
The Forgotten Duo

Nintendo was ruthlessly efficient 
in their efforts to ensure the 
NES was populated with plenty 

of solid software in its early years, du-
tifully porting just about everything in 
their stable of first-party releases for 
America. This wasn’t particularly dif-
ficult, of course, as few of their releases 
before Metroid, Kid Icarus, and The Leg-
end of Zelda required any sort of local-
ization; what little text was present in 
those games was usually in English to 
begin with. 
 This makes the games that 
didn’t find their way to America all the 
more intriguing. Of all of Nintendo’s 
early Famicom titles, only two were 
never published in America. 
 The first of these, Popeye’s Eng-
lish, was the second game in the Educa-
tional Series; had it been released here, 
it actually would have made said series a 
genuine series rather than leaving Don-
key Kong Jr. Math the sole entry, alone 
and unloved in the joyless edutainment 
niche. But of course, there was little use 
in America for a game that taught Japa-
nese kids basic English... and as much as 
the U.S. feared and hated Japan in the 

’80s, there was little interest in flipping 
the lessons to teach American kids rudi-
mentary Japanese. 
 Popeye’s English didn’t exactly 
set the sales charts on fire in Japan, ei-
ther, and today it stands as the single 
most expensive of the Famicom’s early 
first-party releases, selling for more than 
it would cost to have a few English les-
sons from a private tutor.
 More interesting is Devil 
World, a Shigeru Miyamoto/Takashi 
Tezuka-designed maze game featuring 
a small green dragon battling its way 
through the devil’s lair (which, unsur-
prisingly enough, looks an awful lot like 
a Pac-Man maze). Devil World actu-
ally made its way to Europe, but never 
materialized in America. One assumes 
this is because of the religious symbol-
ism in the game—for instance, play-
ers collect crosses in lieu of Pac-Man’s 
energizer pellets—and Nintendo’s fear 
that Americans would freak out to see 
Christian iconography in a whimsical 
context. NOA’s ban on religious imagery 
during the NES era is well-known, but 
Devil World suggests that it was in place 
from the very beginning.—Jeremy Parish


