Nintendo Game & Watch – A Collector’s Guide With Values.

By Jules Burt.

Overview and history


The late 1970’s saw the introduction of a wide variety of handheld games being produced by most of the major toy manufacturers. The arcade craze was just starting with ‘Space Invaders’, ‘Defender’ and ‘Asteroids’ eating holes in every kid’s pocket. Toy firms were desperate to cash in on this new market and were soon producing scaled-down versions of all the popular arcade hits.


Nintendo, a Japanese electronics company, saw what was happening in the U.S. and decided that this was a product ideally suited to them. For two years they had been developing a new liquid crystal display, invented by one of their research scientists, Gunpei Yokoi. They now had to turn his invention into a top selling children’s toy or game.


The Nintendo Game and Watch was launched in April 1980, around the same time as the Donkey Kong arcade game was beginning to gain popularity. The name derives from the fact that there is a small digital clock, later to have an alarm, built into every game. The first couple of titles, ‘Ball’ and ‘Flagman’ were pretty lacklustre affairs and weren’t a hit. It wasn’t until the release of ‘Fire’ in July 1980 that the games really started to get noticed and start selling in bigger numbers.


Subsequent releases capitalised on the more popular features of the earlier games and they just got better and better. With the release of the first multiscreen Game and Watch, ‘Oil Panic’, players were treated to two screens of game play. The second multiscreen game, ‘Donkey Kong’, was the company’s first million selling title. A very impressive feat in less than two years. They were to repeat this success another three times in the next seven years with ‘Donkey Kong II’, ‘Snoopy Tennis’ and the famous ‘Mario Bros.’


Constant improvements were implemented as new technology advanced throughout the 1980’s. The screens were made a little larger and the games got ever more complex. The big breakthrough came in 1983 with the introduction of the full colour panorama series. These excellent games brought the Game and Watch to new heights but Nintendo continued releasing games in the original formats to be sold alongside their more advanced cousins.


The series eventually ran to ten different formats but it’s the widescreen and mulitscreen releases that are best remembered. Combined, they sold over twelve million games around the world in eleven years.


The last release, ‘Mario The Juggler’ was a tribute to the very first game, ‘Ball’. It features the company’s best-known character, Mario, juggling balls, just like the stick man in the original.


Eventually, the Game and Watch series had to cease production to make way for Nintendo’s next, more advanced handheld system, the Gameboy. Also, created by Gumpei Yokoi, this has proved to be Nintendo’s biggest hit yet but its roots are in the Game and Watch.


Nintendo certainly haven’t forgotten their past glories. Five ‘Game & Watch Galleries’ have been released for the Gameboy, recreating the original games plus updating them with familiar Nintendo characters and advanced graphics.


Also, a range of small key-ring size ‘mini classics’ have been released  which, although not strictly part of the official range, are still of interest to collectors. 



A Game and Watch has even turned up in the new RPG game Pikmin 2. You have to direct your Pikmin army to pick up the game and move it to a safer location. Sadly this Gamecube game has yet to be released in the UK.

The different series explained

With ten different formats released, collecting Game & Watch can be a little confusing. Many of the more popular games and the licensed titles, such as ‘Popeye’ and ‘Snoopy’ were re-released on the more up to date format. Here’s a summary of all the various formats;

Silver – Five releases. These early games were a bit primitive in comparison to the later models. They have a single screen which has a silver coloured border with the name of the game in the top right corner. The screens have a painted overlay.

Gold – Three releases. Same size and design as the Silver range except that these have a gold coloured border. They also introduce a small metal foldaway stand on the back of the game.

Widescreen – Ten releases. This format continues the basic design of the Gold releases except that the single screen  is now a little larger. They carry a small picture on the left of the game with the name on the right. Different coloured plastic backs make this range stand out as a highly polished product.

Multiscreen – Fifteen releases. The first big change in format and a very popular one. An additional screen doubles the game play and adds a whole new dimension to the series. They come in two different formats. The first has two widescreen size screens on top of each other, which opens upwards. The second format opens like a book and is played with the two screens side by side. The games are housed in a bulky plastic case. The front of the case has a large metallic fascia, some with a colour graphic and the games name. These metal plates are very easily scratched!

New Wide – Eight releases. The same style and size of a regular widescreen game except that these have a coloured metallic border.

Micro Vs System – Three releases. By far the most elegant games designed for the series with a superb build quality that feels good in the hand. They consist of a single screen about the size of two widescreen games side by side. They have a pair of controllers, which fit snugly into the sides of the game when not in use. These were the only games designed with two players in mind.

Crystal Screen – Three releases. The same size screen as a standard widscreen except that the screen is completely see-through and the game itself is much wider. It has glass on both sides and didn’t allow any permanent graphics or painted screen overlay. All three games were later released as New Wide games.

