC, TOICEBHRERLE3IDIE. FFEFTULLL wEULH

"In Super Mario, the coins are only meant to be a bonus. It would be nice to add more meaning to

the bonus coins in some novel way."
SAREDVTE. FELBSVLTPTITF7RETNIZ,
Interesting ideas were also raised about the ending.
SR &, 3EDDL 25, EDRBD, BELSILE HULWLWS DS DE ]
"What if we made two endings? One easy and one difficult?"
FRBEISFELIVNITNE. BERIICIFESPBRAIIZ]

"Interesting, but how would you do that?"



[T—LOFREDHIC,. EXLIRILF—ZHEONMEDNTX - IXASILERS S
"In the game's setting, there are six chaos emeralds with vast amounts of energy."

NAR - IXSIVEEVSDE, HREERTBEEDIRIVF—EWMHIEIASILRETH D, YV
ORE>TUBE. TvIVIIE. ENEEO>TYIVIDFELBEE O TEe. ELVSHEREICE DT
WD,

The Chaos Emerald is an emerald that contains enough energy to conquer the world. Eggman, the

enemy Sonic is fighting, has attacked Sonic's island to get it.
[ZDAFR - IASIVREFICANDCEMTEDINIE. N—FIXIXF—=IZIFZ]
"Those Chaos Emeralds can only be obtained in the bonus stage."

[ZCTHAXR - IXASIVREVDEDESTFINTES. THICREBORBETCIVvIVIYEFEE., &
BICARYEDSISCEET D, BICOVWCFNAED>TE e, EVDSX ML, NARX - IXSILRE
EBWENDERTEEINE. EXTVIVIYERALTE. BICFNREIRESHKEV. YZIvIDEN
(F. WEREREINTULEL . REDS X MCFRBETEEL. EVDSDIEFE D]

"If you collect all the Chaos Emeralds there and defeat Eggman in the final battle, you will
successfully reach the real end of the game. Peace has finally returned to the island. If Sonic is
unable to collect all the Chaos Emeralds, even if he defeats Eggman, peace will not return to the

island. Sonic's goal has not yet been fulfilled. How about this: the real end cannot be reached?"
TESVWDSHET. M—FXRXF—IIIT AR

"How does one get to the bonus stage?”
rMJy>oz, A+HEUEED D . R—F XX F—IAOFAMEEL

"When you collect 50 rings or more, the gate to the bonus stage opens."
[ZONR—FXXF7=IE. EAEEDICTBAII]

"What will that bonus stage be like?"

Frcnld. EEAXIVDELSICT B, ZEH(C. KEBRFENATUD, KEN <B<BMEELTLKH
. VYIVIONEIK, ZHREHS. Mo TH<E, YVIVIIFEETLE S, FNDDDEZEFEOTSRX



KITvVTUTE EBIREELVLSIC, RBOEARICHBIAAX - IXASILEICAND, &
. U YIRZEOWTUVT, R—FXREFICASD, RIWTNE DA X - IXSIVEMRFICAS]

"Like a rotating puzzle. A maze floating in the air. Sonic moves through the maze as it spins
around and around. If left alone in the air, Sonic will fall. Using the walls around him, Sonic jumps
and heads for the Chaos Emerald in the middle of the maze, avoiding falling as much as possible.
On the way, there is a ring floating in the air, and you can get bonus points. If you succeed, you

get the Chaos Emerald."

MOlEREER (L. LUV

"A spinning maze, | like it."

RS XV IRBORTELULEVERS, BELTULE,

<ctUFd. TR—=NR—=VYUAJL (CBNR-EYRBDOYILIES>

Kanari was 100% convinced that this would be the title to defeat Super Mario.

'YZwo -5 - AvIRvT] (F. ER=ZFEA. EFRKINC, 55 EDLSLET—LENU
e Uz,

Sonic the Hedgehog was released in May 1991, immediately causing a boom like a storm.
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