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The best coin-op games begin life in

Japan. So N64 Magazine's man in
Tokyo, Max Everingham, was

dispatched to the bustling arcades of
Shinjuku and Akihabara to sample
the machines we'll be playing in a

few months’ time - and possibly,

eventually, with a favourable wind,

on our Né64s.

apanese of every age, status
and background convene on
games arcades when the
weekend finally rolls around.
And they often don’t wait till then,
heading in after work (or school) on
their way home to play both the
familiar... and the bizarre,

The traditional-style racing and
fighting games tend to enjoy a high
profile in arcades all over fapan, but,
thankfully, they're certainly not all
that's contending for our 100¥ coins
(100¥ being the average price of a
single game over here). In fact, the
number one game in terms of sales in
Japan in recent months has been a
curiously-titted quiz game = more of
that later.

“What does this have to do with
beautiful Nintendo 647" you may

urvive in

JAPANESE
ARCAD

well be asking yoursetves. Well, even
the most inexperienced gamer will
have realised that many of the most
successful and durable video games
drew their first electronic breath in a
coin-operated arcade bow. The
advent of the super-powered
consoles — amongst which our
beloved Mintendo 64 reigns supreme,
naturally = has led us to expect
‘ports’ of some of this arcade
excellence into our homes.

50 dive in and experience the
latest delights that the games
developers are hoping will coax us
into parting with our hard-eamed
cash, Spend a little time reflecting on
how far the games business has
come, how fortunate we are
now, and how far there could 0
still be to go,

66 NI ...,
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y first thought when |

saw this new racer

from Konami was,

“Well, here we are, yet
another driving game.” The cabinet is
none too impressive and doesn't
exactly scream ‘innovation” at you as
you plank yourself down in the
bucket seat and dig around for your
100¥ coin. Racing games are two-a-
penny just now, and with the likes of
Scud Racer tearing through the
arcades, any new offering is going to
have to be a bit special. Thankfully,
‘special’ is just what Konami's new
racer is.

The first extra becomes apparent
as you go through the set-up
procedure, Pop the coin in the slot
and you're treated to a spinning
avendew of the town you'll soon be
hurtling
around in
Civen that
the setting
of the game
is the Cote
d' Azur, this
is all very
pretty
indead. All
thé races
take place in the streets of a
picturesgue coastal town and you
quickly realise that you're going to be

h, the long-awaited Scud
Racer. Let's see. There's
no faulting the graphical
capabilities of the board
in this machine, and AM2 have done
a sterling job in creating some highly
realistic, nay breathtaking graphics.
Typical Sega options abound: four
courses, from beginner to expert: four
cars bo choose from (Porsche 911,
Ferrari F40, Dodge Viper and McLaren
F1, each with different handling
characteristics); four driving views;
and a choice of day or night driving.
The lighting effects on the night-
time Aztec temple course are
wonderful, ranging from a light haze

able to scare the fving daylights out of
a fair tew tounsts on your way to
victary. An encouraging start
Your options here are tag race
{with up to four players), normal
shortcut race, and shortcut in mirror
mode. Make your selection and you're
presented with five vehicles to choose
from, including a Mini Cooper, a VW
Gotf and a Lamboeghini Countach. In
an admirable attempt to instill a few
eirly life lessons, Konami have
arranged that, just as a supercar will
cost more in real life, in G Club you

have to double your stake and put
200% into the machine for the Lambo
Here come the really interesting

features, though. If
you've chosen the
shostcut race, you can
swing off the beaten
track at various paints
and attempt to cut
ahead of the pack, One
minute you'll be
bumping through an olive grove, the
next you're careering along a café
terrace, scattering terrified tourists

a5 you pass the waterfall (now required
by law in all Japanese driving games, |
gather), through beight sunshine
climbing the hills, to gorgeous earthy
rich golden-brown hues and blazing
fires as you rip through the temple,
The Al of the CPU-controlled cars is
sharp, guarantesing quite a battle as
you strive for glory. And the sense of
speed i
tremendous,
In the F1
{high-speed),
you can easily
reach a

Smoking!

