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Introduction
 
Thank you for purchasing this book! Retro Game Super Translation
Selection was made with the idea of introducing 100 "omoshiroi" translations and text alterations from localized retro games. In Japanese, "omoshiroi" is an adjective that means both "interesting" and "funny", and you'll find both types represented herein.
A good translation might give you some insight into the process that goes into localization. A bad translation may be humorous, while unusual expressions might come from knowledge obtained by learning English or Japanese. Text alterations can be an example of the differences between Japanese and American/European gaming culture, and so on. We have a total of 101 "omoshiroi" translations from various 8 and 16-bit games, so even if you’re intimately familiar with game localizations, hopefully you'll learn something you weren't previously aware of. Furthermore, books focusing on retro games are common these days, but there aren't many that focus on localization. I hope this book can be useful to deepen everyone’s knowledge on the subject.
Finally, I would like to take this opportunity to thank everyone who supplied a column for this journal. I’ve personally made a lot of new discoveries, and have learned a lot in the process. Thank you very much!
 
Ina Kondo-san (column describing English onomatopoeia)
Mame@Takeda-san (column about comparing game titles between regions)
雷更新世 - Ikadzuchi Kōshinsei-san (column about the cleverness of the localization of Pokémon)
ESPANA-san (column about the relationship between maximum notation number of one byte and two bytes in retro games) 
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Hanenashi Error
 
 
Miracle Warriors
Is this what an unscrupulous merchant is like?

Japanese：      2000 ゴルダになるが、よいかな。
“It comes to 2000 guilders, is that fine?”
 

English：      Is 2000 guilders too steep?
 
The RPG Miracle Warriors: Seal of the Dark Lord, known as Haja no Fuuin in Japanese, was originally released on computer platforms, then ported to the Master System by Sega. This version was localized into English and released outside of Japan.
In the Japanese version, when you try to buy some medicine in Garia, the first town, the vendor says “It comes to 2000 guilders, is that fine?” That might seem high compared to other RPGs, but if you select “Yes”, you’ll buy the item, and with “No”, you won’t. Pretty typical.
However in the English version, the seller’s text is changed to “Is 2000 guilders too steep?” This has the opposite meaning of the original Japanese text. Anyone reading this line for the first time would probably think that if you choose “Yes”, you won’t purchase the item, with the implication being “Yes, the price is too steep, I don’t want it.” However, the programming for the choices is the same as the Japanese version. In other words, if you choose “Yes”, you’ll purchase it.       
With the confusing phrasing, it seems like the merchant is trying to trick you under the pretense of giving you a deal. In real life, though, they would probably be reported to the Better Business Bureau (or the police).
This game is extremely difficult, and you really need medicine in the early hours of a playthrough. If you give the localization the benefit of the doubt, it’s possible that the developers actually intended to trick you into buying the medicine in the beginning, in order to make traveling easier. At least, that kind of makes sense...
 
UN Squadron
When the war is over, I’m buying myself a farm

Japanese：ふいーっ      死ぬかとおもったぜ！
“Whew! I thought I would have died!”
 

English：        Whew! I thought I'd bought the farm back there.
UN Squadron, known as Area 88 in Japan (and based on the anime/manga of the same name), is an early shoot-em-up from Capcom for the SNES. In the ending, Greg escapes from the exploding enemy base by the skin of his teeth, though you can hardly tell from his expression. In the English version, “buying the farm” is a euphemism that means “getting killed”, particularly in the context of dying in battle. There are different opinions as to this phrase’s etymology.
First, there’s the theory about the government buying farms. In this version, when a fighter aircraft is shot down on a farm, it basically wrecks the farmer’s business. Accordingly, the farmer would sue the government in order to restore his livelihood. The amount of money obtained is supposedly  large enough to pay off the farm’s mortgage, so essentially the pilot pays for the farm with his life.
The second theory is that bereaved families buy farms. During war, condolence money (technically insurance) was paid by the government to the bereaved families of fallen soldiers. It’s thought that this expression was born because this money was large enough to, again, pay off the mortgage to a farm. It could be taken that the farm is just a common American icon, so it’s meant to be taken figuratively (that is, applied to any property) rather than literally.
Besides that, during war, there’s a common sentiment that many soldiers wanted to have a peaceful life after returning from fighting...marrying their sweetheart, buying a farm, raising a family, and so forth. When such a soldier died in battle, the government could tell their family that they “bought a farm” (in other words, the “war ended for him” rather than saying “he was killed”).
There are many euphemisms for expressing death in both Japanese and English. This expression to “buy a farm” is one of the most interesting among both languages.
 
Saturday Night Slam Masters
Even monkeys fall from trees.

Japanese：このうらみ、はらさでおくべきか！ 必ずおかえししてやる。
"Should this revenge be taken, I'll definitely get you back!”
 

English：      Kouboumo Fudeno Ayamari....Munen.
 
Capcom's fighting game Saturday Night Slam Masters (known as Muscle Bomber in Japan) is based on pro-wrestling. In this game, there's a wrestler from Japan called "Mysterious Budou". He wears face paint, uses poisonous fog, and is a combination of two real life wrestlers: The Great Kabuki and The Great Muta. In the English version, he’s known as "The Great Oni".
When defeated in the English version, his loss screen quote says "Kouboumo Fudeno Ayamari....Munen".  This wasn’t translated, but written alphabetically in English. Unless you understand Japanese, though, you won't comprehend what he's saying. It's an interesting example of putting Japanese into an English localization.
The Japanese text in the English version translates to "Even Kobo made mistakes in writing...Regrettable." This is a well-known phrase referring to Kukai (also known as Kobo Daishi), a Buddhist monk who was also a famous writer and calligrapher. He’s attributed as being the inventor of kana, the syllabary used in conjunction with Chinese characters (kanji) to write Japanese. There’s a story where on the front gate of a shrine ("応天門”, "ohtenmon"), he accidentally wrote the symbol "心" ("heart") instead of "応" . The phrase basically means that even experts can occasionally mess up. An English equivalent to the phrase would be "Everyone makes mistakes."
Another example can be found in Budou’s introductory screen. In the Japanese version, his name is written in English. Conversely, in the English version, next to his name is "愚零闘鬼" ("Silly Fighting Oni"), another reference to the Great Muta.

 
Cadash
Someone has a horse voice

Japanese：ヒヒーン
“Hee-heeeen”
 

English：      A horse is a horse, of course, of course!
 
Taito’s arcade action-RPG Cadash was ported to the TurboGrafx-16, with the localization handled by the now-defunct Working Designs. In their time, the company became known for taking somewhat liberal interpretations with their translations, amongst other things. The above message is displayed when talking to a horse-like animal at the Gnome's hideaway (Though it looks more like a Chicken Leg beast from Golden Axe than a horse. It's probably just called a horse by its shepherd).
In the Japanese version, it just says the equivalent to "neigh", like one might expect from a horse. In the English release, though, it somehow speaks, making a rhyme of "horse" and "of course".  This is a reference to the theme song to the 1950s TV show Mr. Ed, which featured the exploits of the titular talking horse.
In Japan, the show was renamed Oba no Ed-kun ("Mr. Ed the Horse"). Naturally, it isn’t very well known there, since it's a rather old foreign program. The show has maintained a bit more of a presence in American pop culture, though, thanks to being featured as part of Nick at Night in the late 80s-early 90s. Despite the show’s present status as something of a historical footnote, a talking horse is also featured in Dragon Quest III for the Famicom – whose name was kept for the English localization. In this way, Japanese retro gamers may be familiar with the name, if not the actual source. Below the text in the screenshot just says “I am Ed, the talking horse.”
 

 
Dragon Slayer: Legend Of Heroes
Workaholics of the RPG world

Japanese：      困ったことがあったら何なりと、私に話しなさい。
"If you have any problems, please let me know."
 

English：      This temple is open eight days a week! Feel free to visit.
 
This RPG by Nihon Falcom was initially released on computers before receiving ports to several consoles. It’s the first game in the famous Legend of Heroes (Eiyuu Densetsu) series, a franchise that continues to this day through the Trails in the Sky and Trails of Cold Steel games. The TurboGrafx-16 CD port of the first entry in the series was released in English.
The above quoted text is spoken by a priest at the church in the Port of Rondo in Chapter 2. His dialogue is pretty standard in the Japanese version. However, in the English release he says "This temple is open eight days a week! Feel free to visit."
Normally, a week is only seven days long, but this shrine is supposedly so dedicated, they work for an additional day. In other words, they're always open, without taking any holidays! In Japan, there's an idiomatic phrase "月月火水木金金" ("getsu getsu ka sui moku kin kin"), which are the kanji for all of the weekdays – a direct translation would be "Mon-Mon-Tues- Wednes-Thurs-Fri-Fri", but it's also a Japanese Navy song that's often called "Through the day, throughout the week." It means to work every day, including weekends. Even so, this particular phrase goes a step further by inventing an extra day to work!
At any rate, the churches in the Dragon Quest games are open day and night. Since this is where you go to save your game or resurrect your party members, it always has to be open for the players. But when is the priest able to sleep?
The church in the English version also has another interesting point. Looking at the screenshot, you can see his name is "Brother Paul". In the Japanese version, he’s just called "Priest", but the English localization gives unique names to each priest in every town, like "Priest Mackenzie". This shows that an uncommon level of care was put into the localization, by providing individual names to otherwise generic characters.
 
Dragon Slayer: Legend Of Heroes
Pioneering dungeon cuisine

Japanese：      今日の夕食は王子さまの大好きなビーフシチューですよ。
“Today’s dinner is the prince’s favorite beef stew.”
 

English：      I’m cooking up a batch of Slime stew!
 
At the beginning of Dragon Slayer, Prince Logan (known as Selious in the Japanese version) speaks to one the maids in his castle. In the Japanese version, she's making beef stew, but in the English release, this was changed to slime stew. I wonder if it's okay to put slime in your mouth?
The dialogue in the English version has little connection to the story. The protagonist dislikes studying, despite being groomed for his upcoming coronation, so instead of doing his homework, he goes out and hunts slimes. There's a scene where his teacher admonishes him by saying "Study instead of bullying slimes". It appears that in the English version, the prince is harvesting these creatures to be used as food ingredients. From that perspective, it could be said that he's not just playing around, but doing actual housework. Or perhaps that's merely a thinly veiled justification for slime bullying?
Below, you can see how slimes look in the game. They seem to be awfully gooey, which wouldn’t be the most desirable quality for stew. 
 
 

 
 
The Twisted Tales of Spike McFang
This is a real hat trick!

Japanese：      ううっ･･･      こんな チビに      やられるなんて･･･
"Ughhh...I can't believe this kid beat me..."
 

English：      Eat hat, cat!
 
This is an action-RPG released for the SNES, known as "Chou Makai Taisen! Dorabocchan” in Japan. It's actually the sequel to a Japanese-only PC Engine game starring Dorabocchan (or in English, the titular Spike McFang),a cutesy vampire kid who attacks foes with his hat. This character also served as a mascot for Naxat, the game’s publisher in Japan.
Here, the line in question appears when you attack the boss character, a leopard named Hyou-Hyou (called Felina in English). Although he's only the second boss in this game, his attack power and agility are quite high, meaning players will have a tough time beating him.
In the Japanese version, the above-quoted text is spoken by the boss. Oddly, not only is the English for this part not an actual translation of the Japanese in the original, but the line itself has also been transferred from the boss to the player character. This is indicated by the sound effects used, which denote the speaker, as well as the fact that "Eat hat, cat!" implies that someone is speaking to Hyou-Hyou, rather than to the player.
It's somewhat unusual for a translation to change both the meaning of a sentence as well as the character speaking the line, so even if the overall impact on the story is minimal, it still makes for a noteworthy alteration.
 
Super Adventure Island II
16 shots of skill      

Japanese：どうか、私を助けて下さい
“Please save me.”
 

English：Please hurry! My naturally curly hair simply hates this air!
 
Super Adventure Island II, or Takahashi Meijin no Daibouken II, is a platformer for the Super NES. In this game, Master Higgins (or Master Takahashi in Japan) and his girlfriend Tina are caught in a storm, causing them to become separated. When Master Higgins stays at an inn during the adventure, Tina appears in a dream and speaks to him.
This line in particular is found when staying at an inn on Puka-Puka Island. Although the original Japanese text only pleads for help, the English version contains an extra bit of humor. The words "naturally", "curly", and "simply" all end with "ly", and the words "hair", "hates", and "air" have similar sounds. This gives the text has a nice, lyrical flow, almost like rap music.
Of course, it’s also somewhat farcical for someone in danger of being captured to be worrying about her hair. Looking at Tina's portrait, her hair is certainly curly. Since Puka-Puka Island is a water level, it probably has a lot of moisture, which is the natural enemy of curly hair. It's a line that makes good use of the visuals and the stage setting, and has a catchy rhythm to say out loud. There's no feeling of urgency either, which adds to the humor.
Likewise in the English version, Tina also says "I’m missing my favorite soaps" in similar scenes, most likely referring to soap operas. Despite the dangerous situation she finds herself in, she still appears to be concerned about her favorite television shows. In this manner, she’s rather similar to Shizuka-chan (Sue in the English version) from Doraemon.
 
The Ignition Factor
Between calmness and enthusiasm

Japanese：･････アタマをひやして、でなおしてこい！！
"Cool your head and get back out there!!"

English：      Maybe choosing you for this team wasn’t such a hot idea.
 
The Ignition Factor, also known as Fire Fighting in Japan, is a "rescue action" game from Jaleco for the SNES. Here, the player controls a firefighter tasked with rescuing victims from burning buildings. Unfortunately, failing to save them results in a game over, where you'll receive a dressing down from your captain.
In the Japanese version, the dialogue translates to "Cool your head and get back out there!". In practical terms, it’s telling the player to calm down and be less distracted before giving the level another try. Of course, there’s also the mild pun that arises from telling a firefighter to essentially “cool off”.
In the English release, however, your boss says "Maybe choosing you for this team wasn't such a hot idea." In English parlance, a "hot" idea typically means a "good" one. As with the Japanese version, the line makes use of a similarly temperature-themed joke, with "hot" correlating to fire.
"Cool" and "Hot" are polar opposites, but it's interesting that they kept this idea in English, even though they could have literally translated it and had the same effect. 
At any rate, you have to admire the captain’s courage to tell a joke during a fire fighting rescue mission. If you said this in the real world, it might cause a fiery uproar. Notice that his portrait was also redrawn for the North American version to look slightly less manga-ish.
 
The Ignition Factor
For whom is the fire extinguished?
 

Japanese：ミッションをせんたくしてくれ
“Select your mission”
 

English：      Ok, people, let’s save some lives!
 
The captain provides another interesting piece of dialogue in The Ignition Factor. This particular line shows up in the stage selection screen.
In the Japanese version, his text is purely functional, as he just says "Select your mission". Compare this to the English version, where he says "Ok, people, let's save some lives!" It's an interesting example where the role of text differs between Japan and North America. Even in the Japanese version, the English words "Stage Select" are displayed at the top of the screen, but at that time, most Super Famicom users probably couldn’t read English. This means that the captain's text is needed to explain the function of the screen.
In the English version, obviously, this sort of instruction isn’t necessary. It stands to reason, then, that the localizers made the captain say something more interesting, rather than redundantly explaining that you should select your stage. It also helps to add a sense of urgency to the proceedings, since this game is all about saving lives, rather than just earning points.
Another minor differences comes in the order of the text presented at the top of the screen.  If you look closely, the Japanese version has "Stage Select", while in the English release says "Select Stage". In the Japanese version, "Select" is used as a noun, but it functions as a verb in the English one.
 
Paladin’s Quest
Together with a loved one

 
Japanese：こまっている ひとが いたら、 わたしの ちからですくってあげたい。
“If someone is in trouble, I want to save them with my power."
 

English：I will follow you wherever you go.
 
Paladin's Quest is an SNES RPG, known as Lennus: Kodai Kikai no Kioku (“Lennus: Memories of an Ancient Machine”) in Japanese. In it, the status screens provide you with a short comment on the personality of your party members.
The heroine Midia’s screen in the Japanese version says, "If someone is in trouble, I want to save them with my power." In addition to matching her personality, it indicates that she plays the role of a healer in battle. However in the English version, this line is changed to "I will follow you wherever you go."
In the story for this game, Midia is the daughter of the elder of Lazook Village. She ends up having a fateful encounter with the hero, Chezni, though, and decides to join him on his journey to another world, in order to bring peace to the land of Lennus. As stated in the English version, she goes wherever he goes. In both the Japanese and English games, she’s dedicated. In the former, however, she’s referring to everyone in the party, whereas in the English version, she's primarily devoted to Chezni.
At first glance, the English translation might seem like an odd choice. Upon beating the game and experiencing the entire story, though, you might come to think that the English version is more suitable to her character than the original Japanese line. That’s because she actually follows the hero wherever he goes.
 
Paladin’s Quest
Life is different for everyone. Everyone is also broken.

 
Japanese：
コームのけんは      こわれてしまった！
コームのかぶとは こわれてしまった！
コームのよろいは こわれてしまった！


“The sword of Kormu is broken! 
The helmet of Kormu is broken!       
The armor of Kormu is broken!”
 

English：      
The Sword of Kormu is shattered!

The Helm of Kormu is broken!
The Armor of Kormu is destroyed!
 
There’s a scene in one of the later sections of Paladin's Quest where three types of legendary equipment are destroyed. In the English version, the sentiment "broken" is expressed using different verbs. English has a large vocabulary, so to native-speakers, it can sound dull and unnatural when the same word is used repeatedly. This leads to a tendency to use different terms to keep things livelier. Following that line of reasoning, instead of just saying "broken!", the game adds in the synonyms "shattered!" and "destroyed!"
A similar example can be found in the Game Boy Advance version of Final Fantasy V. There's a scene in this game where the heroes wake up after being hypnotized by an enemy. In the Japanese version, the phrase "~ は目 を 覚 ました" ("wa me o samashita", "woke up") is used for all characters, but the English versions varies these and changes them to "snaps out of it!", "comes to her senses!" and "leaves her trance!"
 

 
Take a break with a column: Considering the translation of onomatopoeia
In recent years, localization has become one of the essential parts of game production. As a part of this task, it’s important to understand the nuance between the many Japanese words used to describe sounds (onomatopoeia) and how they can be expressed in English. This is especially critical for various interjections and exclamations, as they need to be appropriate for both the character and the situation. For this section, I'd like to discuss some instances that you wouldn't normally find in an English dictionary, using examples from the shoot-em-up Trouble Witches.
 

 
First off, we have laughter. This is generally express as “tee hee hee”, “he he”, “ha ha ha”, and so on. This type of expression is typically used by cute girls or small children. There are some subtle differences between these, though! 
 
“Eee hee hee. Just you wait, humans.”
“Mee hee hee! You're next. “
 
These are more unusual. In this context, it sounds like a high pitched squeal, like a witch. There are more unusual types, as well, such as "Mwa ha ha!", "Bwa ha ha!" and "Gwa ha ha!" These are often used with an arrogant tone. Sometimes they're dramatic, like an evil overlord gloating about his plans. Oftentimes, however, they're supposed to be silly, like someone who fashions themselves as an evil overlord, but in reality is rather weak. For example:
 
“Bwa ha ha! Hilarious!!”
“Mwa ha ha. Just as I would expect from a cleric. You disdain me, don't you!”
 
Next, we'll talk about some other examples that indicate various feelings. There are positive expressions, like “Hey” (”oi!”, "Awesome!" (“sugoi!”), and “Cool!” ("Kakkoii!")
 
