List SNES With Chips
	Chips
	Purpose
	Games

	BSX
	
	F-Zero

F-Zero 2

Kaizou Tyoujin Shubibinman Zero

Special Tee Shot

	C4
	This is a special graphics chip, used to create better semitransparent graphics effects (eg. Rain or water)  and 3D effects They are the only games that use it. The chip is was developed by Capcom. This chip was used to handle the wireframe effects, perform more general trigonometric calculations, and to help out with sprite positioning and rotation.
	Mega Man X 2

Mega Man X 2

	DSP1
	The DSP chip is a chip that helps the SNES to handle more advanced 3D effect in mode 7, than it can handle normally. DSP stand for Digital Signal Processor. This fixed-point Digital Signal Processor chip was created to allow programmers to generate more enhanced Mode 7 rotation and scaling effects in their games, and to perform very fast vector-based calculations. Later revisions of the chip, the 1A and 1B, were functionally the same but included bugfixes in their internal math calculations.
	Ace no Nerae

Armored Trooper Votoms

Ballz 3D

Battle Racers

Bike Daisuki - Hashiriya Damashii

F1 Roc 2 - Race of Champions 
Lock-On

Pilotwings

Super 3D Baseball

Super Air Diver

Super Air Diver 2

Super F1 Circus Gaiden

Super Mario Kart

Suzuka 8 Hours
Syutoko Battle Racing 2

	DSP2
	A bitmap scaling and bitplane conversion chip. A more advanced DSP chip developed by Seta that increases the SNES´s speed from 3.58 Mhz to 8 Mhz.
	Dungeon Master 

	DSP 3
	An assistant chip used only in one Japanese game for the Super Famicom titled SD Gundam GX. Although this chip does handle graphics decompression and bitplane conversion, a large portion of memory inside this chip is dedicated to rendering a very complicated title screen, leading one to the likely conclusion that its inclusion was more intended to prevent the game from being easily pirated.
	SD Gundam GX

	DSP 4
	DSP used in only one game cartridge, Top Gear 3000. It primarily helped out with drawing the race track, especially during the times that the track branched into multiple paths, which was a unique feature of this type of game at the time.
	Top Gear 3000

	SA1
	This monster of a chip was developed by Nintendo for multiple purposes. One of its tasks was as a memory compression chip, allowing the games to be bigger than normal by compressing the data. The chip also stored supposedly 1/4 of the video game itself on it so people could not copy the games or use them in a copying device. The chip is also a second trimmed down version of the SNES main CPU. This is an ASIC chipset with a 65c816 8/16-bit processor core, clocked at 10 MHz, containing some extra circuitry specified by Nintendo, including some fast RAM, a memory mapper, DMA, several programmable timers, and the region lockout chip. The SA-1 was a multipurpose chip.
	Dragonball Z Hyper Dimension

Jikkyou Oshaberi Parodius

Jumpin' Derby

Kirby Superstar
Kirby's Dreamland 3
Marvelous

Masoukishin - Super Robot Wars Gaiden - Lord of Elemental

Mini 4ku Shining Scopion Let's & Go!
Pebble Beach no Hato 2 - New Tournament Edition
PGA European Tour

PGA Tour 96

Power Rangers Zero - Battle Racers

Pro Kishi Simulation Kishi no Hanamichi

Rin Kaihou 9dan no Igo Taidou

SD F1 Grand Prix

SD Gundam G-NEXT

Shin Syogi Club

Shogi Mahjing

Shogi Saikyou 2

Super Bomberman Panic Bomber World

Super Mario RPG

Super Shogi 3 - Kitaihei

Taikyoku Igo Idaten


	S-DD1
	Other than its normal processing and copy protection duties, this chip was primarily a graphics decompression chip. This allowed games to be bigger than normal by compressing the graphics data. The game developers found it to be cheaper to add a specialized decompression chip rather than to add extra ROM space.
	Star Ocean
Street Fighter 2 Alpha

	SPC7110
	
	Far East of Eden Zero

Super Power League 4
Momotarou Dentetsu Happy

	Super FX
	This invention from the people at Argonaut is a special chip that is implanted in a SNES cart, like the ones above and is called the Super FX chip. It was specialized to help the SNES to create 3D worlds made by shaded polygons and texture mapping and light source shading. The Super FX chip is a RISC type mathprocessor and a supplemental CPU to the real SNES CPU. With the FX chip in a game the SNES´s speed goes up from 3.58 Mhz to 10.5 Mhz. This is a truth with modifications though. The 'real' speed never exceded the SNES CPU's 3.58Mhz, but with the Super-FX certain difficult graphic calculations could be done faster. Developed by Argonaut Software, the Super FX chip is a supplemental RISC CPU that was included in certain game cartridges to perform functions that the main CPU could not feasibly do. The chip was primarily used to create 3D game worlds made with polygons, texture mapping and light source shading. The chip however could also be used to enhance 2D games. This chip went through three revisions, first starting out as a Chip-on-Board epoxy glob-top in the earliest Star Fox cartridges, labeled as Mario Chip-1. Within a year, the chip was given a more conventional surface-mount package and labeled as the Super FX GSU-1, which was used in various games.
	Dirt Racer SFX

Dirt Trax FX

Metal Combat - Falcon's Revenge

Shoot Your Load (PD)

Star Fox - Version 1.2

Star Fox Competition

Stunt Race FX

Vortex
Voxel (PD)

	Super FX2
	The next Super FX chip are even faster 21.0 Mhz! The SFX2 consist of two chips each with a speed of 10.5Mhz that works together in tandem. Super FX GSU-2 chip, which had a larger address bus and was manufactured with an improved semiconductor process to allow it to reach its target clock speed of 21 MHz. Although the pinouts and maximum clock speed differ, the instruction set for the Mario Chip-1, FX 1, and FX 2 chips are identical. Star Fox 2, Comanche, and FX Fighter, all games designed to take advantage of the increased power of the Super FX GSU-2, were developed but never released for the SNES/SFC, disappointing many followers of the technology at the time.
	4x4 Racer

Comanche

Doom

FX Fighter

Power Slide

Star Fox 2 (Beta)

Transformers

Winter Gold FX

Yoshi's Island