Undeniably,
Scud Racer is
smashing to
look at. But where's the beef? You get
a couple of minutes of driving, tops,
for your 200¥, and there's really

In tag mode with a friend, the
course is cordoned off by means of
metal fences and a bomb icon appears
OVET One with smaller bomb icons
circling the vehicle. You're ‘it’, and the
aim of the game is to chase and tag
your opponent. When you do, the
bombs shift over to your car and then
t's your turn to play chase

The graphics are of a very high
standard, particulary the pre-rendered
backdrops of crumbtly busldings and
Mediterranean coastlines. There are
ather nice touches, such as mud
splattering the car, cnooming traffic,
and Sunday drivers pulling out in front
of you. There's also a genuine theill in
being able to scream down a
narrow alleyway of recreate the
stair-descending trick straight
out of The Italian Job.

Better than the inclusion of
the sharteuts, though, is the
hand brake. Mot readily
apparent when you first slide
into the seat, this handle is your
ticket to pulling off some guality
U-turns. When you're steaming
towards a particularly sharp
corner, just yank this baby
skywards and the car swings
neatly around. It's not just 'a bit
handy™: to navigate some of the
fighter bends, it's absolutely essential

GTi Club provides an entertaining,
sometimes exhilarating driving
expenence, aided immeasurably by
the addition of the shortcut feature
and the tag mode. It's already giving
Scud Racer a run for its money in the
arcades and places one spot higher

than the Sega game in the 0

money taken' polls this month

nothing to do but
steam along,
avoiding the other
cars. With the ikes
of GTi Club
inhabiting the same
buildings, Scud
Racer seals are
often left waiting for
their next bum,
while the Japanese boy racers

give the Minis a run for their

money on Konami's baby,

graphics © sound @ gameplay 4 innovation §

| OPERATION

‘'m going to make this
quick. This is a shooting
game with a huge great
gun for you to menace
innocent passers-by with when
you‘re not pointing it at the
screen. Otherwise you just
shoot everything you see.
ch after

ples as it de
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urf's up! One look at the
machine and you'll
cormectly surmise that it's
another of those games
based on a board with no wheels,
But what a gamel See those
ruddy great grab bars on around the
cabinet? Well, grab them, because
after coughing up your 200% and
going through the usual run of
options (course-type, length, choice
of six characters with names like
Ken-ta and Ash) the crashing surf
music fires up to blast the cobwebs
out of your lug-holes and you're
hurled down the start ramp into the
crazy world of extréme sports
The board you stand on is made
of hard moulded plastic. And a good
job too because, apart from the
swishy movements you use to steer,
the primary method of control is to
stamp on either end of it
in order to

pull off the stunts which reward you
with time bonuses and extra points,
The average game time is about
three minutes, or less if you keep
eating dirt or missing the time-ups.
You navigate a concrete-wave-
type skateboard course, but aren't
confined to it. A few well-timed (or
laughably miscalculated. in my case)
jumps will allow you to get some
SErious air b‘lf |E.3'-'|f'|g the pipe
altogether and hanging with the
birds. When this happens, the game
camera tracks you, resulting in some
mind-blowing angles gearanteed to
throw aff even the hardened riders
The most fun, however, lies in
pulling off the stunts. Loops, spins,
tail and nose grabs, alley-cops and
air walks are all available, and then
there are the more oddly-named
ones such as 'b/'s mute’, 'f/'s 540
and ‘back loop to method'. | was
just trying to stay upright and not
lpok completely foolish in front of
the surf dude kids who were
gathered around watching me
The position of the time-up
rings usually entails leaving the
csafety of Mother Earth, if just for a
second or two, which s a neat way
of encouraging players to take a few
risks, significantly increasing the thrill
of the ride. Sound effects
are minimal, with the odd
'Oh man!” thrown in when
you miss a jurmp, and the
music is the kind of crashing
surfer rock anthem you'd
expect from a game like this
Top Skater is a cracking
game and, while it's too new
for me to know if it wil
become top dog, it's far and
away the most excitement I've
had from an arcade game for
some time, It blaws the socks off
the ski games and, like GTi Club,
it aims to be fun rather than
an ultra-realstic simulation

graphics slsuund r 4
gameplay © innovation J
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Club, Top Skater and Scud Racer.
Quite why, though, | have no idea.
Improvements include a new
course, a choice of skiing styles,
and the ability to race against a pal
on a neighbouring machine.