Then there are expressions of annoyance. There’s a symbol in Japanese writing, a small "tsu" (ッ in katakana, っ in hiragana), that’s used to indicate when a sound has been sharply cut short. It's hard to replicate this in English – a long sound might be "hah!" but a short sound might be "ha!" – but even then it doesn't quite capture the same effect. How these are translated depends upon the localizer, as well as the nature of the character speaking the line.
 

 
“Huh? What's up with you guys?”
 
"Huh" is frequently used with a question mark, as it's a sound meant to indicate confusion or surprise. In Japanese, this is typically written and spoken as “ha?” or “he?” “Hm” or “Hmm” is a humming sound that can indicate thought, or also a similarly confused sentiment, depending upon whether a question mark is used. In Japanese, these are written as “n?” Or “o?” “Ugh” is also frequently used to express a negative feeling.  If presented with just a period, it means a slightly sense of annoyance or frustration. In Japanese, this would be written as “aaah”. Add an exclamation point, though – “ugh!” – and it becomes stronger, often a sign of physical pain. This would be represented in Japanese as “guh!” or “ugu”. You can see this a lot in manga. Furthermore, the word can be elongated to express further negative feelings, like “Ughhh!” or even worse, “Ughhhhhh”. In Japanese this would be written “geeeeh!” 
There's also “Whoa!”, written “uwaa!”, when expressing general excitement. “Yipes” or “Yikes”, written “kya!” or “gyoee!”, are both used to express intense discomfort or fear. Depending on how these are used, they can have a comical effect.
 
“It makes you completely naked for a second during the transformation!”
“What?! Yikes!!“
 
There are many slang expressions like “Whoopee!” (Yatta!), “Sweet” (suteki!), and “Wowie!” (Sugoi!).  They are used in combination with “ah” or “oh” to make them sound even more natural. However, these can only be implemented in certain contexts, lest they come off as sounding bizarre. Again, these are typically expressed by young or cute characters, so making a middle aged man use these interjections wouldn’t exactly be appropriate! It's important for localizers to increase the knowledge of these English onomatopoeia.
 
 
Cybernator
Which do you prefer, beautiful women or old men?
 
 

Japanese：･･生きてかえってきて
“...Come back alive"
 

English：      Now, I have but one command to give you guys, “WIN”
 
Cybernator is a mecha action game for the SNES, developed by NCS/Masaya and known as Assault Suits Valken in Japanese. In this game, you get advice at key points in each stage from the mother base, either from a woman named Crea or your Captain, Chack. 
In the Japanese version, there's a portrait of the character next to their line of dialogue, but these were removed in the English release, so only the text is displayed. It's unclear if there were copyright issues with the art or if the localizers just decided not to include the manga-style portraits. (The character artwork was provided by famous artist Satoshi Urushihara. He also did the illustrations for the Langrisser games. The first entry in the series, released for the Genesis, was localized as Warsong, where his art was removed and replaced with designs less distinctly Japanese.)
The above lines are displayed at the beginning of the final chapter, "Last Stand". Crea is actually the hero’s girlfriend, so she tells him with an uneasy look to "Come back alive". On the other hand, the face isn’t displayed in the English version, leaving it unclear as to who's speaking. Based on the dialogue, it seems to be the Captain, since it's more forceful. It actually sounds a little more inspiring this way.
Typically, Japanese games wouldn’t use a masculine captain in cases like this. The industry, and the audience, usually wants to see conversations between a manly soldier and a cute girlfriend. However, American and European gamers may be more motivated by a fierce speech from their commander. It's an interesting translation that shows the differences between Japanese and American gaming culture.
 

 
River City Ransom
River City Regurgitation
 
 

 
Japanese：げーっ！
“Geh!”
 

English：      BARF!
 
River City Ransom is part of the "Kunio-kun" series that initially started with Technos' Renegade. It's the first in the "Downtown" subseries, which indicates that the game is a beat-em-up, rather than the many "sports" games like Super Dodge Ball.
Here, one of the lines uttered by characters when they die is "Barf!" (meaning "to vomit"). In Japanese, they say "Geh!", which is the sound effect for vomiting (along with "gero!"), so it's pretty similar. However, whenever anyone throws up in the real world, nobody actually stops to yell "barf!" (or "vomit"). It's very silly and unusual, and because of this, this phrase is carved deeply into the brains of English-speaking gamers. Even though the translation was completely changed for the Game Boy Advance port, it retained the "Barf!" line as an essential part of the game. Similarly, in the English version of the Dragon Ball manga, the word "retch" is used in a scene where Master Roshi pukes. 
The Japanese language is rich with onomatopoeia, and there are words for nearly every sound or action imaginable. English isn't quite as varied in this respect. There's no widely accepted word to describe the sound of vomiting, for instance, so it makes sense to use the verb in its place, which can also make the action seem more comical.
 

 
Kunio-kun (Series)
The man with the ever-changing name
 
 

Japanese: くにお
“Kunio”
 

English：Mr. K
The "Kunio-kun" games are part of a popular series developed by Technos Japan. Several entries were localized for North America, with some being quite popular. However, in the English versions, the titular main character had his name changed between several different entries in the franchise. In the original game, Renegade, he's referred to as "Mr. K", with his full name unknown. Alternately, he’s called Sam in Super Dodge Ball, Alex in River City Ransom, and Crash Cooney in Crash n' the Boys. 
While character names are often changed during localization, Kunio’s various localized names caused many English-speaking gamers to not know that they were all the same character. Many of these were due to the games having different publishers: the NES Renegade was brought over by Taito, with Super Dodge Ball handled by CSG Imagesoft, and River City Ransom and Crash n' the Boys coming from the American branch of Technos themselves. These were all branded in Japan with either "Kunio" or "Nekketsu" in the title, but there was no such unity in the English releases. Technos in America seemed to be attempting to start something like this with the Crash n' the Boys name, as they were scheduled to bring the hockey game to North America under the title Crash n' the Boys Ice Challenge, but this ended up being canceled. Later localized games in the series mostly use the "River City" name, due to River City Ransom being the most popular game amongst English speakers.
 

 
Crash n’ the Boys: Street Challenge
Dangerous medicine

Japanese：どくやく
“Poison”
 

English：      <!(&/&X![
 
Part of the “Kunio-kun” series, Crash n’ the Boys: Street Challenge (known as Bikkuri Nekketsu Shin Kiroku! in Japan) is a sports battle game where you participate in unique competitions like the “Hammer Throw” and “Rooftop Jumping”. There are some light RPG elements, too, as you can collect medals and use them to purchase assorted items at an in-game store.
One of these shops is a drug store. Here, there’s a female attendant (who bears a resemblance to Arale from Dr. Slump) selling a variety of medicines. One of them is “dokuyaku” or “poison”. This very unsportsman-like item will significantly lower the strength of the other players. In the English version, this was changed to a variety of symbols. Normally, these are used in place of curse words (think Q*Bert). What’s the real name of the drug, though? This hasn’t been seen in any other game before, and serves as a very unusual way to “translate” something.
Another interesting point is the item’s description at the bottom of the screen. In the Japanese version, asterisks are used to hide the actual dangerous effects of the item, but the English release plainly states that it will “decrease any one of the opponents power”. In other words, in Japanese, the item name is clear but the usage is obscured, while these are reversed in English. The end result is the same though – it implies a dangerous, shady item that’s sold “under the counter”.
Please note that this item is only in the FC/NES version, and was removed in the later Game Boy Advance and Virtual Console re-releases. Was this because it ruined the game balance, or did someone perhaps think that poisoning your opponents was too unethical?
 
Gargoyle’s Quest

 
Japanese：      こうして      まかいは もとのすがたを      とりもどし
“Thus, the demon world was returned to its original form”
 

English：      The ghoul realm became safe(?) again.
 
Gargoyle's Quest (Red Arremer Makaimura Gaiden in Japan) is a spin-off from the Ghosts ‘n Goblins series (Makaimura) featuring the Red Arremer, the infamously difficult red demon from those games. The line in question here is part of the ending text scroll.
In this game, an army from another world attacks the demon world ("Makai" in Japanese, termed the "ghoul realm" in English) where Red Arremer lives. The demon world is on the verge of being destroyed, but Red Arremer defeats the leader of the invaders and succeeds in restoring peace. The Japanese text in the ending is pretty straightforward, but the English version contains a bit of extra humor, with a question mark added after the word "safe".
When you think about it, it’s pretty strange that anyone could ever consider the demon realm to be truly "safe". During peace time, it's still filled with demons, monsters, and other evil creatures. From the viewpoint of humans, it's an extremely scary place, and the complete opposite of "safe". This is especially true for anyone who's played the Ghosts ‘n
Goblins games, having poor Arthur stripped down to his undies (or killed) by the Red Arremer over and over. It seems like most retro gamers might actually prefer to have the demon realm destroyed. With that in mind, the question mark probably represents the feelings of these poor, frustrated souls.
Perhaps the original Japanese writer thought that using the words "heiwa" ("peace") or "anzen" ("safe") would feel unnatural, given the context. Therefore, "returned to its original form" was used to keep a more neutral tone. 
 
Demon’s Crest
The apprentice becomes the master

 
Japanese：      新たな敵を      求めて･･･
“Seeking new enemies...”
 

English：      There he hoped to find a true warrior. A warrior with whom he could once again taste glory of battle!
 
This narration is featured in the true ending of Demon's Crest (Demon's Blazon), the final game in the "Gargoyle's Quest " series. In this game, Red Arremer destroys the demon of darkness and returns to the ghoul realm ("Makai", again) in search of more enemies.
In the English version, the text reads "A warrior with whom he could once again taste glory of battle!", which more specifically describes the type of opponent he's seeking out. Also, while the original Japanese text ends with an ellipsis, the English version adds an exclamation point. This adds intensity to the character’s desire to engage in even more fights.
Additionally, the English phrase "true warrior" actually appears in the English version of Gargoyle's Quest II (Red Arremer II) for the NES, which is this game's predecessor. There, the introduction states that Red Arremer is training to become a "true warrior". In other words, during the intro to Gargoyle's Quest II, he's aiming to become a "true warrior", but by the ending of the sequel, Demon's Crest, he's strong enough to find another "true warrior" to fight with. It's an interesting translation that shows both the connection and character growth between the two games.
 
 
M.U.S.H.A
Win or be reduced to mush
 

Japanese：駄目です隊長！ここであの要塞を叩かないと戦局は変わりません！
“It's useless, Captain! If we can't take out this fortress, the battlefield won’t change!”
 

English：      That won’t do Red Leader, we can’t help our people by running away!
 
M.U.S.H.A. is a vertical shooter developed by Compile for the Genesis. The Japanese title is Musha Aleste, with "musha" being a term for a Japanese warrior. The English version turns this word into an acronym, standing for "Metallic Uniframe Super Hybrid Armor". "Aleste " is the overall name of the series, and includes other games such as Power Strike and Space Megaforce.
The Japanese version has you play as a girl named Ellinor, which was changed to Terri for the English release. In the original Japanese, her speech basically means "You won’t be able to win unless you take out this enemy fortress". Although it's a reckless gamble, if you don't succeed with this strategy, the chances of breaking through the battlefield are extremely thin. Based upon the calm manner with which this is stated, it helps to show the heroine as being an elite soldier.
On the other hand, in the English version, she tells the captain that withdrawing from battle won't be of any use to anyone. This isn't something that would typically be said by a soldier, but rather by someone who cares for the safety of her people, and has a particularly heroic sound. Although opinions will probably be divided, the English version sounds a little cooler.
Also in the English version, the captain (named "Dread" in Japanese, and “Ken” in English) is called Red Leader. This is probably a tribute to Star Wars, as that's the call sign used by one of the pilots during the assault on the first Death Star in Episode IV: A New Hope. Unfortunately, he was shot down and killed by Darth Vader, much like Dread/Ken in this game.
As an aside, the kanji on Ellinor / Terri’s helmet, “舞,” means “dance”. The one on Dread/Ken’s helmet, “火鬼”, means “fire demon”.
 
Neutopia
The Clone Wars. Dirth Strikes Back. Return of Jizeta.
 

 
Japanese：ちからの      かぎり たたかうのぢゃ！
“Fight with all of your strength!”
 

English：      The force of the medallions is with you!
 
This is another example where a tribute to Star Wars was added to an English version of a game. In a later dungeon in the TurboGrafx-16 action-RPG (and blatant Zelda clone) Neutopia, there’s a scene where the main character, Jizeta (named Fray in Japanese), is encouraged by a wise man. If you’re familiar with Star Wars, you’ll recognize the “force...is with you” line as a reference to the famous “May the Force be with you” line.
The translator must have been a fan of that famous sci-fi series, too, as the localization contains a few other references to it. For example, the last boss was named Raphael in Japanese, but changed to Dirth for the English version, which sounds a lot like “Darth”. This is most likely intentional, as his appearance feels like a mixture between Darth Vader (with his flowing cape) and Boba Fett (with his helmet).
 Jizeta, meanwhile, doesn’t appear to have any real meaning. Further, the princess is named Lalan / Raran in Japanese, which was changed into Aurora in English. This doesn’t seem to have a Star Wars connection either, but it does try to turn a made-up name into a real one, while still sounding similar.
 

 
Landstalker
Beauty and the beast

Japanese：      ほんとはね しばられてるとき ちょっと  おもらししちゃったのないしょよ
“Honestly, when I was tied up, I peed myself a little bit.”
 

English：      If only my father’s red jewel were our dowry!
Landstalker is an action-RPG for the Genesis. It has a unique isometric viewpoint, which sets it apart from other similar titles, and despite some complaints with the control scheme, is generally well-liked by retro fans.
At the beginning of the game, the protagonist, Nigel (called Lyle in Japan), arrives at the village of the Massan (Oak) tribe. The Massan villagers are feuding with another tribe called the Gumi, who’ve kidnapped Fara, the daughter of the Massan tribe’s leader. When Lyle rescues Fara from the Gumi, he’s awarded a “red jewel” from the village chief. When you talk to Fara immediately afterwards, you see her line above.
First off, the original Japanese text is kind of screwed up. Fara says that she peed herself when she was tied up, with the implication being that she did so out of fear. However, with the phrases "tied up" and "peed myself" used together like that, along with the fact that the word she uses ("omorashi") refers to a fetish for self-urination, it all combines to give the appearance that she's really into bondage. This may not have been the writer's intention, but it certainly comes across as sounding a little kinky.
The English version changes this line completely. A "dowry" is a gift that the bride's family would give the groom at the time of marriage. It's similar to the "yuino" gifts given as part of Japanese wedding culture. Basically, Fara is wishing that she could marry Nigel. Perhaps she fell in love with him after he rescued her, making this sound very much like something out of a fairy tale.
There are several other adult items and references found in the Japanese version, including items (a bunny girl doll, a g-string, a porn book), and a scene where you can spy on the female antagonist, Kayla, taking a bath. All of these were changed or removed for the English version in some odd ways – for example, a brothel was changed to a ballet studio.
 
Landstalker
What goes in, must come out (or not)

Japanese：お城兵いん なん人 地へはいっていったけどみんな       にげかえってきたよ けけけけけけ・・・・
 
“The castle soldiers all went underground, but they all ran right back up.       Hehehehehehehe...
 

English：      Heroes check in, but they don’t check out!.....
 
About halfway through Landstalker, there's a section where you enter an underground cemetery in a castle to look for amulets. These lines are spoken by the keeper at the entrance of the crypt. In Japanese, the guy is basically saying "lots of soldiers have gone in but ran right back out", but the English version is a little different.
To "check in" and not "check out" means that they enter but never leave, or rather, that they disappear underground and are probably dead. The reason it uses these terms is because the area above the cemetery is called the "Mercator Champion Hotel". It also spells the word “heroes” wrong – it’s supposed to have an “e” before the “s” at the end.
Although this is a darker line than the Japanese versions, there are human skeletons scattered around when you enter the crypt, so it's probably more accurate in suggesting how dangerous the place is.
Incidentally, the dialogue of the English version has its own background. There used to be a television commercial for bug traps called Black Flag Roach Motels, using the slogan "Roaches check in, but they don't check out". It’s still the slogan used on their product today.
 
 
Maru’s Mission
Dracula’s weakness
 

Japanese：      これしか、あいつを、たおせない！
“I can’t defeat him with this!”
 

English：      Remember don't cook with it!
 
Jaleco's Ninja JaJaMaru-kun series is pretty expansive, featuring numerous action-platformers and RPGs. Most are Japan-exclusive, though this Game Boy title, Maru’s Mission, snuck over to North America. Called Oira JaJamaru! Sekai Daibouken in Japan, this is an action game where you must rescue Princess Sakura by traveling around the world to such locations as Japan, Egypt, and Brazil.
The above line is used when you defeat the wolfman mid-boss in Romania, the game's second stage. He says "Use this to defeat Dracula" and then gives JaJaMaru a crucifix. In the English version, due to Nintendo of America's stance on religious references, this was changed to garlic. Dracula is also weak to garlic, so this makes sense within the context of the lore.
Even more interesting is the small bit of humor that’s been added to the English version, where the wolfman admonishes you to "Remember don't cook with it!" He’s kind of scary-looking (his portrait was changed to a human-like wolf as opposed to the cutesy wolf in the Japanese version), so it's unexpectedly amusing that he'd be so silly. Perhaps he gave you garlic instead of a crucifix just to tell that joke.
 
Maru’s Mission
Greece’s weakness
 

Japanese：このちにきた、よそものは、わたしがゆるさん！
“I won’t let you pass by here, stranger!”
 

English：      No one gets by me turkey!
 
This line is said by Golem, another one of the mid-bosses from Maru’s Mission. You’ll notice the “turkey” part added at the end of the English line.
In English, “turkey” is a slang word used to call someone an idiot or a fool. There was a famous anti-drug commercial in the 80s, where a drug dealer called a young kid a “chicken”, and he was responded with “I’m not a chicken, you’re a turkey!” Still, this example has an additional meaning.
As mentioned in the previous entry, this game takes place in various locations around the world, with this Golem enemy appearing in the Greek stage. Further, “Turkey” can, of course, refer to the nation rather than the bird. Correspondingly, the text could also refer to the feud between the two nations.
Greece and Turkey are geographical neighbors who’ve had numerous conflicts throughout history. It’s actually pretty smart dialogue for a kid’s game to have knowledge of such geopolitical events. Since Japan is so far from Europe, Japanese players might not familiar with the history behind the region to understand this kind of reference. Even though American kids might not necessarily know European countries, either, there are some amusing jokes that English speakers might still know, like “You’ll never be Hungary next to Greece and Turkey!”
 
 
Mega Man 7
Mega Man, with the heart of Ice Man
 

Japanese：            ･･････
*Silence*
 

English：      I am more than a robot!! Die Wily!!
 
This line is spoken in the ending to Mega Man 7 for the SNES. Once defeated, the villainous Dr. Wily once again begs for mercy. In response, Mega Man declares, “I don’t trust you, Wily! I’m gonna do what I should have done years ago!!” Wily retorts with, “You forget, Mega Man, robots cannot harm humans...”
In the Japanese version, Mega Man (or Rock Man, rather) quietly reflects on this, but in the English version, he mercilessly says “Die Wily!” As a localizer, it may have been decided that this would make more sense to more clearly indicate Mega Man’s intentions to the North American audience. However, there are mixed opinions about this change amongst English-speaking retro fans – some feel that Mega Man should never say “die”, or that it would be more in character for the Blue Bomber to take a peaceful approach.
As an aside, in the comic retelling of this game in Comic Bonbon magazine, Rock Man says “I’ll shoot if it’s for peace!” in the same scene. Although the dialogue isn’t exactly the same, it’s still closer to the North American version.
 

