
 
 

 
 
 
 
 
 
 
 
 

 
 

Monaco GP featured a wheel, single pedal and a vertically scrolling top down view.  Nothing new there for 1980.  Intel created 
the world’s first microprocessor 9 years prior to this game, the Intel 4004 consisting of just 2,300 transistors.   Despite this, 
Sega made the game without the use of a microprocessor.  So on paper, Monaco GP doesn’t look promising.  So 6 years after 
the genre was born, why is it here?   In deluxe form, it had a huge cockpit cabinet and had a large padded steering wheel, accel-
erator and gear stick. There were speakers positioned in front of and behind your head.  The sound of a passing car would 
move between these speakers to great effect.  Despite being a top-down view still, the graphics, animation and quality of play 
was out of this world.  It would seem the lack of a microprocessor didn’t do this game any harm. 
 

It played like a dream—it was like the culmination of all the other top-down games rolled into 
one great package, however some additional ideas were added to the mix to make it quite 
special.  One nice touch was a night section where you could only see a tiny fraction of the 
road in your headlights.  Many of the ideas in this game found their way into the driving 
games of other companies.    
 
 
 
Development of racing games 
was still slow in the seventies 
and whilst Monaco was the 
best around, nothing much 
changed until 1981.   
 
There was one other interest-
ing game from 1980—Namco 
saw success with a ’drive 
around the maze’ game 
called Rally-X. In fact at the 
AMOA show October 1980, 
four Namco games were 
shown before public release.  
One of the four was Pacman.  
Rally-X was voted as most 
likely successful game!   

“Enter Sega, with Monaco GP as their first decent racer.”  

 

Atari also delivered a colour game in 1980 called  Monte 

Carlo.  It was a ‘sprint’ clone with scrolling screen:- Okay,  

but no match for the mighty gameplay of Monaco GP. 