he sequel to this top ski
game is in just about
every arcade I've been in,
joining the likes of GTI

Choase your skier, go for a slalom
or high speed run, and get ready to
hit the slopes.

| played the original machine in
London's Trocadero quite a while
back now, and the new one plays
just the same. Same controls, same
graphics, same tired old touches like
a helicopter appearing right in front
of you as you gain the ridge (Ridge
Racer, anyone?). There's a good
sense of speed, and some beautiful
views, but, and | have to say this, it
Just sn't very interesting. You start
at the top, amd go down to the
bottom. Hmmm. The only thing of
note is that there's a (documented)
cheat* in this game which allows
you to choose a bear, or two old
men on one pair of skis, as
your character. Doesn't save it
from Yawn City, though. 0

| * Hold the L+R yeliow buttons down wien you

put youwr money in, choose the siyle, and press
R button bwice. The bear is yours. For the old m
press the L button dwice at the second siap

graphics @ sound 3
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PRINT CLUB

Various developers

here are a few sights
which strike you when
you first arrive in Japan.
But

impressive, one
way or another,
than the
apparently endless
hordes of tanned,
short-skirted (with
belts, often),
mabile-phone-
carrying high
school girls.
These
creatures can be
seen walking and
chatting together
in large groups all
over the city at all
times of the day
Mot only do they seem to be
everywhere you look, but their
uniforms, their hairstyles and their
penchant for ostentatiously adjusting
their make-up in public places raise

their profiles to a level that's
impenssible to ignore. (Well, that's
my exclse.)

It's hard work getting to look
this good, so what could be more
natural than the desire to record the
look for posterity in the form of tiny
photo-stickers, and then distribute
them among your friends? Enter
Print Clubl These litthe beauties (the
machines) allow you to capture the

lowely wision that ks
you against the
backdrop of your
choice for the
bargain price of
300¥, Selectable
frames, applied
afterwands, feature
the likes of Snoopy,
Felix the Cat,
Mickey Mouse or
even your favourite
celebrity. After a few
button pushes (see
instructions to the
right), the machine
dedivers a sheet of
16 sticky-backed
photographs - called
‘seals’ in Japan =
which you can then display to the
adoring workd at large. Mext to most
machines there's a special notice-
board where you can stick a sample
for future visitors to gogghe at.



COME ON THEN, IF
YOU THINK YOU'RE

rand new in the arcades is the fast-
paced, endearingly wacky
Armadillo Racing from Namco. armadillo to
Your objective is to complete two paddie to the bank, drag
laps within 60 seconds. himself out and shake his body free of
Control could hardly be simpler. Th water. Actually, he' ¢

Id be a ‘she' - it's s0
trackball makes a return to the hard to tell wath armad

i

arcades, operat aver a 180 de Hit one of the b ers which Btter the
foward arc, All you do is frantically palm the obstacle course or run into a pig an
ball forwards and the animal gallops off after up and spin like a hedgehog. There's an odd
his mates pink heart icon on the screen. If you get
The two carried away with the trackball, the heart
COUrSEs run over changes to red which basically means you're
banked dirt about to give your beasty a coronary. A blue
tracks, down bar underneath indicates your speed
tobbled-stone The graphics are of a very high standard,
paths, along but that's not really what this game's about -
wooagen it's more to do with good, light-hearted fun
wialkways and This is reflected in the varied gamers attracted
across bridges to the machine, from young nippers to
Fall off a bridge street-wise high-schoo! kids and sharp-suited Thrawing
and you tumble businessmen. Is a great laugh, if Sun Tzu
into the water, nothing else. My only complaint is that 0 one of the
forcing your 60 seconds is a bit too short for 200 challenged him Tekken 3 |

dering that my last adventure
g at the hands

graphics P sound § o iy
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FPrint Club is massively WHU I
popular here, and at the f Heh! Heh! You
weekend every machine in sight ] and whose army?
(they're dotted all over the place -
in shopping malks, train stations,
catés and wideo stores, as wefl

as in arcades) boasts long, long & g B _ I::;:t:; {Essential.