 
Lunar: The Silver Star
I was truly lonely
 

Japanese：･･････
*Silence*
 

English：      ..........Luna! I've missed you so much!
 
Here's another example where the hero is silent in the Japanese version, but is given dialogue in the English release. In the Sega CD RPG Lunar: The Silver Star, the protagonist Alex (Ares in Japan) is reunited with his childhood friend Luna after a long journey. For the most part, Alex is a silent protagonist in the original Sega CD game (this was changed for the remakes on the PS1 and subsequent platforms). This "blank slate" approach is common to make the hero more relatable to the player.
In the Japanese version, Alex's dialogue is represented by ellipses. Of course he's not actually mute, but rather what he's saying is left open to interpretation by the player. In contrast, he speaks one of his only lines of dialogue in the entire game in this scene of the English release. By breaking his silence, Alex is conveying how excited he is to see Luna.
Immediately afterwards, there's a voiced cutscene where Ghaleon, who was thought to be an ally, betrays the party and kills the White Dragon Quark (Faidy in Japanese). Alex has no dialogue here in the original Japanese game, but in the English version, he says "Ghaleon, what are you doing? Noooo!" It's actually a little unusual because Alex is off-screen, and since this is the only time his voice is heard, it isn’t immediately clear who's yelling the line.
 

 
 
Lunar: The Silver Star
They came from the same publisher

Japanese：      ここを通れば 合格なんだけど 先は長いなあ････まあ とにかくガンバろう
"If you go through here, you'll succeed, but the destination is still a long way ahead. Anyway, good luck."
 

 
English：      But, I know I'll pass! I've had harder tests... like the time I fought Galam!
 
There's a dungeon called The Cave of Trials near the beginning of Lunar: The Silver Star. This line is said by an explorer the player encounters within the maze.
In the English version, this person references someone called "Galam". When you talk to this NPC later on, he says "I sure wish Marley were here right now...” Characters such as Galam and Marley are nowhere to be found in this game, so what on Earth is he talking about?
As it happens, Galam and Marley are characters from another game called Cosmic Fantasy 2 – Galam is the last boss, while Marley is a robotic cat. The reason for this is that both games were published (and localized) by Working Designs in North America. In Japan, Cosmic Fantasy is by Telenet Japan and Lunar is from Game Arts, so there's absolutely no relation in their original form. It's a connection that only makes sense in North America.
 

 
 
Xardion
I’ve always wanted a thing called octopus sashimi

Japanese：やろうぜ！タコ野郎なんて一撃だ！
“Let’s do it! Attack this damned octopus!”




English：      Let’s turn this octopus into sushi!
 
Xardion is a robot action game for the SNES. In it, you encounter a scene involving a fight against a gigantic octopus. You get three playable heroes to choose from, with one of them beginning the battle with this line. 
The dialogue in the English version has been changed to "turn this octopus into sushi", instead of merely attacking it. With the game taking place in the distant future, it's a little interesting to think that sushi still exists by this point. Because this octopus is so much larger than the player robots, it would certainly make a hell of a lot of sushi.
Other games also feature examples where references to sushi were added to the English translation. In Saturday Night Slam Masters, the character Great Oni is Japanese. In the original Japanese version, his pre-fight line is something like "I'll kick you until you're dead", but in the English release he says "My technique will turn you into sushi". That's actually even more violent, when you think about it. At any rate, you can see from the preceding that the concept of "Japanese = Sushi" is prevalent.
 

 
 
Pokémon: Vietnamese Crystal
Elves! Gotta catch ‘em all!
 

 
Japanese：      ポケットモンスターの せかいへ ようこそ！
“Welcome to the world of Pocket Monster!”
 

English：      Go to the elf’s world
 
Pokémon: Vietnamese Crystal isn’t an official English-localized game, but rather a pirated ROM that was translated by someone else into English. It’s entirely possible that a machine translation was used here, but the whole thing is full of enough bizarre phrases and other nonsense to make it incredibly amusing to play through. The game eventually received some level of notoriety due to being featured in assorted videos.
One particularly interesting line is said by Dr. Oak at the beginning of the game. In the official English translation, he says "Welcome to the world of Pokémon". In this bootleg version, Pokémon is translated as "elf". Even if you stick the Japanese word for Pokémon ("pocket monster", written in katakana) into a machine translator, you wouldn't get anything close to the word "elf". How on earth did this happen?
There's a theory that this particular pirate ROM isn’t based on the Japanese version, but rather a translated Chinese version. In Hong Kong, the Pokémon are referred to as "寵物小精靈 " (pronounced “Chong wu xiao jing ling", which roughly translates to “pet monsters”). It seems like they took the last three characters, which literally translates to "elf", and used that for the general name of the Pokémon. 
Likewise, "Vietnamese Crystal" isn’t the official name for this game, but was rather the title given to it by fans, since the person who uploaded and spread the ROM said that he got it from Vietnam. In truth, there’s no actual Vietnamese in it. 
As an aside, this is the same process that happened with the bootleg version of Star Wars Episode III: Revenge of the Sith, known as “Backstroke of the West”. Some pirates translated the dialogue from English to Chinese, then back into English (probably with a machine translator), with the result being completely mangled nonsense.
 
Final Fantasy Legend II
Now Leon is the coolest!
 

Japanese：オーリービーアーー！！
“O-LI-VI-AAAA!!”




English：      ....ora..
        ..F l o r a....!


        F L O R A !!
 
Final Fantasy Legend II, known as SaGa 2: Hihou Densetsu in Japan, is an RPG made by Square for the Game Boy. At that time, the SaGa series had a reputation for excellent writing. One of the most memorable lines is this “O-LI-VI-AAAAA!!”, which appears during a wedding ceremony.
The sixth world of the game features a character named Leon (Anthony in the Japanese version) who must rescue his lover Flora (Olivia in Japanese). This world is ruled by a Venus, a dictator who allows only “beautiful” beings (both mentally and physically) to live in their city. Flora and Leon are in love, but Leon is cast out of town after sustaining a debilitating injury, forcing the two apart. Flora is then unwillingly made to marry another man, Nils (Julius in Japanese), against her will. In desperation, Leon crashes the wedding and attempts to kill Venus with a knife. The lover is cast aside and injured, but Flora takes his knife and slashes her own face, creating a scar that ruins her beauty. 
This line expresses Leon’s anger as he barges into the ceremony and cries out 
the name of his beloved. The English version changes the character spacing, however. The structure goes “partial word, lower case letters, upper case letters” as Leon gradually approaches from a distance, instead of just yelling her name once. The result is even more dramatic in English than in Japanese.
 
Tuff e Nuff
No need to promote your other products
 

Japanese:
P.Yunma
Prince.K
Shimura
Ohta
Inoue
Akiyama
Nakagawa
 

English：
B.Loaded
R.Turf
B.Bros
S.E.D.F.
K.A.W.
Goal!
A.Spirit
 
Here we have the high score screen from Tuff E Nuff, an SNES fighting game, also known as Dead Dance in Japan. Many games have default scores and player names before the player obtains a high score of their own. In this game, the defaults are different between the English and Japanese versions.
For starters, the names used in the Japanese version are those of the development staff. This was a fairly common practice across other games, as it served as a method for developers to sneak credits into their games if they weren't listed during the ending. In the English version, the names are totally different. They aren't even names at all – they're just references to other games by Jaleco.
 
Below are the full English names for each game, along with their Japanese counterparts:
 
Bases Loaded: Moero!! Pro Yakyuu
Rival Turf: Rushing Beat
Brawl Brothers: Rushing Beat Ran
Super Earth Defense Force: Super EDF
King Arthur's World: Royal Conquest
Goal!: Moero!! Pro Soccer
Avenging Spirit: Phantasm
 
 
Kid Klown in Crazy Chase
Super Awesome Staff Roll
 

Japanese：ぷろぐらむ
“Program”
 

English：      Super Smart Hacker Nerds
Kid Klown in Crazy Chase is an action-platforming game by Kemco for the SNES, similar to Super Mario Bros. Each level contains a bomb that serves as a time limit – if you reach the goal before it blows up, you'll beat the stage. Crazy Chase is a rare instance where the North American version was released before the Japanese one, with the end credits for the American version containing an amusing staff roll in comparison to the Japanese game.
Rather than directly translating the roles of each developer from Japanese, the American version gives the developers some funny, alternative titles. Here, the graphic designers are "Really Talented Artistic Types", the music composers are "Those Who Wrote Rockin’ Tunes", and so forth in a likewise, silly fashion. Helpfully, the game also annotates each section as denoting "programmers" and "graphic designers", just to make sure the actual jobs are clear. 
In Japan, game developer roles are often derived from English, and are typically written in katakana to indicate that the terms are foreign words. The staff are given similar titles in the Japanese version of the game, but instead these are written out in hiragana rather than katakana. Most Japanese schoolchildren learn hiragana first, so writing out the text this way gives it an extra-childish feel, which is certainly appropriate for a game starring a clown. The developers are also given other cute names, like "Dottoe" for graphic designer (the word "dot" is often used in Japanese instead of "pixel").        
In any case, this translation serves as a clever way to get across the spirit of the original text, even though it couldn’t be directed converted from Japanese. 
 
 
Brutal: Paws of Fury
Can you be your own best friend?
 
 

Japanese：きみは、じぶんじしんの、さいこうのともだちになるようどりょくせよ。
“Make an effort to be your own best friend.”
 

English：      Be your own best friend.
 
Brutal: Paws of Fury is a fighting game released for 16-bit consoles and computers, and was developed by the British company Eurocom. In Japan, it's known as Animal Burandan – Brutal, or "Animal Warrior Brutal". This game possesses a delicate balance between its naturally flavorful Western style, and its expressive designs that were fairly well-received in Japan, despite being a relatively simple 2D fighter.
In this example, the above text is displayed during the best ending of the game. If you clear the it on the highest difficult level, you receive the title of "Grand Master", and get thanked by several developers right before the staff roll. One of the laurels states "Be your own best friend", by Rod H. The Japanese version, by comparison, appends the words "make an effort" to the phrase. Although this might be reading a little too hard into the translator's original intention, the sentence probably means that the player should "try hard".
"Be your own best friend" means "believe in yourself", which is a common philosophical and self-help phrase. However in Japan, where humility is a virtue, it's difficult to appreciate one’s self. In Japanese culture, you  must refine yourself, understand your strengths and weaknesses, and accept them in order to believe in your own abilities. This means that from a Japanese perspective, much effort is necessary to become your own best friend. Keeping that in mind, it would appear that the translator added the extra line to "make an effort" to the Japanese version.
 
 
Brutal: Paws of Fury
Sexy Foxy Roxy
 
 
 
Japanese：おしりペンペン
“Spank butt”
 

 
English：      Taunt
 
In Brutal, like most fighting games, all characters have their own unique moves. One such move, called a Taunt, is common amongst all of the fighters.
In the Japanese version, the word "taunt" is translated as "ochokuri" (which means the same thing) among most of the characters. One of the two exceptions is for Foxy Roxy, the female fox warrior. In this instance it's written as "oshiri penpen", or "spank butt". As the requisite sexy character of the game, it would appear that she received some special treatment. This is unique to the Japanese version, as it's still called a "Taunt" for her in the original English release.
Additionally, if you enter a secret code on the title screen, you can play as the last boss, the Dali Llama. His taunt is given the unique title "oshikari" (scold) rather than "ochokuri". It's a similar word due to the "o" and "ri" sounds, that creates a fun-sounding rhyme.
As you might guess, the Dali Llama was based on the Tibetan Buddhist monk Dalai Lama. It's impressive that this was actually approved by Nintendo, given their usual stance towards religion.
 

 
 
Secret of the Stars
You accursed pumpkin

Japanese：カャ`ャ大王 
“The Great Pumpkin King”
 

 
English：      Pumpking
 
Secret of the Stars is an RPG from Tecmo for the SNES, known as Aquatallion in Japan. It’s pretty dated compared to other RPGs released at the time, but it still maintains a small following thanks to its story and challenging level of difficulty.
The translation for this example is fairly straightforward. There’s an enemy at the beginning of the game called “Pumpkin Daiou” (“The Great Pumping King”), who looks like a farmer with the head of a pumpkin. The English translation combines “pumpkin” and “king” into one word, for “Pumpking”. It’s a clever method of saving space, while being cute at the same time.
This isn’t the only Pumpkin King in video games, though. Princess Tomato in the Salad Kingdom, an adventure game for the NES that originated on Japanese PC platforms, also has one. Here, the English localization calls him Minister Pumpkin, so the word play isn’t quite as clever, but it still conveys an amusingly bizarre feel. After all, the entire game is about anthropomorphic vegetables.
Interestingly, in the famous cartoon, It’s the Great Pumpkin, Charlie Brown, the eponymous pumpkin is also called “Pumpkin Daiou” in Japan. Perhaps this is what Secret of the Stars was paying tribute to. (As an aside, this cartoon is known as Snoopy and the Great Pumpkin King in Japanese, as Charlie Brown's beagle is a popular character there, and the comics are known more for the dog than his owner.)
 
 
Princess Tomato in the Salad Kingdom
I wanna be a pumpkin in my next life
 

Japanese：『オニオン王家の秘密の花園』
 “The Secret Garden of the Onion Royal Family”
『ねえ、ノーミンこっち向いて』
“Hey, Noomin, Come Here”


 

English：   The One Who Became Cinderella’s Coach
Halloween’s Heroes
 
Here we have another interesting translation from Princess Tomato in the Salad Kingdom. Near the end of the game, the hero Sir Cucumber has to take down Minister Pumpkin and invades his castle. You can look at the bookshelf in the bedroom of this section, with your partner Percy ("Kakihachi" in Japanese) reading off the titles.
One of the books in the Japanese version is "The Secret of the Onion Royal Family". This is a reference to Frances Hodgson Burnett's famous 1911 novel The Secret Garden. Another book in the room is called "Hey, Noimin, Come Here". In this instance, "Noimin" is a parody of "Moomin", referring to the Swedish comic about a family of creatures who resemble white hippos. These characters are very popular in Japan, but remain largely unknown in North America. In particular, this title is a reference to the theme song of the cartoon, "Hey, Moomin, Come Here!"
The English version of the game uses different titles for the books, namely "The One Who Became Cinderella's Coach" and "Halloween's Heroes". In Cinderella, her fairy godmother created a coach for her out of a gigantic pumpkin, and pumpkins are also heavily associated with Halloween. So essentially, Minister Pumpkin fills his bookshelf with stories about these orange squash. It's an amusing example that makes good use of the setting, as well as adapting the text to references that Americans would be more familiar with. 
 
 
Princess Tomato in the Salad Kingdom
A peppy, peachy peach




 
Japanese：キャピキャピの女子大生です。アルバイトのようです。 
“An upbeat female college student. This seems like her part time job.”
 

English：      She is a college student. She’s majoring in speech.
 
The second chapter of Princess Tomato features a section in a deli in Saladoni, where you meet a clerk named Peachy ("Momoko", or "Little Peach" in Japanese). In order to beat this part of the game, you need to get a sandwich from her to give to a little boy.
If you use the "look" command on Momoko in the Japanese version, the resulting message reads "Kyapikyapi no joshidaisei", which translates to "An upbeat female college student." "Kyapikyapi" is outdated slang in Japanese, but it's used to refer to young and pretty girls. If you use the “attack” command on her, she strikes back at the hero, so it would appear that Momoko’s not only cute, but also rather spirited.
In the English version, choosing to “look” at the attendant merely reveals that she’s a college student majoring in speech. This choice of degree is somewhat rare, and seems like unnecessary information at first glance. Upon closer inspection, though, this is probably due to the fact that "speech" rhymes with "peach". Although the original Japanese text is fairly standard, it seems as though the English translator decided to fit in something cute instead, even if it doesn't immediately make sense. The joke might have been more apparent if the previous sentence used the word "peach" in it.
Peachy also talks with a Southern accent in the English version, addressing the hero as "ya'all". This is a fitting alteration, as peaches typically come from the southern part of the United States, particularly Georgia, which is also known as “the Peach State”.
Princess Tomato in the Salad Kingdom is an amusing game filled with tons of little jokes. Some of them are difficult to faithfully reproduce in English, and many were either omitted or translated poorly, but at least this line shows that the writer attempted to maintain the spirit of the original work.
 
 
Princess Tomato in the Salad Kingdom
You can’t buy love with salad
 

Japanese： ひんしゅくをかいました。
"She frowned at you.”




English：   You can’t buy love, Boss.
 
As mentioned previously, there are numerous small jokes in Princess Tomato. While these aren’t necessary to progress through the main game, there are lots of little things you can try out to see what kind of amusing responses you'll get. The message above is typical of the kinds of gags you can encounter.
This particular scene takes place in the final area of the game, at Minister Pumpkin's castle, when you spy on one of the maidens in the shower. (Who, incidentally, is an orange.) She basically says "no peeking" if you look at her, though she has a kind of playful look on her face, rather than an angry expression.
If you try most commands here, she'll just respond with "pervert!" One interesting option, though, only comes up when trying to use the "kau" ("buy") command. Normally, you select this action when purchasing something at a store, but here it elicits the unique message, "Hinshuku o kaimashita". "Hinshuku o kau" (顰蹙を買う) is an idiom which means "to be frowned at by someone", but since "kau" ("買う") also means "to buy" (and “kaimashita” is a conjugated form of “kau”), it creates some clever wordplay, and definitely serves as the most amusing joke in the game. Arino of Game Center CX also once notably commented on his show about the amusing nature of this scene.
In contrast, if you use the "buy" command here in the English version, you're admonished by your companion Percy, who says "You can't buy love, boss." Although the meaning is completely different from the Japanese version, it's still kind of funny. Incidentally, the English fan translation of this Game Center CX episode translates this phrase as "You bought her contempt", which is not only funnier, but closer to the original Japanese text than the official game translation.
 
Super Mario World 2: Yoshi’s Island
Yo! Yo! Yoshi
 
 

 
Japanese：さわるとふらふらワタボー
"Touch and Stumble Fuzzies”
 

English：      Touch Fuzzy, Get Dizzy
 
The above example originates from World 1-7 in Super Mario World 2: Yoshi's Island for the SNES. In this level, the enemy character Fuzzy ("Watabou" in Japanese, meaning "cotton boy") first appears. Upon touching him, the screen and music will temporarily become wavy and distorted. 
The Japanese version has a fun name, but the English game contains an amusing rhyming pattern with the words "fuzzy" and "dizzy". A Japanese version of this sort of thing would be along the lines of "Watabou ni sawatte atamabou".
In English, "fuzzy" is a word that means "blurry", "indistinct", or "confused", but it can also mean "soft" or "furry". Therefore, since touching a "fuzzy" also makes your vision "fuzzy", it carries a clever dual meaning that’s missing in the Japanese version. This serves not only as an excellent translation, but also perfectly captures the role of this enemy and the theme of the stage.
Additionally, there are multiple stages names in the English version that uses fun-sounding patterns. For example, the special stage of World 3 is called “More Monkey Madness”, but in Japanese, it's "Mou yamate osaru-san" ("Cut it out, Mr. Monkey!") Stage 3-7 is called “Ride Like the Wind” in English, but in Japanese it's "Sen-rift de Athletic" ("Athletics on the Flatbed Ferries"). The words "ride" and "like" sound similar, plus it's both a reference to a Christopher Cross song and similar to the idiom "run like the wind".
In this instance, the English version of the game examined the theme of each stage and created cute names, rather than just directly translating the Japanese ones.
 
 
Lufia II
Do you want to bully your favorite child?
 

Japanese： ラミティ、いーもの見せてやるよ
“Ramity, let me show you something good.”
 

English：   Hey Lemmy. Let me show you something interesting.
 