Tabletop – Four releases. These games are much larger than the rest of the series and were designed for playing on a tabletop. The best part about them is the introduction of colour to the series. The large screen is reflected via a mirror onto the playing area creating excellent, sharp colour graphics. It takes a while to get used to the proper joystick and buttons but these are an excellent addition to the series.

Panorama – Six releases. These are smaller versions of the tabletop machines except that you pull the screen up to reveal the playing area. These are also in colour and are amongst the best looking of all the games.

Super Colour – Two releases. These are taller machines, which come with a painted overlay. They look like a New Widescreen game but turned on it’s side.

Price Guide.

As with any collectable, games that are 100% complete and as near to factory condition as possible command the highest prices. It is worth remembering that most of these games are now over twenty years old and the chances of finding one at a boot sale or charity shop have dropped dramatically over the last few years. 


Boxed examples of any game are making decent money now. Even unboxed examples of the more common games are sought -after and always sell. However, there are several games which are in plentiful supply to get you started and these can be picked up at a very reasonable price on eBay.


When pricing a game remember that it must have it’s serial number on the back together with the all important battery cover. These are easily lost and would affect the value by up to 50%. Also, if the screen or casing has any marks or scratches then the value will again decrease. It goes without saying that the game should still be working!

The following table lists all released Game and Watch games in chronological order, with model number (found on the game’s plastic casing), series type and release date. There are two prices listed, for mint loose unboxed examples with no packaging and for mint in mint box examples, 100% complete with instructions and poly inner.

FULL LISTING OF ALL GAME & WATCH TITLES RELEASED 1980 – 1991.
Number.
Series Type.
Title.


Release Date.
Loose.
Boxed.

1. (AC-01)
Silver.

Ball.


April 1980.
£70
£200

2. (FL-02)
Silver.

Flagman.

June 1980.
£150
£800

3. (MT-03)
Silver.

Vermin.

July 1980.
£50
£125

4. (RC-04)
Silver.

Fire.


July 1980.
£50
£125

5. (IP-05)
Silver.

Judge.


October 1980.
£125
£600

6. (MH-06)
Gold.

Manhole.

January 1981.
£30
£90

7. (CN-07)
Gold.

Helmet.

Febuary 1981.
£30
£90

8. (LN-08)
Gold.

Lion.


April 1981.
£40
£120

9. (PR-21)
Widescreen.
Parachute.

June 1981.
£20
£60

10.(OC-22)
Widescreen.
Octopus.

July 1981.
£15
£50

11.(PP-23)
Widescreen.
Popeye.

August 1981.
£20
£60

12.(FP-24)
Widescreen.
Chef.


Sept 1981.
£30
£90

13.(MC-25)
Widescreen.
Mickey Mouse.
October 1981.
£15
£50

14.(EG-26).
Widescreen.
Egg.


October 1981.£100
£325

15.(FR-27)
Widescreen.
Fire.


Dec 1981.
£20
£60

16.(TL-28)
Widescreen.
Turtle Bridge.

Febuary 1982.
£25
£100

17.(ID-29)
Widescreen.
Fire Attack.

March 1982.
£25
£100

18.(SP-30)
Widescreen.
Snoopy Tennis.
April 1982.
£15
£50

19.(OP-51)
Multiscreen.
Oil Panic.

May 1982.
£30
£90

20.(DK-52)
Multiscreen.
Donkey Kong.

June 1982.
£30
£90

21.(DJ-101)
New Wide.
Donkey Kong Jnr.
October 1982.
£15
£50

22.(DM-53)
Multiscreen.
Mickey & Donald.
Nov 1982.
£20
£45

23.(GH-54)
Multiscreen.
Greenhouse.

Dec 1982.
£20
£45

24.(JR-55)
Multiscreen.
Donkey Kong II.
March 1983.
£25
£80

25.(MW-56)
Multiscreen.
Mario Bros.

March 1983.
£25
£70

26.(CJ-71)
Tabletop.
Donkey Kong Jnr.
April 1983.
£35
£100

27.(CM-72)
Tabletop.
Mario’s Cement Factory.
April 1983.
£35
£100

28.ML-102)
New Wide.
Mario’s Cement Factory.
June 1983.
£15
£50

29.(SM-73)
Tabletop.
Snoopy.

July 1983.
£45
£130

30.(NH-103)
New Wide.
Manhole.

August 1983.
£20
£50

31.(SM-91)
Panorama.
Snoopy.

August 1983.
£40
£100

32.(PG-92)
Panorama.
Popeye.

August 1983.
£40
£100

33.(LP-57).
Multiscreen.
Rainshower.

August 1983.
£75
£250

34.(PG-74)
Tabletop.
Popeye.

August 1983.
£75
£350

35.(CJ-93)
Panorama.
Donkey Kong Jnr.
October 1983.
£80
£300

36.(TC-58)
Multiscreen.
Lifeboat.

