
 

 

By 1976, Sega had been trading for many years and had 
been three years in the videogame business.  Fonz was 
their second racing videogame and it was a collaboration 
between themselves and Gremlin, though Gremlin effec-
tively became their manufacturing arm in America.   
 
Fonz was an addition to the vertically scrolling dodge ‘em 
up genre, however in a new twist, the vehicles would grow 
in size as they moved down screen and the road narrowed 
at the top giving a greater feeling of perspective.  This was 
a promising step forward and whilst poorly implemented, 
it paved a path forward for future games and a style of 
playing that wouldn’t be perfected until 1982. 
 
In a throwback to earlier EM games, Fonz audio was from 
an 8-track tape deck. 
 

 
 
 
Founded in 1973, Digital Games Inc from 
California were quick to imitate games such 
as Speed Race, but rather than a clear copy, 
they based the game on a motorbike in-
stead of a car.  A motorbike handlebar re-
placed the steering wheel.  The mechanics 
of the game played no different of course.  
Sadly without gears to play with or anything 
for the feet to do, it was hardly inspiring.  
This may explain the demise of the com-
pany in June 1976. 
 

 

  

In 1974, Speed Race (or it’s many 
pseudonyms) were inventive and gave 
the genre its roots.  But it didn’t stop 
there.  The top-down game made a big 
leap forward when ‘Highway’ from 
Atari was released in March 1975.  On 
the one hand, it was the first video 
game machine to offer a sit-in cabinet 
(previously the upright machines were 
sometimes offered with a stool in front 
for the truly addicted).  On the other 
hand, it also moved the gameplay for-
ward too.  For the first time the track 
was twisty and not only did you have 
to navigate past cars, you had to drive 
around the track too.  Arcade opera-
tors could change various settings of 
the machine to make the track more 
twisty.  The track always stayed in a 
single direction for at least 8 pixels 
and then changed by a maximum of 
45 degrees, meaning you were pretty 
much always heading upscreen.  A 
short sighted omission meant the 
cabinet was ‘one size fits all’ and 
must have caused problems for arcade 
owners of the time.  Despite this over-
sight, not only did Atari apply for a pat-
ent on the cabinet, they also used 
some un-sold cabinets for a later 
game, Night Driver. 

Colour screens again?   No, this was 
definitely black & white.  You would 
have to agree that these pictures 
from Atari are very misleading 
(especially since an earlier game, 
Indy800 was in colour) 

 
 
Fonz is the sec-
ond motorbike 
v ideo game 
f r om S ega .  
Some months 
before Fonz 
came  a  game 
called Moto-
cross.  It didn’t 
sell too many 
and Sega soon 
realised a li-
cence would 
help sell games.   
 
They plugged 
into the Ameri-
can youth who 
at the time were 
captivated by a 
TV star, Fonz.  
They renamed 
their game to 
Fonz and embla-
zoned his name 
and picture 
across the cabi-
net sides.  