This line appears when you enter the town of Parcelyte in Lufia II: Rise of the Sinistrals (Estopolis Denki II ) for the SNES. Here, you encounter a scene where two bullies make a young girl cry by throwing a rope that looks like a snake in front of her. It's of relatively minor importance to the overall plot, but this line has a little bit of extra meaning in English.
In Japanese, this girl's name is Ramity (or Lamity), but in English it's Lemmy. The boy says "let me show you something interest". "Lemmy" and "let me" sound similar, and "lemme" is a colloquial contraction of the two words. It's not really clear if this was just an arbitrary name change, or if the translator changed the name of the character to create a repetitive phrase. Regardless, it creates a phrase that sounds like one child teasing another.
An equivalent phrase in Japanese would be "Oi Satou, satou totte kure yo" ("Hey Satou, take some sugar", because "satou" means "sugar" in Japanese, in addition to being a name.)
 
Lufia II
I’d imagine it’s pretty gross...
 

Japanese： ちっ！ まだ勝負はついてないからな！
“Darn it! But the match is still not decided!”
 




English：   Rats in your eyes! I'll be back for you!
 
Here we have another scene from Lufia II, this time from the first chapter of the game. When you defeat a subordinate of Camus, one of the enemies, he'll leave these parting words before running away. Later on, Camus kidnaps the protagonists lady friend, and eventually introduces the heroes to the tower where the demons live.
In Japanese, the "ch!" is short for "chikushou", an interjection showing frustration which can be translated as anything from "Darn it" to "God damn it", depending upon the context. For some reason, this was turned into "Rats in your eyes" in the English version. This isn't a particularly idiotic expression, but rather means something similar to "curse you!", but with more flavor. 
In the comic Kinnikuman (known as M.U.S.C.L.E. when it was initially localized into English), there's the line "He no tsuppari hairan desu yo", which means "I can win without a fart thrust”.  Who knows what this is actually supposed to mean, but it's still an amusing thing to yell at someone else. Similarly, the phrases "rats in your eyes" leaves a strong impression, even though it's not meant to be taken literally.
As an aside, this series is called Estopolis Denki ("Estopolis Biography") in Japan, but it’s known as Lufia in North America. "Estopolis" is supposed to be a combination of the words "east" and "polis" (city), meaning “Eastern City”. Even so, this term never actually appears in the game. Rather, it's just something that sounds catchy. On the other hand, Lufia is the name of the heroine from the first game, but she doesn't appear in any subsequent games. Naturally, this isn’t something that Natsume, the publisher, could have predicted at the time. In this instance, they most likely decided to re-use the name to maintain the brand’s awareness.
 
 
Lufia II
The girl’s got a sharp tongue
 

Japanese： マキシムだって、デレーっと見てたじゃない！
“But Maxim, didn't you give her that lovey-dovey look!”

English：   You were the same. Your tongue was about to hit the ground.
 
This line is said during another scene in Lufia II. Here, you meet the heroine Selan (Serena in Japanese) for the first time. Selan is a gorgeous swordswoman, and Maxim, the hero, finds himself entranced by her beauty. As it happens, Tia, Maxim’s childhood friend, is present at the time. She’s secretly in love with him, and says this line in a fit of jealousy.
In Japanese, Tia uses the word "dere", which means something like "lovestruck". Anime/manga fans will probably be familiar with the character type "tsundere", a combination of two phrases: "tsun tsun" ("turn away") and "dere dere" ("lovey-dovey"). 
Rather than just translating "dere" as "lovey-dovey", the translators went with an idiomatic expression. In many classic cartoons, particularly those of Tex Avery and Warner Bros., a character’s eyes would bulge out when looking at an attractive woman, or their heart would beat visibly through their chest, and even their tongue would impossibly extend and fall out to hit the floor. These served as exaggerated, silly effects to show how enamored the characters were with what they were seeing. In Japanese, the sound effect for this is "meromero", which means "smitten" or "head over heels", with an English equivalent being "hubba hubba".
At any rate, this scene may not appear to mean much when you first encounter it, but it makes more sense once you beat the game. As the story progresses, Selan joins the crew and Maxim’s affection for her grows. Tia ends up leaving the party, and eventually Maxim and Selan get married by the game's end. The lovers’ fate ends in doom, though, as they die in the game’s ending, which also serves as the prologue to the original Lufia. In other words, Tia was actually correct to be worried about her crush. Incidentally, her name sounds a bit like the word "tear" (She’s known as either "Tia" or "Tear", even in Japanese), and her loves remains unrequited, making her story also somewhat tragic.
 
Take a break with a column
Famicom Titler: The Differences Between Japanese Versions and Overseas Releases
Author: Mame@takeda
Twitter: @mamecoro
Hello, I'm probably the world's first Famicom Titler. Nice to meet you! I tell various stories about the names of old video games at live performances using Kamishibai (paper play). Let's talk about the differences between game titles in their original Japanese form, and when they’re exported to other countries. This analysis is divided into three different categories, which I’ll explain, along with the background of each game around its time of release.
 

 
1. Mostly the same as the original Japanese version, or a literal translation
 
Nintendo has a track record of keeping the names of their games consistent across all territories: Donkey Kong,
Mario Bros., etc. This is simplified by the fact that many of their game names are already in English to begin with. This has been true since the early 80s as a conscious method of keeping their brands consistent internationally. "Zelda no Densetsu" was translated literally as "The Legend of Zelda", and since Ocarina of Time, the logo for the series has been almost identical across territories, as well. It seems this was influenced by the fact that the majority of units are overwhelmingly sold in Europe and the US – the game reportedly sold 92% of its copies across these areas while selling about 8% in Japan. "Super Mario" is also considered a global brand, as it's used in conjunction with other offshoot franchises (Super Mario Kart, for example).

2. Alternation due to various overseas circumstances
 
During the 8-bit era, Konami established a subsidiary label, Ultra Games, to distribute games in North America. This was a direct result of Nintendo’s stringent rules of the era, which allowed companies to publish no more than five games per year in the region. The name Gradius, for their flagship shoot-em-up series, was trademarked for console use. However, Nemesis was registered for the overseas arcade market, MSX, and Game Boy versions. Further, the arcade game Gradius II: Gofer no Yabou became Vulcan Venture in Europe, which was naturally confusing for fans of the series.
As for why the Game Boy versions were called Nemesis, even in Japan, this presumably arises from the fact that home consoles and portable games were considered separate entities as a result of the litigation over “Tetris”. This case drew strict lines over what could be considered a computer, an arcade machine, a console, and so forth. From that perspective, it’s possible that Konami felt they couldn’t use the "Gradius" name on Game Boy. This has never been strictly proven, though, and needs to be investigated further. The second handheld game ended up being called Gradius: The Interstellar Assault in America, so it must not have been a problem there, though it remained Nemesis II in Japan.
 

3. Keeping the Japanese name
 
Hebereke no Popuun is a falling block puzzle game for the Super Famicom from Sunsoft. "Hebereke" is the name of the main character, and "Popuun" refers to the falling blocks, much like the titular shapes from Puyo Puyo. This might not make much sense to an English speaker, but it's a pretty unique title, so it was probably thought to be okay to keep as-is (though spelled "popoon" to more accurately capture how the word is pronounced in English). Additionally, Puyo Puyo was initially only released outside of Japan with some heavy changes, adding in characters from Sonic the Hedgehog (Dr. Robotnik's Mean Bean Machine for the Genesis, Master System, and Game Gear) or Kirby (Kirby's Avalanche in North America, Kirby's Ghost Trap in Europe, for the SNES). Eventually, it was released in North America as Puyo Pop for the Game Boy Advance. However, as a result of the names and licenses continuously changing, despite basically being the same game, the franchise failed to maintain any sense of brand recognition overseas.
 
Secret of Mana
Critical to Rabite!
 

Japanese： ラビにクリティカル！
“Critical to Rabi!”




English：   Rabite gets whacked!
 
This message pops up whenever you deliver a critical hit to the Rabite ("Rabi") enemy in the SNES RPG Secret of Mana (Seiken Densetsu II, "Holy Sword Legend II"). In the Japanese version, this message just says "critical to [Enemy Name]!" Conversely, this phrase is changed in English to "[Enemy Name] got whacked!" The word "whack" means "to beat strongly", but also calls to mind the image of banging something with a hammer, which is most commonly associated with the game "Whack-A-Mole". It's rare to see this word used in an RPG, but most English gamers find the phrase to be pretty amusing. Additionally, the text in Japanese is active (meaning "the player inflicted a critical hit on the enemy"), while in the English version, it's passive ("the enemy received a critical hit from the player").
Another change can be seen in the text for when you turn into a moogle. In Japanese, it uses the structure "[Character] is turned into a moogle", but in English it's switched to "[Character]’s moogled!" It’s unusual to see "moogle" used as a verb, but this was probably done just to save text space. Additionally, in Japan, the moogles are called “mouguri”, which serves as a portmanteau of "mogura" ("mole") and "koumori" ("bat"). Rather than directly translating it as "mole bat", though, they slightly changed it. The English name loses the meaning, but still sounds cute. These creatures were also a status effect in Final Fantasy Adventure (Seiken Densetsu) for the Game Boy, the predecessor to Secret of Mana.
 

 
 
Secret of Mana
How about a sword of meow-na?
 

Japanese： ほりだしもニョもありますナゴ。
“We’ve got some bargains!”
 

English：   Purrfectly priceless items available!
 
The merchant Neko (Nikiita) often appears in the Seiken Densetsu / Mana series. In this screenshot from Secret of Mana, he has a shop set up near the water shrine, selling assorted items.
In the Japanese version, Nikiita peppers in various "cat language" sounds such as "nya", "nyo", and "nago" (basically variations on "meow"). The Japanese word for "bargain" is "horidashimono", but Nikiita says it here like "horidashimo-nyo". However, this is difficult to translate into another language, so the English version takes an alternative approach. In this example, he uses the word "purrfect", combining the feline sound "purr" with "perfect". (The sound for "purr" in Japanese in "gorogoro".) It makes sense, as this is a pretty common expression among cat lovers. 
Another example can be seen when you choose to leave without buying anything. In Japanese, the merchant says "sassa to kaette kurenka nyaa" (roughly "come back soon", said in the same cat language). In the English version, though, he says "Do me a favor and SCAT!" "Scat" means "go away" and, of course, rhymes with "cat".
It's interesting that the character is named "Neko" in the English version, which literally means "cat" in Japanese, but in the Japanese version, his name is Nikiita, something completely different. In subsequent Mana games (Sword of Mana and Legend of Mana), his English name is changed to Niccolo.
 

 
Crusader of Centy
This is some terrible aromatherapy
 

Japanese：       スカンタ
“Skanta”
 

English：        
Aroma
 
Crusader of Centy is an action-RPG for the Genesis, also known as Shinsouseiki ("New Century") Ragnacenty in Japan, and Soleil in Europe. The protagonist, Corona, is cursed by a fortune teller and becomes unable to speak with humans. On the plus side, this somehow grants him the ability to talk to plants and animals.
One of the creatures you can converse with is a skunk. Located in the desert of Camellia, he gives the player information on how to reach the Tower of Babel. While he’s known as Skanta (or perhaps Skunta, it could be either) in Japanese, the English version changes his name to Aroma. Skunks, of course, are capable of emitting a terrible odor as a defense mechanism. In English, however, the word "aroma" tends to have a more positive connotation, usually indicating a pleasant scent (e.g. aromatherapy, or aroma candles). This leads to the rather ironic joke of meeting a skunk named “Aroma”. Indeed, the word "aroma" is sometimes used sarcastically in English to indicate a foul odor.
Another small difference can be seen in the screenshot above. In the Japanese version, you can see that the dialogue window is transparent, making it somewhat difficult to read the words. In the English version, the window has a dark background, making the text much easier on the eyes. This serves as an example of an excellent localization choice.
 
 
Crusader of Centy
Slimes all over the world

Japanese：      スライミ            “Slimy”
              スラパー            “Slapper”

              スラピー            “Slappy”

              スラプー            “Slappoo”
 

English：      Slimy
Gooey

Sticky

Pasty
 
In another section of Crusader of Centy, the hero gets turned into a slime. You meet a family of slimes shortly afterward, and their names are somewhat different between the English and Japanese versions.
In Japanese, these gelatinous creatures are referred to as Slimy, Slapper, Slappy, and Slappoo. These all start with "sl", in a similar fashion to Slarin and Slabou, the names of some of the recruitable slimes from Dragon Quest V. (For the English DS localization, these names were changed to start with "goo", for example, Gootrude and Goodith.)
The English version goes down a different route, opting instead for Slimy, Gooey, Sticky, and Pasty. Each of these adjectives express the same sentiment of "stickiness", plus they all end in "-y", creating a slight rhyming scheme. It sounds a little bit better than the Japanese approach, which just consists of (mostly) made up names.
Regardless of the names used, this scene is extremely memorable for anyone who's played this game. When you get turned into a slime, you end up being mistaken for a monster and are attacked by one of the other heroes in the game. Listening to the words of the other slime family, who insist they haven't harmed anyone, it's hard not to think of how cruel RPG protagonists can be. What if all of those monsters you kill just for their experience points are actually harmless, and you're a bloodthirsty murderer?
 
Cosmic Fantasy 2
An idea from the Planet Idea
 

Japanese：       おめェ、いったい･･･？。
“Who the heck are you?”
 

English：         Who on Idea are you?
 
Cosmic Fantasy 2 is an RPG for the TurboGrafx-16 CD. There are four installments to this series in Japan, but only the second one was localized for North America. Here, the line in question is said by the hero, Van, when he confronts Cobra (Yuu, in Japanese) the Cosmic Hunter.
Cobra is the hero of the previous game, Cosmic Fantasy Bouken Shounen Yuu. (This translates to "Adventure Boy".) His appearance is rather abrupt, and anyone unfamiliar with the preceding release in the series (which would include nearly all of the English-speaking players of the game at the time) would be unfamiliar with who this is supposed to be. The Japanese dialogue utilizes some casual slang, too – the word for “you” here is "omee" rather than "omae" – but rather than just translating it as something like "Who the heck are you?", the dialogue is changed to "Who on Idea are you?" Note the use of capitalization. Here, the use of the word “idea” isn’t meant to be the English word referring to a thought, concept, or notion. Rather, "Idea" is the name of the planet that this game takes place on, pronounced as “Ee-day-ah”.
There's a common phrase in English that emphasizes a question by attaching "on earth" after the interrogative, such as "What", "Who", "Why", "How", and so forth (e.g. “What on Earth happened?”). In Japanese, "omee ittai" could also be translated as "Who on Earth are you?", but rather than using "Earth" (since technically the characters wouldn't know what "Earth" is), the localizer used the name of the planet in the game.
Although there are many games that take place on fictitious planets, there are few examples of replacing "earth" with the name of the world they're inhabiting. It's an interesting joke, though a little confusing since "idea" is already an English word. The only real hint is the capitalization, which denotes it as a proper noun.
 
Cosmic Fantasy 2
The fare is your life
 

Japanese： ここがキサマらの墓場だ！
“This will be your graveyard!”

English：   Enjoy the scenery on the express to Hell!
 
Here we have another line from Cosmic Fantasy 2, which can be found in a scene where the residents of a town are under attack. The villagers here just happen to be monsters, and when you speak to one of them, they say this text, causing a battle begins.
The original Japanese says "This will be your graveyard!", with the word for "you" being "kisamara" – "kisama" is a gruff word for "you", with "ra" making it plural. Typically, "kisama" is translated into something like "jerk", or "bastard". The phrase "This will be the graveyard of you bastards!" sounds rather awkward, though.
Instead, the English version says "Enjoy the scenery on the express to Hell!" Taking a train to hell means "to go to hell" (rather quickly), or in other words, to die. Although it has the same meaning in Japanese, this translation is much more interesting.
Additionally, this enemy is a "zako (雑魚)" character. In Japanese gaming terminology, a "zako" is an opponent that’s easily killed. The term literally just means "small fish"; with English equivalents being "small fry", "mook", or "minion", though there's no unified term for the concept like there is in Japanese.
In any case, fighting this "zako" is optional, so most players might usually skip right past it to the boss, missing the line entirely. The fact that the localizers put such effort into optional flavor text like this shows their commitment to the product. In fact, many Working Designs games had tons of optional NPC dialogue that was rewritten, even if most of it’s just silly jokes.
In the English version of this game, there are other parts that convey the concept of "death" in unique ways. For example, there's a scene where a bad guy tries to attack an old man. In the Japanese version, the enemy just says "shine" (pronounced "shi-nay", or "die"), but in the English version, it's changed to "Prepare to meet your maker..."
 
Cosmic Fantasy 2
Miss Innkeeper, I love you
 

Japanese：       そうですか残念です お気をつけて
“Sorry to hear, please take care.”
 

English：         Ok, fine! Just don’t come cryin’ to me later!
 
In another example from Cosmic Fantasy 2, we have a line that’s used by an innkeeper. This character pops up at every inn throughout the adventure, and ends up being the "secret heroine" of the game, based on her importance. As is standard, you can recover your health and save simultaneously at these establishments, which you’ll be doing a whole lot of in the early stages as you grind out experience levels. As you can see, this female clerk also looks quite lovely, being somewhat reminiscent of Yuuko Kurita from the manga/anime Oishinbo. 
The line in question here is spoken when you reply "no" when asked if you'd like to save the game. In the Japanese version, she only sounds mildly disappointed, but in the English release, she reprimands you. This gives the effect of altering this minor character into a "tsundere", as she reacts harshly at the slightest provocation. (For the uninitiated, a "tsundere" character has an icy outward demeanor that hides a more vulnerable side, and is a popular trope within anime and manga.) Rest assured, Miss Innkeeper, we'll save the game the next time we stop by!
All things considered, Cosmic Fantasy 2 is easier than most typical RPGs. Even so, the random encounter rate is extremely high, meaning you may still find yourself getting killed every once in awhile. You have to reload your last save whenever you get wiped out, so players should record their progress frequently to avoid lots of unnecessary backtracking. With that in mind, maybe it's good that the innkeeper scolds you into saving as often as you can!
 
Breath of Fire II
Changing the name of a frog

Japanese：       わたくし、タペタ      いいますね
“My name is Tapeta.”
 

English：        My name is Jean.
 
Breath of Fire II, an RPG from Capcom for the SNES/GBA, features a playable character named Tapeta. In truth, his full name is “Ekaru Hopper Do Tapeta", but almost no one remembers this in its entirety. In the English version, "Tapeta" was changed to "Jean". He also uses the personal pronoun “watakushi”, which is extremely polite.
As was common for games of its era, Breath of Fire II has a rather strict limit for how many characters you can use for each person’s name. "Tapeta" can be spelled in just three characters in Japanese, but that would require twice as many in English. Since the name length had to be reduced, and there aren’t any viable abbreviated options ("Tape"? "Tap"? "Peta"?), the localizers just gave him a completely different, shorter name.
Tapeta also has siblings with names derived from French words like "Bonjour" and "Si Vous Plait", so in that sense, it’s logical to give him a French-sounding name like "Jean". (Keep in mind that it's pronounced closer to "John" than "Gene", though –  think Jean-Luc Picard from Star Trek: The Next Generation.)
Many of the other character names were changed, too. For example, Rinpuu became Katt, and Bosch was changed to Bow. Rinpuu is feline in appearance, so her name was changed to something like "cat". Bosch, in turn, resembles a dog and uses a crossbow. Further, "bow" is the sound of a dog’s bark, so "Bow" is an appropriate name. These changes are a little on-the-nose, but they fit the characters and they're short enough to fit within the name length limit.
 