October 1983.
£25
£70

37.(PB-94)
Panorama.
Mario’s Bombs Away.Nov 1983.
£80
£300

38.(PB-59)
Multiscreen.
Pinball.

Dec 1983.
£15
£35

39.(BU-201)
Supercolour.
Spitball Sparky.
Febuary 1984.
£25
£50

40.(UD-202)
Supercolour.
Crab Grab.

Febuary 1984.
£30
£60

41.(DC-95)
Panorama.
Mickey Mouse.
Febuary 1984.
£80
£300

42.(BX-301)
Micro Vs.
Boxing.

July 1984.
£20
£40

43.(AK-302)
Micro Vs.
Donkey Kong III.
August 1984.
£20
£40

44.(MK-96)
Panorama.
Donkey Kong Circus.
Sept 1984.
£80
£300

45.(HK-303)
Micro Vs.
Donkey Kong Hockey Nov 1984
£20
£40

46.(BJ-60)
Multiscreen.
Blackjack.

Febuary 1985.
£15
£30

47.(TF-104)
New Wide.
Tropical Fish.

July 1985.
£20
£50

48.(MG-61)
Multiscreen.
Squish.


April 1986.
£20
£50

49.(YM-801)
Crystal.
Super Mario Bros.
June 1986.
£125
£300

50.(DR-802)
Crystal.
Climber.

July 1986.
£80
£200

51.(BF-803)
Crystal.
Balloon Flight.
Nov 1986.
£125
£300

52.(BD-62)
Multiscreen.
Bombsweeper.

June 1987.
£30
£70

53.(JB-63)
Multiscreen.
Safebuster.

January 1988.
£20
£50

54.(YM-105)
New Wide.
Super Mario Bros.
March 1988.
£15
£35

55.(DR-106)
New Wide.
Climber.

March 1988.
£20
£50

56.(BF-107)
New Wide.
Balloon Flight.
March 1988.
£20
£50

57.(MV-64)
Multiscreen.
Goldcliff.

October 1988.
£20
£50

58.

Multiscreen.
Tetris Jnr – Not released, see below.
N/A
N/A

59.(ZL-65)
Multiscreen.
Zelda.


August 1989.
£25
£60

60.(MJ-108)
New Wide.
Mario The Juggler.
October 1991.
£100
£250

Official carrying case – fits single and multiscreen games

£60
N/A.

Nintendo Mini Classics – Distributed in the UK by Vivid Imaginations  - Sept 1998 to present, all came on plastic blister cards; Super Mario Bros, Donkey Kong Jnr, Parachute, Fire, Zelda, Donkey Kong, Mario’s Cement Factory and Tetris. These can still be bought very cheaply brand new.

Game & Watch Variations And Rarities.

If you cannot find the game you have in the list above, chances are it’s a variation. Possibly from a different country or even a different manufacturer.


Let’s start with the Mego/Time Out variations. These games only came out in the USA for the first Silver series of Game & Watch. Mego, a major toy manufacturer of the era (World’s Greatest Superheroes, Planet Of The Apes, Star Trek etc), had a superb distribution set-up throughout the US toyshops. Nintendo, who at this time were only just getting into the market, realised this was a great way to get their games some wider exposure outside of the usual electrical retailers.


Time Out was an electronic division of Mego used for all the new electronic games. Telling them apart isn’t too hard, they all have the same colour plastic casing and the games play exactly the same. The only difference being the games name and badging. These games came boxed and bear a Mego and Time Out logo and have the following names.

1.(AC-01)
Ball.

Released as
Toss-Up.



2.(FL-02)
Flagman.
Released as    
Flagman.



3.(MT-03)
Vermin.
Released as
The Exterminator.

4.(RC-04)
Fire.

Released as 
Fireman, Fireman.

5.(IP-05)
Judge

Released as 
Judge.


These sell for about the same as the regular Nintendo release, a little more for the boxed examples which are very tough to find. 


Also in the silver series is a variation on Judge. It’s just the plastic casing, that exists in green and purple versions – both worth about the same.

The next variation concerns a Gold series game, CN-07, Helmet. When this game was released in the UK, through the CGL (Computer Games Ltd) brand, it was re-named Headache. The box and the game itself all bear the new name, the instruction booklet however is the normal Helmet version. Amongst the hardest of all boxed games to find, a near mint boxed example sold on eBay recently for an amazing £1600.00. A mint loose example will set you back about £200.00.


Onto the Tabletop series now. The very first game in this series was also released in the USA by Coleco. By this time, Coleco had already established itself in the market with it’s range of superb shrunk down mini-arcade games (Pac-Man, Galaxian, Ms. Pac-Man, Zaxxon, Frogger etc). It seemed only sensible for Coleco to re-badge the existing Nintendo game, add some new side art graphics and release it themselves as part of their series.