 
Maniac Mansion
Human flesh, human flesh, is so yummy ~�

English：         Tum te tum. Dum de dum.
 

Japanese：       おべんと おべんと うれしいな
なんでもたべます よくかんで


ちゅるりら ちゅるりら らんららら
“Obento, Obento, is so delicious”
“I will eat whatever I want”
“Chu-ru-ri-ra Chu-ru-ri-ra Ran-rarara”
 
Maniac Mansion is an adventure game that was originally released on American computers, and later ported to the Famicom by Jaleco. The Japanese version is completely different from the American NES game, and actually predates it by about a year. The premise revolves around the kidnapping of Sandy, a young cheerleader, by the mad scientist Dr. Fred. Your goal is to infiltrate his estate and rescue her, but everyone in the house, is crazy.
The lines above are spoken when Weird Ed, the son of the family living in the eponymous mansion, heads down to the refrigerator to get a snack. In the English version, he's just kind of humming to himself. In contrast, he's singing “Obento”, a more cheerful nursery rhyme, in the Japanese game. An "obento" is a type of Japanese lunch box containing a variety of food, and typically includes rice and other things. Here, Ed appears to have forgotten the lyrics at the end of the song, and ends up filling it with gibberish. The actual words are supposed to be "minna sundara goaisatsu" ("When finishing the meal, let’s say thanks!"). The silliness of this scene is juxtaposed by the fact that if Ed catches you, he’ll end up tossing you into the dungeon. 
As an aside, the name Maniac Mansion means "house filled with crazy people" in English. Both of these are common terms in Japanese, but possess different connotations. "Maniac" means something more like a geek, or someone who’s extremely interested in a specific topic. “Mansion", meanwhile, is closer to what Americans would think of as a "condo". A better word to denote a large house would be "goutei".
 
Maniac Mansion
What’s the deal with Yoga?

English：  222 Skyscraper Way
 
 

Japanese： 158 東京都 世田谷区 用賀 2-19-7
“158 Setagaya-ku, Tokyo, Yoga 2-19-7”
 
Another example from Maniac Mansion is when you turn on a TV in one of the rooms. This displays a commercial for a publishing company, along with their address. You can then send a song or manuscript written by one of your characters to this company in the game, which affects the story.
The original English version uses the fictional address "222 Skyscraper Way", but in the Japanese release, it's changed to the then-current address of Jaleco's headquarters. At the time, the company was based in the Yoga neighborhood in the Setagaya ward of Tokyo. This is something peculiar to the 8-bit era of gaming, as publishers would sometimes stick their address into the game for fans to write in. (This can also be seen in the SMS version of Space Harrier.) Further, the Japanese language sometimes uses numbers pronounced in different ways to create words or sentences. “2” can be read as “ni”, “19” as “iku”, and “7” as “na”. “Ni iku na” means “don’t go”. So in effect, the address “2-19-7 Yoga” was remembered as "Don’t go to Yoga" by Jaleco fans of the game.
Yoga is referenced in other Jaleco games, too. Their Idol Janshi Suchi-Pai games technically take place in "Kamiyoga", or 神用賀. This is a reference to a nearby location at the time, 上用賀, also pronounced "Kamiyoga", though the actual location uses the kanji for "upper" rather than "god". The shooter series Game Tengoku, which parodies other Jaleco games, is also set in Kamiyoga. It seems that Jaleco probably had a strong attachment to this particular neighborhood.
 

 
Shadowrun
Fools with scissors and cannons

English：         Big guns and no brains make a deadly combination.
 
Japanese：       バカとハサミは 使いようだが バカに 大砲は 危険だな
“Fools and scissors may be put to use, but fools with cannons are dangerous.”
Shadowrun is an action-RPG for the SNES, based on the tabletop RPG of the same name. It's unique in that it combines cyberpunk with fantasy elements, with the SNES version being developed by Beam Software in Australia. There were also versions for the Genesis (by BlueSky Software) and Mega CD (by Compile), though these are all completely different.
In this game, you can talk to various NPCs littered throughout the greater Seattle region. The above conversation takes place in the Wasteland Club, when asking about a gang called the Rust Stilettos. Here, the NPC says "Big guns and no brains make a deadly combination". In Japanese, this sentence is translated as “Fools and scissors may be put to use, but fools with cannons are dangerous." The proverb "baka to hasami wa tsukai you" means "Fools and scissors may be put to use". It means people will work according to how you use them, because even idiots can use scissors. It's a roughly equivalent way of expressing the English sentiment, but using a localized expression. The wording of the original English phrase may also have been a reference to "All work and no play makes Jack a dull boy", which is a proverb made popular by the movie The Shining. 
As you can see from the screenshot, the Japanese version of Shadowrun leaves the English text in the game and then adds Japanese subtitles beneath it. This is pretty unusual, though it may have been easier to program this way. It's also beneficial for gamers learning both languages, because you can easily compare the original English text to its Japanese translation.
 
Shadowrun

English：        Protector of the jokers.
 
Japanese：       死の「ばば抜き」を 楽しむ ジョーカー達の 親だ。
“Parent of the jokers who enjoy the deadly "old maid".”
Here's another interesting translation from Shadowrun. This can be seen in a section where you gather information about, Drake, the leader of an organization that targets Jake, the player character. This particular line arises when you're talking to the Jester Spirit.
This jester asks that Jake play a game and guess his real name. Although he seems confident that Jake will fail, you can eventually learned that his real name is Laughlyn. If you tell him this, he'll surrender and offer to help.
In the original English version, Laughlyn says Drake is the "protector of the jokers". At first, this "joker" may seem to be the name of the gang that Drake is the leader of. In truth, it's actually referring to Laughlyn's appearance as a Joker, as seen on playing cards. The Japanese version goes one step further with this motif, by making reference to an "old maid" (as in the card game), and a "parent". The latter is an element of the Japanese game Koi-Koi, which is played with hanafuda cards. In it, the "parent" is the initial dealer, who’s also called "oya" in Japanese.
Drake and his men are dedicated to illegal activities, including murder. They run a dangerous business, and can be destroyed at any minute. Indeed, at the end of the game, his organization is eliminated by Jake. In that sense, "enjoying the deadly 'old maid'" – that is, playing a risky card game – fits in neatly with the story.
 
Shadowgate
The leaping gag that became a legend

English：         Bellowing like a fool, you leap off the bridge and into the blaze!!
 
 

Japanese：      わたしは さけびごえを あげ ほのおの なかへ ホップ ステップ ジャンプ･･･ かーるいす!!
“I yell into the flames. Hop Step Jump...Carl Lewis!!”
 
 
This is Shadowgate, a graphic adventure game for the NES. It was originally released on home computers as part of the "MacVenture" series (since it originated on the Macintosh and relied heavily on that system's graphical interface), which included four games in total. Kemco ported three of these to Nintendo's home system – Déjà Vu, Shadowgate, and Uninvited (known as Akuma no Shoutaijou, or "The Devil's Invitation" in Japanese), and these became known as the Kemco Trilogy in Japan. (The fourth game, Déjà Vu II, was eventually ported to GBC.) Of the lot, Shadowgate is the most popular.
Regarding Shadowgate, though, the game is known for its humorous writing. In particular, the line "Hop Step Jump...Carl Lewis", is the most notable. Like many early adventure games, the game is infamous for all of the ridiculous ways you can get killed (or kill yourself). This is actually a fairly common feature in American and European adventure games of the era. Therefore, Shadowgate was termed a "death game" by Japanese fans. One of these types of deaths involves throwing yourself into a flaming pit, yielding the line in question. This serves as reference to former Olympic athlete Carl Lewis, who was known for his incredible skill in track and field. In other words, the player character is taking a deadly jump into fire, much the same way that an athlete leaps into the air in a long jump competition. It’s certainly an interesting set of last words.
This joke was added to the Japanese localization, and wasn’t in the original English game at all. It's also especially silly considering that it breaks the fourth wall, unless there's also a Carl Lewis within the universe of Shadowgate,
who just happens to be an incredible athlete.
 
Shadowgate

English：         It takes only a couple of seconds before you hit the bottom with a thud.
 

Japanese：      さいごに わたしが みたものは あんこくの なかであやしく ひかりを なげかける ほしの またたきだった。
“In the end, the thing that I saw in the darkness, was an eerie light like the blink of a star.”
 
 
One of the most amusing things about the Japanese version of Shadowgate is the strangely poetic death scenes of the main character. This can be seen here in another line that was completely changed for the Famicom release. Upon voluntarily chucking yourself out of a window, you see the message "In the end, the thing that I saw...a blink of a star", which is one of the most emotional bits of text in the game. There are lots of places you can do this, as well. Normally a hero wouldn't romanticize an act of stupidity in this manner, especially at the moment of death, but it adds an extra layer of dark comedy. The equivalent line is pretty ordinary in English, so this was added by the Japanese localizers.
Another distinction can be seen in the narrative voice used in the game. While the English version is spoken from the second person tense ("You are in..."), the Japanese game is told from a first person perspective ("I am in..."). This change was probably due to the influence of various multiple choice gamebooks, similar to the Choose Your Own Adventure series.
As mentioned previously, Shadowgate was nicknamed a "death game", mostly for its many, many instantly fatal traps. As with other titles in the genre, the humor keeps the repeated deaths from becoming too frustrating. For that reason, the ridiculous bravado of the protagonist, and the goofy, poetic things he says right before dying, have come to be known as "jisei no ku", or "phrases of resignation" by Japanese Shadowgate fans. 
 
 
First Samurai
Going to the past  ~�  Going to the future ~

English：         The samurai again travels into the future aboard the Demon King’s time elevator.
 

Japanese： サムライはさらに未来の悪霊をおいかけ、エレベータに乗り、ふたたび時間をこえる。
“The samurai again challenged the demons from the future, riding the elevator, again transcending time and space.”
 
 
First Samurai is an action game for the SNES, which originated on the Amiga before receiving a home console release. It was developed by UK-based studio Vivid Image, with Kemco publishing the 16-bit Nintendo port across all territories, including Japan.
In the above narration, the next level is referred to as the "Time Elevator" in the English version. The Japanese release omits the "time" part, however. Whether or not this change was made due to limited space for characters isn’t entirely clear, but the end result sounds a little silly. A "time elevator" is a goofy concept even in English, but at least it conjures up an image of something akin to a time machine. When just written as "elevator", though, it brings to mind the surreal thought of a samurai riding a lift to the next floor of a department store. At any rate, the second part of the sentence affirms the device’s time traveling capabilities, but it’s still a rather bizarre concept at first glance. 
Right after that, the name of the next stage is written "Time Elevator" in English, even in the Japanese version. So assuming that the player can read this, they’ll probably understand what it’s supposed to mean, even with the minor bit of unwieldy text beforehand.
 
 
Drakkhen
Hack! Hack! Drakkhen

English：         Alas!! The Drakkhen islands spread and dragons fill the skies.
 

Japanese：       なんと おそろしい!! ドラッケンの しまは とめどもなくひろがり ドラゴンの むれが そらを おおいつくす
 
“How horrible!! The Drakkhen islands spread and dragon flocks cover the skies.”
 
Drakkhen is a 3D RPG for the SNES, originally released on computer platforms. This death message pops up when the player is killed.
The "Alas" at the beginning is an old-fashioned interjection that expresses lamentation and regret. It's basically a medieval-sounding way to say "unfortunately". The Japanese version translates this as "how horrible!" Even though it's a little over dramatic, it captures the tragic sentiment of the English version.
The difficulty of the battles in this game is pretty off-kilter. If you have a bit of bad luck, you can be killed almost immediately. There are also numerous so-called "insta-kill" moments, such as sharks lurking at the entrance of the castle, who can take you down suddenly. It's definitely a "horrible!" game.
Aside from the home console release, the PC version of Drakkhen was also translated into Japanese. When you're killed in combat, an even longer message is displayed. It's very similar to the SFC translation, and is also very well written.

 
The Immortal
Homage to Infinite Light

English：         Take your last breath!
 

 
Japanese： 念仏でも唱えろ！

“Say your prayers to Buddha!”
 
The Immortal is a dungeon crawling RPG. First released on home computers, it was later ported to the NES and Genesis. The latter was localized into Japanese and released under the name Wizard of Immortal. Controlling mage of your own, you explore an underground labyrinth while attempting to avoid its (many, many, many) traps.
The troll in the above screenshot is encountered at the end of the third stage, where he taunts you. In the original English version, he says "Take your last breath!", which means, basically, "Prepare to die". Such an expression doesn’t exist in Japanese, though, so using a literal translation wouldn't make sense. Instead, the troll commands you to "Say your prayers to Buddha!" (The exact word he uses here is "nenbutsu", which is a Buddhist chant.) 
The hero of this game is an old man and a wizard. "Say your prayers to Buddha" would make sense for an older or religious person, and is appropriate for yelling at the beginning of battle. Another interpretation without the religious connotations could be “Say your prayers, old man!” There’s probably no such thing as Buddhism within this game’s world, but it's an amusing thing for a bad guy to yell.
Monsters in The Immortal always say something before entering battle. Many of them repeat the same generic phrases, but this is the only time where one will tell you to "Say your prayers to Buddha!" It's one of the most memorable phrases of this game.
 
 
Dragon View
Is this a game or a novel?

Japanese：       アレクスーーー！
“Alex – – –!”
 

English：         "Alex!!!!!!!!" Katarina's screams echo through the deserted streets.
 
 
Dragon View is the sequel to Drakkhen. Unlike the first game, which is a port of a European computer title, this is a completely original game made by a Japanese team at Kemco, and developed exclusively for the SNES. Therefore, it was originally written in Japanese, and then translated into English.
The English localization has a major addition in that narrative text now accompanies the dialogue. The Japanese version is pretty much like any other JRPG, where the text is just whatever the characters are saying, but the English game has additional writing to help flesh out the characters’ emotions. The advantage to this is that it does a better job of supplementing the story, beyond what the simple 16-bit visuals can express. 
In one example, there's a scene in the middle of the game where you meet the shrine maiden Yuna. You don’t get much of an impression of her character in the Japanese version, but the English release inserts the protagonist’s thoughts about her, musing "Lord Yuna turns out to be the most radiant woman you have ever met". This clearly shows that Yuna is a woman who’s both attractive and sophisticated. Conversely, the English version also removes the little indicator that denotes which character is speaking, since it's no longer needed.
 
Dragon View
Mysterious Spell TCELES B HSUP!
 

Japanese：       ハイヤーッ
“Hi-yaah”
 
 

English：         Azig taefed
 
There's another scene in Dragon View where a magician improves the power of a ring worn by the hero. The magic spell chanted by the magician in the Japanese version is just a simple "Hi-yaah!" (which sounds more like a karate attack), but in the English version, he says the words "Azig taefed". At first glance, this looks like gibberish, but it's actually meant to be read backwards: "Defeat Giza". Giza is the last boss of Dragon View, but at this point in the game, he hasn't been introduced. So, in a way, it's both foreshadowing and a spoiler. 
Landstalker for the Genesis features another example of this technique, which can be seen in a spell. There's a point in the game where the hero must turn into an adult in order to enter a brothel (changed into a "ballet studio" in the English version). In the Japanese version, the words are just "Hamurabi Hamurabu". In the English release, however, in addition to "Hammina, hammena, hammana" at the beginning, the spell contains the words "Punworg Kool yob siht Ekam!" ("Make this boy look grownup!"), as well.
 
Robotrek
A merger before Squeenix?!?

Japanese： その大宇宙の どこかに 極楽星という 小さな星があり
“Somewhere in space there's a small planet called Gokuraku-hoshi”
 
 

English：        Somewhere in space lies a planet called Quintenix
 
Robotrek is a SNES RPG, also known as Slapstick in Japan. It's a humorous game that stars a talented inventor and the robots he creates in order to fight evil. The above message is shown in the game's introduction. Though the hero's hometown is called "Rococo" in both versions, the name of his planet is changed. In the Japanese game, it's called Gokuraku-hoshi ("Paradise Planet"), but in the English release, it's called Quintenix. What does this mean?
This is actually a combination of two company names: Quintet, the developer, and Enix, the publisher. To use these as a replacement for the planet name shows the strong relationship between these two organizations. All of Quintet's other games at the time (both Actraiser games, Illusion of Gaia, Soulblazer) were published by Enix, after all. Although the name Quintenix suggests they're part of the same company, they were actually separate entities. However, this portmanteau could be seen as a precursor to the merger of Square and Enix several years later, becoming Square-Enix (or Squenix, as it’s sometimes jokingly referred to.) Unfortunately, Quintet has since gone out of business, so a real Quintenix never came to pass. The true "slap stick" of the title was that this little joke foresaw the future.
 
 
Sword of Hope
Two tricks, altogether now!
 

 
 
Japanese：      ハ・ン・ド・パ・ワーーーッ!!!!
“HA-N-D-POW-WER!!!”
 

English：      AKIESOCMEK!!!
 
Previously, we've covered two examples where a spell name is a reversed sentence, and where the company name is inserted into the game. This example features both at the same time.
Sword of Hope is an adventure-RPG for the Game Boy, known as Selection: Erabareshi Mono ("The Chosen One") in Japan. In order to restore the hero's HP in this game, you need to cast a spell, which is chanted by saying magic words. In the Japanese version, these word are "Ha - N - D - Pow- er!", but in the English release, it's changed to "AKIESOCMEK"
AKIESOCMEK is Kemco-Seika in reverse, which was the American publishing branch of Kemco. In Japan, the developer/publisher is just known as Kemco, so this reference only makes sense in the American version.
The original Japanese text is based on a phrase said by a magician called Mr. Maric (played by Akira Matsuo), who frequently appeared on television specials. He was extremely popular around 1989, when Selection was released in Japan. "Hand power!" was one of Mr. Maric's most well-known lines, and was commonly quoted by children of the time. It won't make sense if you're unfamiliar with the context, but older gamers who grew up during this era will probably be amused by the inclusion of this reference. 
 
 
Rocky Rodent
My stomach is the universe
 

Japanese：       そいつにはオレの いぶくろが かかってるンだよ！
“My stomach depends on that girl!”
 

English：        I’m the world famous dine and dasher, Rocky Rodent.
 
Rocky Rodent is an action game for the SNES, alternatively known as Nitro Punks Might Heads in Japan. Rocky (called Nitro, originally) uses his hair to attack enemies. It's a fast paced mascot platformer in the same vein as Sonic the Hedgehog.
There’s a point in the game where Rocky eats some snacks at a restaurant and gets chased by the shopkeeper, only to encounter Rose, an influential figure in the town. Rose says that if he rescues her daughter, who’s been kidnapped by the mafia, she’ll treat him to an all-you-can-eat buffet as a reward. The dialogue above is spoken when Nitro/Rocky subsequently catches up with the mafia team members.
In the Japanese version, he says "My stomach depends on that girl!" The joke is that Nitro/Rocky cares more about eating than saving the kidnapping victim’s life. This line was changed in the English release to "I'm the world famous dine-and-dasher". This is a term for someone who orders food, eats it, then runs away before paying the check. The end result is a slightly different presentation of Rocky’s character – rather than simply being selfish, it combines the two primary facets of his personality: eating ("dine") and running ("dash"). It fits along nicely with the "mascots with attitude" trend that was popular in the 16-bit era, thanks to the influence of Sega’s famous blue hedgehog.
 
 
 
Take a break with a column
Localization is a Battle for Space
Author: 雷更新世 (Ikadzuchi Kōshinsei)
Twitter：@pleist
Blog：http://wentwayup.tamaliver.jp/
The problem with translating Japanese to English is that Japanese is fairly compact, while English letters take up more space. Although technically you might be able to fit two English characters in an 8x8 tile, the kind used for text in NES and Game Boy games, it's rather difficult. With that in mind, it's important to arrange the text in different ways, or rewrite words using fewer characters. As an example, let’s look at the battle scenes in Pokémon for the Game Boy.
 
Typically, the number of characters required to express an idea in English can be roughly double those of Japanese. This isn't a problem when you can just add new lines, but it becomes an issue when the text needs to be written within a fixed space. For instance, take a look at the explanations below for moves, which are displayed using 18 characters across two lines. The content isn’t identical between versions, as the flavor text needs to be omitted.
つよいねんりきで      てきを      こうげき
とくしゅぼうぎょを      さげることがある
くろいかたまりを      なげて      こうげき
とくしゅぼうぎょを  さげることがある
These translate to:
 
Attacks the enemy with strong telekinesis
Lowers special defense
 
Attacks with a black blob
Lowers special defense
 
But in the English version, they both have the same description:
Ａｎ ａｔｔａｃｋ ｔｈａｔ ｍａｙ
ｌｏｗｅｒ      ＳＰＣＬ．ＤＥＦ．
In other words, it only displays the function of the attack, rather than what it's supposed to look like. There are other words that have to be shortened, too. For example, "electric" in English takes up seven characters, but “denki”, the equivalent word in Japanese, only takes three. Similarly, "paralyze" requires eight characters while the Japanese word, "mahi", only takes two. Here we have the description for the "Thunderpunch" attack:
Ａｎ      ｅｌｅｃｔｒｉｃ      ｐｕｎｃｈ．
Ｉｔ      ｍａｙ      ｐａｒａｌｙｚｅ．
 
This neglects to mention exactly what it's supposed to be paralyzing. One would assume it refers to the opponent, but without knowledge of the game, it could mean the person who uses the ability. Now let's look at attacks whose effect takes place over two turns.
 
１ターンめで      じめんに      もぐり
つぎのターンで      てきを      こうげき
ダメージは      おおきいが      つかうと
つぎのターン      うごけなくなってしまう
 
On the first turn, dives into the ground
On the next turn, it attacks the enemy
 
The damage is large but when used
in the next turn you won't be able to move
 
In the English version, the number of characters available is insufficient to spell out complete sentences, so the descriptions are shown as a list:
 
１ｓｔ      ｔｕｒｎ：      Ｂｕｒｒｏｗ
２ｎｄ      ｔｕｒｎ：      Ａｔｔａｃｋ
１ｓｔ      ｔｕｒｎ：      Ａｔｔａｃｋ
２ｎｄ   ｔｕｒｎ：      Ｒｅｓｔ
 
There are also other ways to reduce words by using synonyms with fewer characters. For example, "enemy" can be "foe", and "technique" can be "move". Some terms are abbreviated, as "paralysis" becomes "PAR" in the status menu. "Waza Machine" translates to "Technical Machine", but gets shortened to "TM". In the case of contractions, there are actually special characters that have the apostrophe drawn in the same tile. This allows words like "It's" and "You're" to take up three and five characters, respectively. It only saves a single character, but sometimes that can make enough of a difference! Pokémon also only takes four characters to spell in Japanese, whereas in English, it's shortened two different ways: POKé or PKMN.
 

 
A different approach can be seen in Pokémon Trading Card Game for the Game Boy. Here, the text display was changed to use half-width characters to better fit complete sentences within the allotted space:
 

 
The layout of the status screens in Gold and Silver were also changed in order to fit the Pokémon names. For example, in the Japanese one, the nickname and gender of each creature are shown on the left side of the screen, and all of its attacks are displayed on the right.
 

 
For the English version, the nickname and gender were moved to the top, and all of the moves are listed on the lower half. In the Japanese version, the nicknames only take up five characters, but the English release can now allow 10, with moves also now expanded to 12.
 

 
Here we have another example from the Pokédex. It's set up like a binder, with the Pokémon names listed on the left and various other data, including the menu, displayed on the right:
 
.
 
In the English version, though, since the Pokémon names were expanded, the left window has likewise increased in size, with the right window made smaller. Many commands were renamed to fit the smaller space (i.e. “nakigoe” became “CRY”), while “Print” was shortened to "PRNT".
 

 
Here’s another comparison of the Pokédex:
 
    
 
To see the differences more clearly, grid lines have been drawn every eight pixels. When you look at the English version, you can see that the letters and numbers displayed on the left side are slightly off-grid. This is actually pretty impressive, considering the Game Boy normally displays 8 x 8 tiles. It's more than just a simple layout change, a new display routine was written using the "windowing function" specific to the Game Boy in order to fit all of the text.
 
Finally, the word for the Pokédex in Japanese is ポケモンずかん, meaning “Pokémon Zukan” or “Pokémon Visual Encyclopedia”. Note how the Japanese word is seven characters, as is the word “Pokédex”, short for “Pokémon Index”. Pretty clever!
 
At the time these games were originally released, video game localization was difficult, and layouts were created under various circumstances. However, as video game systems evolved, it became possible to draw characters that weren’t confined to 8 x 8 pixels. Of course that alleviated many problems, but it also eliminated the fun of seeing all of the interesting techniques that programmers used to get around these limitations.
 
 
Ys II
Feena...
 

 
Japanese：       アドルさん。ときどきでいいから思い出してください。私のような女の子がいたってことを･･･
“Adol, please remember me from time to time. A girl like me...”
 
English：         Adol, promise that you'll always remember the girl in me.
 
 
This is a scene from the ending of Ys II, where the Goddess Feena says goodbye to Adol, the main character. Feena was able to live a normal life as a human being, though only for a brief time, when she was trapped in a dungeon in the previous Ys game. Here, she’s reminiscing about the time when she was a "girl" rather than a goddess. In essence, this scene is meant to imply that she’s fallen in love with Adol during their time together. However, since our hero needs to complete his mission, the two characters must go their separate ways, with Feena returning to her divine role. "Please remember me from time to time" is a subtle way of conveying some emotion while still suppressing her true feelings. Notably, she only says "from time to time", but the implication is that she really wants Adol to remember her forever.
How do you express such subtleties when translating something into a different language? Further, this method of communicating nuanced feelings without directly stating them is a very "Japanese" thing, and might not properly be conveyed in different cultures. Accordingly, the English TurboGrafx-16 release changes the line to "promise that you'll always remember the girl in me". This does a good job of getting Feena's true feelings across. 
One point to note is that this changes her personality type into a girl that's more forthcoming, versus someone who can’t properly express her feelings. Which version of Feena seems more like a "girl"?
 
 
 
Ys III
Elena...
 

Japanese：       いつか。いつかきっと･･･
“Someday. Surely someday...”
 
English：         Someday... Someday, I know that I'll be able to see you again...
 
Speaking of the ending of Ys games, there's another example of a similar sentiment in Ys III. At the conclusion of the TurboGrafx-16 version of this game, the heroine Elena chases Adol and his buddy Dogi as they set off for new adventures. Here, she says these parting words. It seems from this that Elena is still in love with Adol.
In the Japanese version, Elena says "Someday surely...", ending with a lingering sentiment that someday Adol will return to her, though that's left ambiguous. An equivalent expression might be "I'm sure we can meet again someday". In the English version, however, the sentence isn’t cut off midway through, and instead finishes with the words "I know I'll be able to see you again." This alteration is similar to the change to Feena's dialogue on the previous page. In the English-speaking world, there's a tendency to express feelings more strongly than in Japan. One has to wonder if Adol would prefer a girl who's more forthcoming with her feelings (although considering that he ditches the girl at the end of every game and meets a new lady in the next sequel, that’s probably not likely). These are interesting translation decisions that highlight the difference between Japanese and American cultures.
In the ending of the remake, Ys: The Oath in Felghana, the scene is a little bit different, as Elena is able to talk with Adol before he leaves town. Still, she keeps her true feelings to herself. This is consistent with the English translation of this game.
 
Dungeon Explorer II
Our officer is observing the Orb of Ora

Japanese： アイラの玉
“Orb of Aira”
 

English：         Orb of Ora
 
There’s an important item in the Japanese versions of Dungeon Explorer (TG16) and Dungeon Explorer II (TG16 CD) known as the "Orb of Aira" (pronounced "eye-ra"). In the game world, it's said that whoever has this orb rules over all of the people and all of the lands.
In the English version, "Aira" has been changed to "Ora", meaning that the item is now known as the "Orb of Ora" (at least, in Dungeon Explorer II). There's only a single letter difference between these words, so it gives a nice rhyming name. Additionally, "orb" "of" and "ora" all start with the letter “o”, making it an interesting use of alliteration.
In the English version of the first Dungeon Explorer, the translation referred to this as the "Ora Stone", so while the proper name of the item is consistent, it's missing the word play found in the sequel. This leads to the localization in the second game feeling a little more creative.
 
Dungeon Explorer II
A joke with a sigh of relief
 

Japanese：       とにかく      助かったよ！
“Anyway, you saved me!”
 

English：        If it wasn't for you, I'd be a relic in these ruins!
 
Here we have another example from Dungeon Explorer II. Beyond the characters you select at the beginning of the game, there are additional folks you meet along the course of the story who end up joining your quest. These people yield a password when encountered, which allows you to play as them.
One of these extra characters is Yuri the engineer (called Matsukichi in Japanese). It seems as though Yuri entered some old ruins to train for his craft, where he ended up being surrounded by monsters and trapped in the cave. The hero can kill the enemies and save the wandering craftsman, though, thereby earning a new password and making Yuri into a playable character.
Upon rescuing him in the Japanese version, the engineer just gives a generic "thank you" message. In the English version, however, he responds with a small pun. A relic is an ancient object; the term "become a relic" means to become incredibly old, and in this context, means that he would have died in the cave. Since the ruins are filled with other relics (presumably not all dead people), it's a somewhat dark joke, but still much more interesting than the original Japanese text.
As an aside, "Yuri" is a female name in Japan. The localizer probably decided that this character was Russian for some reason, perhaps naming him after the famous cosmonaut Yuri Gagarin. In Japan, he’s most famous for the (misattributed) quote "The earth was blue, but there was no god."
 
 
Dungeon Explorer II
Chander of Iscariot

Japanese：      わしのぶか      チャンダーがまっておる
“My subordinate Chander is waiting for you.”
 

English：         My man Judas is waiting for you.
 
This is another scene from Dungeon Explorer II, which occurs when you're talking to the king in the castle at the beginning of the TurboGrafx-16 action-RPG. The king orders the heroes to meet up with his subordinate in a southern cave. This person was called Chander in Japanese, but his name was changed to Judas in English. The term "my subordinate" ("washi no buka" in Japanese) was also changed to "my man" in English. This was probably due to character limitations, but it ends up sounding like slang, which is a little unusual for a king.
Anyone familiar with the New Testament remember the name “Judas”. According to the Bible, he was a disciple of Jesus who betrayed the religious figure to the Romans for a paltry sum of 30 silver coins. As a result, the name "Judas" is synonymous with being a traitor. This is well-known even in Japan, as the phrase "kono naka ni Yuda ga iru" ("there's a Judas in here") means "there’s a traitor among us". A similar term unique to Americans would be a "Benedict Arnold", an American general during the Revolutionary War who defected to the British.
As the story of the game progresses, it turns out that the king and Chander/Judas are monsters, who then end up betraying the heroes in the latter half of the plot. This gives the English version some extra foreshadowing that a betrayal will eventually take place. Having said that, anyone familiar with the name would probably be able to point this plot twist out immediately, as characters are rarely named “Judas” by coincidence in works of fiction.
 
Kirby Super Star
CEO Kirby
 

Japanese：       カービィたちの、こうげき！
“Kirby and friends, attack!”
 

English：        Kirby & Co. attack!
 
This message is displayed in Kirby: Super Star for the SNES when fighting against the boss character Computer Virus. This is an unusual battle, as it takes place using a turn-based RPG-like system, rather than the normal action fights found in the rest of the game.
The above text is displayed when Kirby is accompanied by a helper rather than fighting alone, with the original Japanese reading as "Kirby-tachi". "Tachi" is a word used to signify a plural version of something. "Watashi" means "I", so "watashi-tachi" accordingly becomes "we". Similarly, "anata" means "you", while "anata-tachi" means "you all" (or "you guys", there are several ways to translate this). Incidentally, even though it's a word that signifies a plural form, the exact number is ambiguous, so without context, it's impossible to know whether it should be translated as "Kirby and a friend" or "Kirby and friends”.
The English version clears up that ambiguity by translating it to "Kirby & Co." ("Kirby and Company"). This is typically used on the names of corporations or law firms. In Japan, the most famous business using this type of naming structure is the jewelry store "Tiffany & Co.", meaning it was founded by "Tiffany" and other people. Further, the "& Co." takes up fewer characters, so it's easier to fit into the text window.
As an aside, there are actually several "Kirby & Co." organizations in the real world. They include law firms, financial consultants, and others. Of course, these have nothing to do with the Nintendo character. It's possible it could also be a reference to the 1970s rock band "Doc Kirby & Co.".
The enemy in this part of the game is called "Battle Windows" in Japanese, which probably is in reference to the computer operating system. Nintendo of America most likely didn't want to come under fire from Microsoft for using its property in a negative way, though, hence the change for the English release.
 
Brawl Brothers
They’re grrrrreeaat!

Japanese：      くっ。この私がやぶれるとはな･･･
“Damn. I’ve been beaten.”
 

English：         Man, you guys must be eating the right breakfast cereal.
Brawl Brothers (known as Rushing Beat Ran in Japan) is a beat-em-up released by Jaleco for the SNES. There’s some dialogue after you beat the fourth level boss, with the first line being somewhat standard in Japanese. This was changed to something more humorous in the English version.
Cereal is a major breakfast food in American homes, with the practice of eating a healthy meal every morning being thought of as an essential step to growing up strong. Here, the heroes of the game have soundly defeated their enemy, who then muses that it must be due to their nutritious dietary habits. (The slogan "better eat your Wheaties" is an example of this.)  There was a cereal boom once in Japan, and Kellogg's distributed many varieties across the region. White rice is the dominant breakfast food in Japan, though, and cereal was unable to break its  stranglehold on the market. With that in mind, the idea of eating cereal to become strong is unfamiliar to Japanese people.
On another note, this boss wears sunglasses and has a rose on his chest. He seems quirky, but his speech in the Japanese version is rather bland and doesn't really fit his design. The humorous dialogue in the English version is more appropriate to the character’s appearance. His name in the Japanese version is "Iceman", but this was changed to "Dieter" in the English release. This is a German name, but it could also be interpreted as "Diet-er", that is, a person who is dieting. Perhaps he stopped eating his cereal in order to lose some weight, thereby making him weak enough to be defeated by the heroes.
 
Kendo Rage
I won’t lose, Rose!

Japanese：             あなた けんどうを おやりになるのね。でも テニスでこのわたしに いどもう なんて ひゃくまんねんは はやくってよ！
“You may be excellent at kendo. But you're a million years too early to challenge me in tennis!”
 

English：        Evil will LOVE to be SERVED a ROSY victory!
 
There are two entries in the "Makeruna! Makendou" series. Only the first, released for the SNES, was published in North America, where it was renamed Kendo Rage. The Japanese title has a nice alliterative flavor, but this is lost when literally translated: "I won't lose! Magical kendo". As can be seen, the English title didn’t make an attempt to retain this.
The line in question appears when you're facing off against the boss character "Rose N. Ball" ("Makenrou" in Japanese). The dialogue is completely different from the original Japanese, with three words, "LOVE', "SERVED", and "ROSY" highlighted in capital letters.
For the words "LOVE" and "SERVED", they are both references to tennis, regarding the terms for "no score" and "the first volley across the court". Rose N. Ball is a tennis youkai (demon) who attacks by hitting the ball at the main character. Although it's a really unnatural sentence, it emphasizes the character's affiliation with the sport. "ROSY", meanwhile, usually means "happy", but here it’s associated with the rose graphics in the background, as well as the character's name.
Mako Kendo, the heroine of this series, originally wore a very short skirt in the Japanese version, but her legs are painted orange to look like she's wearing stockings in the English release. Oddly enough, Rose N. Ball also has an extremely short skirt, but her sprite is left unaltered. It’s possible that stockings seemed unnatural for a tennis player to wear (or more likely, no one noticed the character since she's just a boss, and thus was able to slip under Nintendo of America's radar without being changed). She appears on the North American cover wearing what appears to be a swimsuit bottom.
 
 
Super Mario World
You are super player!!

Japanese：      YOU ARE SUPER PLAYER!!
 

English：         YOU ARE A SUPER PLAYER!!
This example comes from “Funky” (Championship's Course 2 in Japanese), the final stage in the hidden “Special” zone of Super Mario World . Just before the goal of this level, the letters "YOU ARE SUPER PLAYER!!" are spelled out using coins, serving as a reward for players who have mastered the game. At least, that’s how it appears in the Japanese version. In the English release, an "a" is added between "are" and "super". 
In English, the existence of definite and indefinite articles is essential, with the meaning of subsequent nouns depending upon the type of article used. In this case, even though the intent of the sentence can be understood without an "a", it’s inclusion is still important. Japanese video games had a reputation for poor translations at the time, and since young kids were the primary audience of Nintendo games, correct grammar was paramount. This is especially true for parents that had just spent $200 on a new game console for their kids. Such bad grammar would reflect very poorly on their purchase!
Knowing this difference, one might think that the extra "A" adds additional coins to the level. It does, but because the timer on this stage is very short, most players probably won't try to collect all of them, instead opting to just rush straight to the end of the level. It’s also interesting to note that in the GBA version of Super Mario World, the "a" is added to this level, even in the Japanese release.
Another difference can be seen in the names given to each of the stages in the “Special” zone. In the English version, they’re all given amusing slang titles: Gnarly, Tubular, Way Cool, Awesome, Groovy, Mondo, and Outrageous. These are a bit different in Japanese: Otanoshimi Course ("fun course"), Mario Staff mo Bikkuri Course ("Mario Staff is just as surprised"), Specialist no tame no course ("Specialists Only Course"), and Championship no Course ("Championship's Course").
 
Super Mario Bros. 3
Mischievous Princess Peach

Japanese：       ありがとう！ やっと きのこのせかいにへいわがもどりました。
“Thank you! Peace has at last returned to the mushroom world.”
 

English：        Thank you! But our princess is in another castle!...Just kidding! Ha ha ha! Bye Bye.
 
Here we have the ending to the NES version of Super Mario Bros. 3.. After defeating Bowser in both versions, Princess Peach (or Princess Toadstool, in the original NES release) says "Thank you." In English version, though, she adds "But our princess is in another castle!”
These were the same words said by the captured Toads at the end of Worlds 1 through 7 in the original Super Mario Bros. Since each Toad said the exact same thing every time, this phrase was drilled into the memory of every gamer. It’s pretty amusing, then, that the English localization would include a reference to this. It not only brings levity to the ending, but gives some extra characterization to Peach, who otherwise doesn't have many other lines in the rest of the game.
In the Game Boy Advance version of this game, Super Mario Advance 4, the English ending was changed to more closely match the original Japanese line, which is kind of a shame.
 

 
Rambo
Rambo’s anger has leveled up!