An interesting variation has surfaced on the Super Colour game, BU-201, Spitball Sparky. An example has been found, in the UK, with an all white casing instead of the usual shiny silver. I would imagine that this is a prototype or a first-run manufacturers test-shot. These are obviously incredibly rare and hardly ever turn up. 


Yet another variation is the Micro Vs game BX-301, Boxing, or in this guise, Punch-Out! This is once again a simple name change, probably to tie-in to the then popular NES game. This version appears to have only been available to buy on a plastic blister card. 

The Micro Vs series games used to sell for £100 or more for mint boxed examples – however, all three games plus Blackjack have recently been found, in quantity, in the states and now only sell for about £30.00 each, a bargain!


These blister cards were distributed by Micro Games Of America and so far 16 different games have surfaced, as follows; Balloon Flight, Mario’s Cement Factory, Blackjack, Zelda, Bombsweeper, Climber, Donkey Kong, Goldcliff, Mario Bros, Donkey King Jnr, Super Mario Bros, Donkey Kong II, Punch-Out, Donkey Kong Hockey, Donkey Kong III and Mario The Juggler.


As for the multiscreen Tetris Jnr. game that was never released. This was because the Gameboy was just being launched and Nintendo didn’t want to let out any other versions of what would become the Gameboys killer ap. Rumours abound that some were produced and that they are stored in a  warehouse in Japan. One has yet to surface. The game did finally get released as part of the Mini Classic range.


Lastly, a version of Super Mario Bros was released as a competition prize in Japan. It’s basically the normal New Wide version of the game, housed in a plastic shell which represents a Japanese comic character. These were once considered very rare, but they do turn up quite often, about 10,000 were made. They have a unique Nintendo number of YM-901 and sell for about £300 upwards.

Gunpei Yokoi And The Rise Of Nintendo.


Nintendo’s origins stretch back more than 100 hundred years. To 1889 to be exact. Then they were called the Marufunu Company and their primary concerns were with the manufacture and distribution of hanafuda, Japanese playing cards. By 1907, the company started to produce playing cards for the western market and by 1951 had changed it’s name to the Nintendo Playing Card Company. The Japanese word Nintendo roughly translates to ‘leave luck to heaven’ but Nintendo didn’t need any luck. Their products were strong and the company as a whole was doing well.


In 1963, the Nintendo we know today was formed. The company executives realised that playing cards were not the be all and end all of entertainment and decided, incredibly wisely, to fund a research and development department to come up with new ideas and technologies.


Enter Gunpei Yokoi, a twenty-four year old electronics wizard who’s spent most of his youth tinkering with portable radios and electronics kits. His task was to develop new toys for Nintendo to market, which would hopefully capitalise on Gunpei’s knowledge of electronics. In 1965 he was made head of Nintendo’s first research and development team, RD1, and quickly came up with an idea.


This was an extension of a current Nintendo project called ‘Ultra Toys’. Gunpei and his team had developed the ‘Ultra Hand’, which was basically a robotic arm which had a gripping action which you could control with a mini joystick.


Although not a success, the work on the Ultra Toys line led the team into miniature electronics and in the early seventies the first liquid crystal screen was developed. It seems there were several problems in development as the invention was not patented until 1977.


The following year, with most of the problems resolved, the idea for the Game and Watch was born. Initially, just a small screen with very basic movements and gameplay.


It took a further two years before the first Game and Watches hit the shops around the world, where they were met with a mixed reaction. They most definitely were not a big hit but with the speed of technology increasing all the time, the games gradually got more sophisticated and improved. It wasn’t until the release of the multiscreen Game & Watch that the series really achieved world-wide recognition and enjoyed massive sales.


By 1986, Gunpei was hard at work on his next project, the Gameboy. This was released in April 1989 to universal acclaim, though some critics at the time were a bit put off by the somewhat yellow screen and tiny graphics. However, with its ‘killer application’, Tetris, which was due to be the last multiscreen Game and Watch, the Gameboy’s future was assured and all development was concentrated on Gunpei’s new wonder.


Gunpei’s next project was the Virtual Boy, which alas, was a flop. Nintendo executives needed someone to blame so Gunpei’s head was on the block. Although he wasn’t sacked, this is not the Japanese way, he decided to leave Nintendo after over twenty years with an otherwise unblemished record.


In 1996, Gunpei set up his own company, Koto, to develop games for the Nintendo 64 and the Playstation as well as allowing him to pursue his own pet projects.


Sadly, his visions of a company big enough to rival even Microsoft never came to fruition as Gunpei was tragically killed in a car accident in October 1997. He was fifty-six years old.


He leaves the retrogamer with a wealth of fantastic games and some highly collectable handhelds. One can only wonder what he might have thought of next.
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