Japanese：      ANGER
 
 

English：         EXP
 
Rambo for the NES, released by Acclaim in North America and Pack-in-Video in Japan, is based on the second movie in the series. It (very) loosely follows the plot, as you the control Sylvester Stallone’s character through the jungles of Vietnam to rescue captured POWs.
In the Japanese version of this game, there’s an "ANGER" gauge at the top of the screen. In the English version, however, this was changed to "EXP" (experience points). There are two major reasons for this alteration.
For starters, the word “anger” (“怒り”,”ikari” in Japanese) isn’t as emphasized with the Rambo movies in America as it is in Japan. The title of the second film in Japan is Rambo: Ikari no Dasshutsu ("Angry Escape"), whereas the original American name is Rambo: First Blood Part II. Similarly, the Japanese version of the third movie is subtitled Ikari no Afghan ("Angry Afghanistan"), but in America, it's merely known as Rambo III. This is also the reason behind the naming of the SNK series Ikari Warriors, which was heavily inspired by the Rambo movies.
The function of the "ANGER" gauge is also important. It doesn’t increase when you're attacked by an enemy, or any other circumstances where, logically, you would get angrier. Instead, it's raises whenever you defeat an opponent, and after you’ve obtained a certain amount, you gain a level and become stronger. In that respect, it acts like an experience gauge anyway, so it makes more sense to just call it that.
There's also a secret where you can cause Rambo to shoot an "anger" kanji at Murdock, your traitorous commander, which turns him into a frog. This was kept in the English version, probably as an oversight.
The 2008 Rambo arcade game from Sega also features an “ikari" gauge. This was translated as "rage" in the English version. Here, the meter increases if you're hurt, so it makes more sense.
 
Street Fighter II
Come on out, Sheng Long!

Japanese：      しょうりゅうけん を やぶらぬかぎり おまえにかちめはない！！
“If you cannot overcome the shouryuken, you cannot win!”
 

English：        You must defeat Sheng Long to stand a chance.
 
The above line appears in Capcom’s Street Fighter II after Ryu wins a match.  In the English version, it changes the reference to "shoryuken" to "Sheng Long". "Shoryuken" is, of course, the name of Ryu and Ken's jumping uppercut attack, translated as "Rising Dragon Fist", but officially known as "Dragon Punch". At the time of the game’s original release, though, gamers assumed that Sheng Long was a character and not a move. Of course, there’s no one by that name anywhere in Street Fighter II, so who or what is Sheng Long?
We’ll begin with a primer. There are many Japanese words that use kanji (Chinese) characters. However, despite often looking the same, they’re pronounced completely differently between the two languages (and don't always mean the same thing, either). In Japanese, "shoryuken" is spelled "昇龍拳" in kanji. When you read the first two characters in Chinese ("昇龍"), it's pronounced "sheng long". This would be an easy mistake to make in translating a fighting game, considering that they’re often based on kung fu films and have Chinese names and moves (for example, Chun Li). However, on the victory screen, "shoryuken" is written in hiragana, which is unmistakably Japanese. It’s anyone’s guess as to why the translator decided the word should be pronounced in Chinese. 
Since the true meaning was unclear, many English-speaking gamers thought Sheng Long was a hidden character within the game, and believed him to be Ryu's master. The April 1994 issue of the magazine Electronic Gaming Monthly even went so far as to print a technique on how to reach him. This was, of course, an April Fool's joke, and the pictures they featured were doctored. Even so, the English SNES manual text states that Sheng Long was indeed Ryu and Ken's master, weaving this particular mistranslation into official Street Fighter canon. Eventually, Gouken in Street Fighter IV became based upon this idea.
 
The Legend of Zelda
The monster that hates smokers

Japanese：      ドドンゴ ハ ケムリ ヲ キラウ
“Dodongo dislikes smoke.”
 
 

English：         Dodongo dislikes smoke.
This famous phrase is found in The Legend of Zelda for the NES. This is supposed to be a hint that the monster named Dodongo is vulnerable to bombs. It’s technically correct, and while its intention is a little unclear (by using the word “smoke” instead of “bombs”), it makes sense. The reason why it’s pointed out as an example of Engrish is due to the word “dislikes”. The phrase sounds like the creature is merely bothered by smoke, instead of being something that would kill him. It would have sounded better if the sentence used the word “hate” instead of “dislikes”.  
The reason for this is due to the Japanese sentence using the word “kirau”. Usually the word for “hate” is “daikirau” (literally, “big dislike”), so without the “dai”, it takes on a softer meaning. However, that level of enmity isn’t adequately expressed in English, so it sounds a little silly. Plus, “Dodongo” should be plural, because it’s the name of a type of a monster, not a single enemy.
In the MMORPG World of Warcraft, there’s a parody of Dodongo called Dadanga. The appearance is similar to the dinosaur-like creature of the Zelda games. In keeping with his inspiration, he also hates smoke.
 
Zelda II: The Adventure of Link
I’ve made a huge error
 

Japanese：      オレノナハ エラー ダ
“My name is Error.”
 

English：        I am Error.
 
Zelda II: The Adventure of Link is the action-RPG sequel to The Legend of Zelda. It takes place in the same world and features the same characters, plus it also contains some pretty awkward English.
All things considered, "I AM ERROR" is one of the most well-known awkward phrases from this game. This technically isn’t a mistranslation, but due to the wording, it's not clear that the character's name is actually Error. Some suspected that his name should have been Errol, which actually is a name, while others thought it was a problem with the game's programming.
In truth, the character is named this way because of a joke that wasn't translated consistently. In the Japanese version, there's a character named Bug, who is Error's counterpart. "Bug" and "Error" are two common phrases for problems when coding computer programs. However, while Error's name was translated correctly, Bug was changed to Bagu (a strict transliteration of the character's name), so the joke was lost. Typically in Japanese, you can tell the difference between a Japanese word and a foreign (English) word because the foreign word is written in katakana. However, many 8-bit games were written entirely in either hiragana or katakana, so it's difficult to make the distinction.
In the English version of Super Paper Mario for the Wii, the first boss, Fracktail (Zumbaba in the Japanese version) says "I AM ERROR" before battle. In the Japanese version, he says "B-men wo setto shite kudasai" ("Please set side-B"), a reference to a common message you'll see in Famicom Disk System games when you need to flip the disk.
 

 
Ninja Gaiden
Ryu, you jerk!

Japanese：      女か。もう心配ない。さあ行け。
“A woman, huh? Don't worry anymore. Now go.”
 
 

English：         Just a girl. Get out of here!
 
This cinema scene is shown after beating the first stage in the NES version of Ninja Gaiden (Ninja Ryukenden in Japan). Right after the hero Ryu takes down the boss at the bar, Irene, a secret agent for the CIA, sneaks up behind the ninja. He then notices her and speaks this line.
The text here isn't particularly noteworthy in Japanese. Ryu seems to be treating her as a civilian, and merely indicates that it's safe for her to leave now that he’s taken out the bad guys. However, in contrast, this is one of the most famous lines amongst English-speaking retro gamers. On the surface, they seem to say the same thing, but there are some subtle differences that alter the tone.
For starters, in the Japanese version, Ryu refers to Irene as "woman" (“onna”), whereas he calls her a “girl” in the English version. Irene's age isn't immediately known, but she looks like an adult, considering she's wearing a business suit. Referring to a grown woman as a girl is pretty condescending, and there are some undertones of sexism in there, too. 
Moreover, Ryu says "don't worry" in the original Japanese sentence, but this has been removed from the English version. This change was probably due to the limited number of characters with which they could write the text. He’s reassuring in Japanese (if a little blunt), but seems to be barking his order to "Get out of here!" in English, especially with the added exclamation point.
In any case, immediately after this, Irene suddenly shoots Ryu with a tranquilizer gun. Although she planned to do this before engaging with Ryu, it gives the impression that she's thinking "Don't treat me like a child!", and instead shot him for being so uncouth.
 
Chrono Trigger
The name of the legendary sword

Japanese：      グランとリオン
“Gran & Leon”
 

English：        Masa & Mune
 
This example refers to the name of the sword used to defeat Magus in Chrono Trigger. At first, Masa and Mune are two separate monsters you encounter. After they've been defeated, they become the Masamume. In Japan, these enemies were known as Gran and Leon, and they combine to form the Grandleon.
The Masamune has appeared in several other Square games, first showing up in the original Final Fantasy for the NES as one of the strongest swords. It also was featured in Final Fantasy Legend III. With that in mind, the name "Masamune" had been established as the name of an extremely powerful sword, and the localizers decided to keep it consistent with other Square games. This was a good call, because "Grandleon" is rather awkward to pronounce in English.
In Chrono Cross, the sequel to Chrono Trigger, there's a powerful weapon called the Mastermune. In Japanese, this was known as the Grand Dream. These are also references to a Triple Tech special attack in Chrono Trigger.
 
 
Take a break with a column
Retro Game Computer Classroom - “Bits” and "Bytes"
Author: ESPANA (Writing "Bubble One Shot Theater" at Ameblo)
Twitter: @ESPANAeqKahN
Humans operate by the base-10 counting system, seeing as we have 10 fingers. This is where numbers go from zero to nine, taking up one digit place each. If a number exceeds nine, it moves to the next digit. Computers, however, use different numbering systems. In base-2, also called binary, there are only zeroes and ones. In base-16, also called hexadecimal, there are additional digits after nine, represented as A, B, C, D, E, and F. After F, it then moves to the next digit place and becomes 10. 
 
For example:
 
Binary:                  Decimal
 
0                        0
1                        1
10                        2
11                        3
100                        4
101                        5
110                        6
111                        7
 
Hexadecimial:      Decimal
 
0                        0
9                        9
A                        10
B                        11
C                        12
D                        13
E                        14
F                        15
10                        16
1A                        26
AA                        170
FF                        255
 

 
Now with that brief math lesson out of the way, binary and hexadecimal numbers play a huge role in NES and Famicom games. Many retro game fans will probably recognize numbers like 255 and 65535 as maximum values – for example, the most rupees you can hold in The Legend of Zelda is 255. This is because these are the largest numbers you can contain within one byte and two bytes, respectively. The lowest number, 0000 0000 means "0" in decimal. 1111 1111 means 255.
 
0                        0
1                        1
10                        2
100                        4
1000                        8
10000                        16
100000                        32
1000000                        64
10000000                  128
11111111                  255
 
One byte can represent up to 255 numbers, but only positive ones. Technically, it can contain 256, but zero also counts as a number. Negative values can be represented between -128 and 127. 
 
Two bytes doubles this capacity:
11111111 11111111            65,535
 
Three bytes:
11111111 11111111 11111111            16,777,215
 
This number is not as common, but can be seen in other games. For example, Dragon Quest IV for the DS:
 
In this game, you’ll get 20 G for selling a token at a casino. If you have 838,861 tokens and you sell all of them, you’ll get 16,777,220 G. However, this exceeds the number that can be represented in three bytes, causing it to flip back over to zero and leaving with you the remainder of four. Four bytes would be required to hold a larger number, but that’s so large as to be out of the realm of necessity for most video games.
 
Of course most games, particularly retro titles, stick to using two bytes. For that reason, “65535” serves as the maximum value in many cases. For example, the maximum amount of items you can hold in Dragon Quest, the price of the Shuriken in Final Fantasy, or the HP of the last bosses in the Super Robot Taisen series are all 65535. Values like these were even used in the 16-bit and 32-bit era, which naturally offered much more memory than in the 8-bit days. 
 
Expert gamers may be familiar with Super Mario Bros. 2 for the Famicom Disk System. After clearing stage 9, you'll move on to stage A. This is because the stage numbers are stored in hexadecimal format, occupying only a single digit. You can even see this in the 16-bit era, as the final two stages in Super Castlevania IV for the SNES were called A and B rather than 10 and 11. Most games that featured more than 10 levels used two digits, and thus the base-10 numbering system to display its level number properly. However, many sound tests also stick to hexadecimal, probably since they were meant for programmers.
 
 
Final Fantasy
Suffer two different ways

Japanese：      この　ガーランドが　けちらしてくれよう！
“I, Garland, will scatter you about!”
 

English：         I, Garland, will knock you all down!!
 
Garland is the first boss in the original Final Fantasy. (He's also the last boss, kind of, since the finale involves time travel.) This particular line of dialogue is well-known among English speakers for being weird and unnatural.
Here, the phrase "knock down" is supposed to mean "destroy" or "defeat", but the words don't really convey the same meaning. Traditionally, this expression is used more often to describe "knocking down" objects, like buildings or bowling pins, not people. As a result, it makes an imposing villain sound kind of silly. The Japanese version uses the phrase "kechira shite", which literally means "to scatter about", but even there it’s really just an unusual, fancy way for saying that he’ll kill you. In some respects, the English version captures the same sentiment – he's not directly saying he'll defeat you, but instead using more dramatic words – but it doesn't quite come out like that. 
Nonetheless, the phrase "knock down" has become a recurring joke in the English translations of later Final Fantasy games. It's even referenced in the fighting game Final Fantasy Dissidia. In order to appease fans, the North American Game Boy Advance translation of Dawn of Souls keeps the "knock you all down” line. The European English translation, however, changes this to "cut you down to size!" This does a better job of capturing the sentiment, while also sounding much cooler.
 
Final Fantasy V
This isn’t the strongest sword at all!
 

Japanese：      エクスカリパー
“Excalipur”
 

English：        Excalipoor
 
The Excalipoor is a weapon that first appears in Final Fantasy V. This sword is based on King Arthur's legendary blade, Excalibur, but it's extremely weak. In other words, it looks powerful on the outside, but it's actually something like a bad knock-off. Together with its owner, Gilgamesh, they've been featured in multiple Final Fantasy games. 
The Japanese language doesn’t have dipthongs ("ar", "er", "ur"), and instead uses an elongated "aahhh" sound to replicate this. This means it's technically pronounced something like "Excalipaa". Also, the "B" ( バ ) and "P" ( パ ) sounds are very close in Japanese, and have similar looking characters. With that in mind, the bootleg "Excalibur" becomes "Excalipur".
The initial PlayStation localization of Final Fantasy V translates this weapon is as “Excalipur”, which is close to the Japanese pronunciation. However, in the later Game Boy Advance version, which was totally retranslated, this sword was renamed the Exalipoor. The word "poor" is close to the "paa" sound of the Japanese word, and it emphasizes the bad quality of the item as a "poor man's Excalibur". This is a clever coincidence, as it's unlikely that this connection was made when naming the item in Japanese. Other games in the Final Fantasy series aren't quite consistent with the translation of this item – some use "Excalipoor", but it also shows up as "Excalipur" (like in the GBA remake of the first Final Fantasy) and "Excalipar".
There’s a similar joke in Castlevania: Symphony of the Night. The game begins with the hero wielding the Alucard Sword before it’s stolen by the Grim Reaper. Later, you find a similar weapon called the Alucart Sword...but it’s much, much less powerful. Again, the “T” ( ト ) and “D” ( ド ) sounds in Japanese are very close and look similar, so it’s easy to mistake one for the other.
 
 
Final Fantasy VI
Yo mamma’s a submariner!
 

Japanese：      ヒーーー　くっそー！　このかりは必ず返しますよ！
“Heeeeeeeeee-dammit! I'll definitely pay you back!”
 

English：         Son of a submariner! They’ll pay for this...
 
Final Fantasy VI (initially released for the SNES as Final Fantasy III) was localized by Ted Woolsey, one of the most well-regarded translators of the 16-bit era. Not only did he understand Japanese culture, but his writing was often humorous and natural-sounding. This game's translation was a substantial improvement over the poor job done on the SNES Final Fantasy IV (first published as Final Fantasy II overseas).
This line, "Son of a submariner!", is one of the most memorable pieces of dialogue in the game. These words are uttered by the villain Kefka after the heroes escape from his grasp in a desert. The term is supposed to be "Son of a bitch!", but that obviously wouldn't fly with the censors at Nintendo of America. Instead, it was changed. It's a random and silly use of the word “submariner”, but it effectively expresses Kefka's unique brand of deranged madness.
In the Game Boy Advance version, this line was re-localized as "Son of a sandworm!" This is a reference to the fact that the heroes escape using a castle that burrows and travels beneath the sand. This version was also used in the iOS/Android/Windows ports. Even though this makes a little more contextual sense, most English-speaking Final Fantasy fans prefer the "submariner" line.
 
 

 
Final Fantasy VI
And yet, the Earth is square

Japanese：      とも　よや　すら　かに
“Tomo Yoya Sura Kani”
 

English：        ERAUQS SI DLROW EHT
 
In the second half of Final Fantasy VI, there's a part in Darill's Tomb where you need to piece together four words. In the Japanese version, these are "kani", "sura", "tomo", and "yoro". When placed together, this is an anagram for "Tomo yo yasuraka ni", or "Rest in piece, friend". In the English version, these are replaced with "WEHT", "DRLO", "QSSI", and "ERAU". When placed together, it reads "RAUQS SI DROW EHT", or "THE WORLD IS SQUARE" backwards. This is, of course, referring the developer, Square.
In addition to this game, there are several other titles that use "SQUARE" in reverse. One example can be found in Final Fantasy Legend III (Jikuu no Hasha: SaGa 3) for the Game Boy, where the secret word to get past a gatekeeper is "ERAUQS". In the Japanese version, it was "A-e-U-Ku-Su" (アェウクス), which is also Square spelled backwards in katakana (スクウェア). Another instance is in Kingdom Hearts: Birth by Sleep for the PSP. This portable sequel features a character named Master Eraqus, who's similar to Hironobu Sakaguchi, the creator of the Final Fantasy series. "Eraqus", naturally, is an anagram of "Square".
 
 
Final Fantasy IV
The spooniest translation

Japanese：      なにが ちがうと いうのだ！
“How could it not be like that?!”
 

English：         You spoony bard!
 
Among English-speaking Final Fantasy fans, one of the most well-known lines is "You spoony bard!" This is spoken by the sage Tellah in Final Fantasy IV, as he yells at the lute-playing Edward (Gilbert in Japanese). As part of the dialogue, Tellah accuses Edward of absconding with his daughter. “It’s not like that!” Edward claims. “How could it not be like that?” Tellah shouts back.
The reason for this line’s notoriety is the word "spoony", which is extremely uncommon. Technically it means "goofy" or "silly", but the term is so archaic that almost no one is familiar with its definition. Perhaps the translator was looking for an old-fashioned word in order to insult Edward – after all, Tellah is elderly, and Edward is kind of weak – but it was such an obscure choice that most gamers at the time thought the word was just made up. From context, one can probably determine that the word means "stupid",. Given the overall poor quality of the SNES game's translation, however, it was likely because the translator wasn’t a native English speaker, and found the word "spoony" in the dictionary. The unusual nature of this insult caused it to be entered into the vernacular of RPG players. Subsequent ports of Final Fantasy IV, despite otherwise completely overhauling the text, make a point to retain this legendary line.
When asked about their favorite line, most Japanese gamers will quote Golbez's "ii desu tomo!" This is said when he and FuSoYa fight the evil Zemus near the end of the game, and translates to something like "Okay!" This manner of speech is so polite, though, that it sounds odd coming from such a villainous character. This line was not in the main script and added by the battle designer. This was translated in the SNES version as "I’m Ready!", and in the DS release and Dissidia as "Very Well." Obviously, this weirdness doesn't come through in English. Perhaps translating it to sound like an enthusiastic teenager – "Yeah, okay!" – would have preserved that strange-sounding sentiment.
 
Final Fantasy IV
Is it “Eee-gor” or “Eye-gor”?

Japanese：      フロータイメ[ル
“Flow Tie Ball”
 

English：        FloatEye
 
The English translation of Final Fantasy II on the SNES is pretty weird, but there are odd instances of English in the original Japanese version, too. For example, the monsters above are some of the first enemies that Cecil fights right at the beginning of the game. In Japanese, their name is spelled "フロータイメ[ル", which at first glance looks like "Flow Tie Ball". What the hell is a "Flow Tie"?
Playing the English version makes this more clear, though. In the original SNES translation, this enemy was called "FloatEye". In Japanese, the enemy name combines the two sounds together into one word, when it probably would make more sense as two:  "フロートアイ". That would use nine characters total and the text display window only has room for eight, though, so it wouldn’t fit. At any rate, it's supposed to mean "float eyeball".
When you think about it a little more,  though, it's odd because "float" is a verb, so it doesn't really make sense grammatically. In truth, it should really be "floating". Of course, the SNES translation couldn’t fit this due to the space restriction, anyway. However, the later ports for the Game Boy Advance and PlayStation Portable fixed the spacing issues (most importantly, by getting rid of the monospaced font), so the creature was finally given its correct name of "Floating Eyeball".
 
 

 
 
Terranigma
Whole? Hole? Haul? Hall?

Japanese：      ホールホル
“Hohru Horu”
 

English：         Whole Hole.
 
Here we have another instance where the writing in the original Japanese version is somewhat confusing, but made clearer by the English translation. This is from the beginning of the SNES RPG Terranigma, known as Tenchi Souzou ("Creation of Heaven and Earth") in Japanese. The English title is a combination of "terra" (earth) and "enigma", though sadly this version was only released in Europe.
This scene in question involves a tutorial. In it, the hero receives an explanation on the various equipment screens from Yomi, a fairy. There's a hole on this screen that's referred to in katakana as a "ホールホル", pronounced "hoh-ru ho-ru". Functionally, it serves as a place where you can throw away unnecessary items. In the English version, this was called the "Whole Hole".
This issue has to do with the sometimes arbitrary manner in which English words are rendered with katakana in Japanese. For most English speakers, "whole" and "hole" are pronounced exactly the same. For this game, though, the writer decided that "whole" was pronounced with an elongated "oh" sound, and "hole" with a short "oh" sound. This was probably done to make it clear that they were two distinct, different words (and to make it sound less like onomatopoeia). There's still some confusion, though, because "horu" can mean several things, including "hall" or "haul". Perhaps the Japanese writer's idea to give this a cutesy-sounding name just lead to further confusion. This is all just a guess, though, as no one knows what their true intention was. In any case, the English version is much clearer, lending the impression of a hole that can fit anything in it.
 
 
Banshee’s Last Cry
Reading down the lines

Japanese：            
宝はシュプールの中にある
1と3の間
冥土へと向かう道の途中
負け犬は去れ
車井戸がきしるから
あの泥棒がうらやましい
あなたに似た人より早く
たからのありかを探りだせ
 

English：
Acquire the treasure in the snowflake
Just look between one and three
Scan the path to the Underworld
Skip to the well with the pulley
Go faster than the one you resemble
For then will you find what you seek
 
Kamaitachi no Yoru ("Night of Kamaitachi", referring to the Japanese demons known as sickle weasels) is a sound novel released for the Super Famicom in 1994. While popular in Japan, it wasn’t released in English until 2012, where it was heavily localized under the title Banshee's Last Cry, which was only published for iOS platforms. Despite being heavily rewritten (the location was changed from Japan to America, all of the characters were changed from Japanese to Americans, the sickle weasels were changed to banshees, and so forth), it's extremely well-written and accurately captures the feeling of the original game.
The protagonist finds a mysterious memo in one part of the game, which must then be deciphered in order to discover the treasure hidden in the mansion. In order to solve this riddle, you need to read the second character in each line of the text. In Japanese, it ends up being “はと土け井のなか”, "Hato tsuchike inonaka", which means "inside the cuckoo clock". The English text is both cryptic and poetic, but if you read the second letter of each line, it spells out "cuckoo". Here’s the translated Japanese version:
 
The treasure is inside Spur.
Between 1 and 3.
On the way to the Underworld.
Go home, sore loser.
Because the pulley well makes a shriek.
I envy the thief.
Find out the location of the treasure
faster than the person that looks like you.
 
Dragon Quest
Happiness can be found in a treasure chest

Japanese：      えにくすは たいまつを みつけた。
“ENIX found a torch.”
 

English：         Fortune smiles upon thee, ENIX. Thou hast found the Torch.
 
The first Dragon Quest game was released for the NES under the name Dragon Warrior. In terms of translation, it uses lots of faux-medieval terms that give it a unique character.
In addition to this kind of stylized writing, the game includes flavor text alongside many of its system messages. For example, whenever you open a treasure chest, the text in the Japanese version is pretty simple: *name* found *item*. The English version adds a little extra in front, though, with "Fortune smiles upon thee, *name*". This helps to turn a regularly simple task into something more dramatic. It also reduces the monotony of these messages by providing them with a certain sense of vibrancy.
Additionally, there were changes made to the message that appears whenever you level up. In the Japanese version it just says "*hero* has increased in level". The English version, by comparison, changes this text to "Courage and wit have served thee well. Thou hast been promoted to the next level." 
 
Neutopia
Life burns with courage and effort

Japanese：      フレイの　いのちの　ちからが　ひとつ　あがった
“Flay’s life power has increased by one.”
 

English：        Jazeta's life force has been increased by one for his brave and valiant efforts.
 
 
Here's another example where the English version has added flavor text. The above message is displayed when you obtain a "power of life" item in the TG16 action-RPG Neutopia. In the Japanese version, it's a simple little blurb, but the English text adds that the hero's life has increased "for his brave and valiant efforts". This makes it feel as though the player is getting an extra special reward.
The message for acquiring an item from a treasure box has similarly been altered. In the Japanese version, it's just "Fray got *item name*", but the English version says "Our hero Jazeta has obtained *item name*. The added narration by including the words "our hero" makes the game feel a little more adventurous, like you're taking part in an epic tale, even if it does sound a little bit silly.
 
Dragon Quest
A Slime stops on by

Japanese：      スライムが あらわれた！
“A Slime appeared!”
 

English：         A Slime draws near!
 
This message is displayed when you encounter an enemy in the first Dragon Warrior. In the Japanese version, it always uses the term “*enemy* appeared” (“arawareta”). On the other hand, the English version uses the words "draws near". It sounds a little bit like the enemy is either stalking the player, or merely creeping close. It's an unusual and rare phrase for this type of situation, but it's distinctive. This is especially true considering other games from the time, like Final Fantasy or Phantasy Star, which just display the name of whatever you're fighting.
In many subsequent Dragon Warrior games, this system text was changed to be closer to the Japanese version, reading "*enemy* appears.” Interestingly, it uses the present tense rather than the past tense, and this change was included in the GBC remake of the first game. However, beginning with Dragon Quest VIII on the PS2, the localization team re-introduced the "draws near" phrase whenever fighting bosses or other important battles. Younger players who started with the Dragon Quest series on the DS might not understand the reference, but anyone who grew up with the original NES game will probably crack a smile. 
 

 
Dragon Quest V
Dangerous words for a dangerous translation

Japanese：      ばくだんいわは　メガンテを　となえた！
“Bakudaniwa cast Megante!”
 

English：         The rockbomb casts Kamikazee!
 
Spells have somewhat silly, nonsensical names in the Japanese versions of the Dragon Quest games, most of which were changed for the English releases. For example, the healing spell "Hoimi", was altered to "Heal". “Gira” was also changed to “Hurt” (and later “Fireball” and “Sizz”), while "Moshasu" was switched to "Transform" and “Morph”. These are all easier to understand in English.
One of the most interesting examples of this type of change involves the enemy know as Rockbomb in English, and Bakudaniwa ("bakudan" means "explosion") in Japanese. This opponent has a suicide attack called “Megante”, where he blows himself up. The word itself doesn't mean much, but it was translated to "Kamikazee" in English. "Kamikaze" is recognized among English speakers as meaning "suicide attack", so it's more easily understandable than its Japanese equivalent.
Most Americans are familiar with the origin of the term "kamikaze", where Japanese fighter planes would intentionally fly into battleships in suicide attacks in World War II. In literal terms, the word translates as "wind of the Gods". Of course, the fact that this was approved for use in video games aimed at children is surprising.  This would be considered inappropriate in Japan, and most likely would be rejected.
There are other uses of the word "kamikaze" in English RPGs, too. There's a bird monster in Paladin's Quest called "kazekiridori". Directly translated, this means "wind cutting bird", but the English version simplifies this to "Kamikaze".
 

 
 
Dragon Quest V
Settling the controversy of “How much is one gold worth?”

Japanese：      ひと晩 たったの10ゴールド！
“Only 10 gold for one night!”
 

English：   And all for only 10 bucks a night.
 
Dragon Quest players have often asked the question: How much is "one gold" worth in the real world? Moreover, how does their economy work? If staying at an inn costs 10 gold a night, does that mean one gold is somewhere between $5 to $10? The boomerang costs 420 gold, though, so one gold should be 10 cents at most. Naturally, there's no answer to this question in the game, because the costs for goods and services are balanced according to the gameplay needs.
However, in the English version of Dragon Quest V for the Nintendo DS, this long-standing question was answered once and for all. The innkeeper in the town of Fortuna (Oracleberry in Japanese) casually says that staying at an inn costs "10 bucks". Since "bucks" is slang for "dollars" (particularly American) in English, that means that one gold equals one dollar. Further, since medicinal herbs cost eight gold, this means that eight bucks is a pretty fantastic deal for something that can immediately heal deadly injuries. When converting to Japanese yen, that means that one gold is about 100 yen, give or take 15 yen based on the current exchange rates.
Obviously, this isn’t the "official" exchange rate, but rather just something silly to imagine. Maybe in the world of Dragon Quest, they also have slang where "buck" means "gold", and one buck is one gold.
 
 
Super Mario RPG
Settling the controversy of “Which brother?”
 

Japanese：      兄さんの やくにたちたい
“I want to rise to the level of my brother”
 

English：         I wanna be a great plumber like my brother Mario.
Here's another example of something that was ambiguous in the original Japanese text, but clarified by the English translation. There’s a location in Super Mario RPG called Star Hill. You can look at various stars there, which reveal the wishes of several characters in the game. It isn’t clear, however, whose mind you're looking into it. One of these wishes states "I want rise to the level of my brother." This could be referring to Luigi, since he’s missing from the main party members of the game. However, Luigi isn’t the only "brother" in the game – there are two enemies called the Clown Brothers, so the wish could be referring to them, too. (These are named “Grate Guy” and “Knife Guy” in the English version.)
However, in the English release, the text was expanded to make it clear that this is Luigi's wish, and that he's referring to his brother Mario. This might not have been the intention of the original writer, since it's unclear, but the translator probably decided to make the distinction.
 
Super Mario RPG
Hop, step, jump!

Japanese：      マリオ、カクゴしろ！
“Mario, prepare yourself!”
 

 
English：         Mario, you’re about to make the longest jump of your life!
 
 
Super Mario RPG contains another interesting difference in its translation. The above line of dialogue is said by the minor boss character Manager at the factory near the end of the game. He’s known as Kacho in Japanese, which means "section manager", a term which should be familiar to fans of Game Center CX. All of the members of this group, the Smithy Gang (Kajiou Corps), are named after company positions: Clerk, Director, and Factory Chief. In the Japanese version, all of these end with "cho" – Kakaricho, Bucho, and Koujoucho, respectively.
In the Japanese game, Kacho just says "Prepare yourself!" The term in Japanese is "Kakugo shiro", which is pretty generic and can be heard in many fighting games. The English version, by comparison, changes this to "Mario, you're about to make the longest jump of your life!" It's a line that suggests a dangerous battle is about to take place. It also references Mario's platforming roots, where leaping over pits provides some of the most harrowing moments of the games. Further, Mario is often associated with his jumping skills: three of his special moves involve jump attacks, and various NPCs will ask him to show off his abilities at various points in the game. However, contrary to this boss's tough words, he's actually pretty weak, and you should be able to mop the floor with him rather easily.
 
 
Little Ninja Brothers
These guys aren’t gourmets!
 

Japanese：      ここは　グルメのさと　マンプク　アルのことネ
“This is the gourmet village Manpuku.”
 

English：         This is Deli-chous, the town of the world's finest delicacies.
 
Little Ninja Brothers is an RPG from Culture Brain for the NES, known in Japan as Super Chinese 2. (The first Super Chinese was called Kung-Fu Heroes.) This instance refers to the town known in the Japanese version as Manpuku, a word that means "full stomach". The Japanese sentence "aru no koto ne" also denotes a stereotypically Chinese way of speaking Japanese. For the English version, the name of the town was changed to "Deli-chous". This is an excellent translation that captures both sentiments – using the word "delicious" to refer to food, and changing the second syllable to "chou", which sounds like the popular Chinese dish chow mein.  
The main characters in this game are Jack and Ryu. The English version adds headbands with the kanji for "shinobi" (忍), and the "toukodan" spirit bullet attack is changed to a shuriken. This is because they were changed from Chinese kung fu masters to ninjas. This serves as an odd case where there’s extra Japanese added to an English localization. The characters Sun Wukong and Xuan Zang from Journey to the West were also removed from the US version.
 
 
Final Fight
It is pretty troubling, if you think about it

Japanese：      OH! My God
 
 

English：   OH! My car
One of the bonus rounds of Final Fight features a scene where you get to smash up a car. Once the timer runs out, the owner (one of the generic enemies from the game) runs out and mourns the destruction you caused to his vehicle. His line in the Japanese version is "Oh! My God" The English SNES release changed this to "Oh! My car", though. Nintendo of America wouldn’t have allowed a reference to "God", even used as an exclamation, so this needed to be changed. However, the owner's distraught appearance and casual phrasing of "Oh! My car!" results in some hilarious disparity, so it's well-known among English speaking fans. The English arcade version even uses the original “Oh! My God” line, so this was almost definitely altered due to Nintendo’s policies.
In the Disney Channel cartoon Gravity Falls, which originally began broadcasting in 2012, there's a scene where a pixelated video game hero runs through town and destroys a car. One of the townspeople comes out and references Final Fight by saying "Oh! My car!” (It's revealed, though, that the kid is rich and his dad just buys him a new vehicle.) Additionally, one of the Trophies / Achievements in the English version of Super Street Fighter IV is called "Oh! My Car!"
 
 
Ufouria: The Saga

Japanese：      へべれけ
“Hebereke”
 

English：         Ufouria: The Saga
 
Here we have the first entry in Sunsoft's Hebereke series. It's an open-ended action game featuring lots of strange characters and other assorted silliness. As with most Sunsoft NES games, it's also known for its outstanding music. 
While a North American release was originally scheduled, this ended up being canceled, and the English version was only published in Europe. The title "Hebereke" literally means "extremely drunk", but rather than translating it directly, they changed it to Uforuia: The Saga. It's an amusing title for completely different reasons.
For starters, "Ufouria" is the name of the hometown of the heroes in the English version. The hero "Hebe" wanders around the world looking for his three other friends, who then join his adventure. The upbeat nature of the game is suggested using a homonym for the word "euphoria", which means "extreme happiness". It's spelled differently though, for two reasons. The first three letters are "UFO", suggesting the presence of aliens, or at least something strange. The heroes aren’t literally from another planet, but they (and the rest of the game) are certainly bizarre, so the title still implies that the game you're playing is really, really weird. Secondly, the middle of the word is spelled "four", referring to the four playable characters. Few video game titles contain as many layers as this!
There were several other games in the Hebereke series, including many puzzle titles, but unfortunately some of them weren’t localized for release outside of Japan. Published only in Europe for the SNES, Hebereke's Popoon and Hebereke's Popoitto opted to keep their Japanese titles, as mentioned earlier in this book.
 
 
Lock On
I am indeed a soldier, but...
 

Japanese：      確かに文明は　そうして　進歩してきたんだろうな･･････
“Certainly, civilization has been advanced by war...”
 

English：   One of these days when man flies he’ll see just sky.
 
Lock On is a 3D jet fighter game for the SNES, also known as Super Air Diver in Japan. This line is said by the player character during the ending. In the final battle, the hero pilots the super state-of-the-art airplane called "Air Diver", and succeeds in shooting down the enemy's primary aircraft, which had been carrying nuclear weapons. Accordingly, upon emerging victorious, he ruminates upon the nature of life and war from his cockpit.
Here, the main character in the Japanese versions seems to be exhausted, saying "Civilization has been advanced by war." He's not excusing the act of war, but rather seems to be stating that the technology developed for war has improved the lives of everyone, not to mention the peace brought about through winning. In the English version, on the other hand, he says "One of these days when man flies he'll just see the sky." It also adds an additional line that says "Who needs war?" His intentions seem to oppose the war rather than justify or rationalize it. It's somewhat surprising that the finale comes out as anti-war, or at least weary of combat, while the original Japanese version instead tries to rationalize it by looking at its benefits. It isn’t really clear if this was simply a decision by the translator, or a policy by Nintendo of America that stopped game scripts from endorsing violent conflict too strongly.
 
 
Faria
The Idiot King

Japanese：      そうか　わかった。すぐに　たびだつがよい
“Okay, understood. You should head off soon.”
 

English：         You have my permission! Let’s celebrate!.. Hey, do we have any more of that delicious caviar?
 
Faria is an action-RPG for the NES, developed by Game Arts. The Japanese subtitle of this game is Fuuin no Tsurugi (“The Sealed Sword”), but the English version changes this to a dramatic tagline: “A World of Mystery and Danger!”
The dialogue above features the last words said by the king, before the credits begin to roll. In this scene, the princess leaves the castle and her father behind in order to join the hero on her further adventures. In the Japanese version, he simply gives them permission to leave, but in the English release, he suggests eating some caviar.
One could take the king at his word that he just wants to dine extravagantly to celebrate the duo's departure. However, there are some important details to remember from earlier in the game. The kingdom of Faria relies heavily upon the caviar industry. Partway through the game, when you rescue the princess, the king throws a festival featuring caviar supplied by merchants from all over the country. However, one of the merchants was actually evil, and supplied poisoned food to everyone. Anyone who ate it suffered from terrible illness, and a significant portion of the population was almost killed. This means that in the English version, it seems as though the King is going to feed the poisoned caviar to the hero, perhaps intending it as payback for stealing his beautiful daughter away from him. Hopefully he's just joking around and not actually trying to kill you! Unless he really is stupid enough to bring out the poisoned food again...
At any rate, in general, the English text here is translated faithfully from the Japanese. This last minute change by the translation ends the game on a somewhat humorous note, though. 
 
Zero Wing
What’s the matter, CATS got your tongue?

Japanese：      連邦政府軍のご協力により、君達の基地は、全て　ＣＡＴＳがいただいた
“With the help of the Federal army, CATS has taken over all of your bases.
 

English：   All your base are belong to us.
The entire introduction to Toaplan's Mega Drive port of Zero Wing is rather infamous for containing some of the worst translated English in all of video gaming. The whole introduction is a grammatical nightmare, made even sillier due to the fact that the villain is given the somewhat non-threatening name of "CATS". Though the game was released in the early 90s, it wasn't until a Flash video in 2001 that the ridiculous text became widely known, and a meme was born.
There's actually nothing particularly noteworthy about how the translation ended up so poor. Neither the developer nor publisher have ever revealed any insights about it, but it likely came about due to the game being translated by a non-English speaker, combined with text limitations. The English version was also only released in Europe, so it likely wasn’t given a high priority, or even much of a second thought once it was released.
Beyond the famous "all your base" line, most of the other sentences do make some sense, if you take some time to untangle the text. "Someone set us up the bomb" is supposed to be "It appears that someone has planted bombs", while "You are on the way to destruction" is supposed to be "Your ship will be gone shortly". (The English text is actually a little more flavorful than a literal translation, even if it sounds silly.)  The most curious bit has to be "You have no chance to survive make your time", which is supposed to mean something like "Make the most of the few remaining moments of your life”.
Interestingly, the Japanese version has a number of hidden endings with rather silly text, with tons of inscrutable pop culture references, sometimes written in strange dialects. None of this made it into the English release, but it would've been amusing to see how the translator would've attempted to mangle it.
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