lines of chirpy high schoolers Ni step Step betind curtain
eagerly a';;rﬂnﬂpa;a rgr:t "f and jockey into P;ﬂsgf”-
seals Te de‘:u - ' San step 15CT, | style y
i s Shi step Select 57 th seal ] 1N
buy dedicated albums to - Discuss choice, De-selec Ah, right you
store their collection in, 7 le. Select another one... are then
No. really. (./ al B atep Select frame. Discuss

chioice. De~5ﬁ|§d i
GE.
::miﬁepm Hit *freeze’ button
to capture image-
achi step Laugh
:prnari.ouily. Strike 1_T|gn.d for
closing eyes of lpoking in .
wrong direction. Hit bu::n
unfreeze image. 'Pos:
freeze button. LaUg

riousty. Strike friend...
L("rpl:"-];'\step can be repeated for

;(M::til.nnlchaji for 2-3 minutes
w1{1ile machine does its stn.'; :
Ju step Collect stickers D{E
SCISS0rs attached to side
maching. Diskribute.
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aito have granted the
wish of the little boy
inside each of us with
their new game, Densha
de, Go!, where the player finally
gets to realise the dream of being
a train driver.
And the excitermes

controls
which ¢ mistaken for
the real thing. while up on the with trains that are
ahways on time
{barring accidents)

(R} as could wal and the Shinkansen
Odd that the Japan (that's Bullet Train
“'.l'r_riy all suffer the assorte 1o you, guv)

ndignities of a long train-commute
to work every morming packed in
ike cattle, should take this game to

capable of speeds

in excess of 350

thewr hearts. Th 0 t
thirtysomething Japaneése arg
patiently for their turn 1o play just justifiably

£0 to show that the train occupies a proud of their 0
very \_[:clg:.,:l olace in many of our radl system

RATINGS graphics @ sound §
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PACHINKO

f you don’t smoke, don't go

into a Pachinke parlour -

the first thing you'll notice

is the billowing cloud of
smoke hanging menacingly from
the ceiling, I you are a smoker, on
the other hand, leave your fags at
home and inhale for free.

Pachinko parlours are an odd
sight. Imagine row upon row of
grim-faced individuals sitting on
tiny plastic seats,
staring fixedly at
flaching, beeping
panels that look like
a fruit machine
crossed with a
pinball table, and
you pretty much
have the basics.

The machines
them-selves are
entirely auto-
mated. and
they work
something
likoe this:
bail-
bearings
are
introduced into
the top where they
then make their way through a
maze of prajecting pins arranged in
a pattern on the surface of the
{upright} table. As the balls
progress southwards, reels such as
yeu find on fruit machines (but in
LED or graphic format) spin to
provide bonus options. The reward
comes when you cause the sitver
balls ko enter a ‘goal’ area located

weight

fighting style

stance

habitat

\N

towards the bottom of the table.
And the reward is more silver balls.
The only interaction an the
part of the player is at the
beginning, Through the
manipulation of a, um, knob, you
can affect the velocity and
trajectory of each ball as it's
released into play. That's it. Don't
go thinking that this is easy -
aficionados swear there's a
considerable degree of skill
invalved in turming this knob.
Every parlour has more
bouncers than your local Ritzy, and
if you're not the kind who likes a
drink, a smoke and to spend your
day off in a noisy aircraft hangar in
your shedl suit and shippers
watching machines play with
themselves, be
prepared to be
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MY ANGEL CHILD CARE QUIZ

Mamco

ook, don't start. This
deserves a mention -
because it's, incredibly, the
number one arcade
machine in Japan this month.
(Rated by sales, that is - punters
ke you migh expactte
you might expect
only people to play this one to be
young mathers, there just aren't
that many of them around.
{Remember what | said about single
women?) The name is misleading,

though, because, despite the play, it s in fact a straight-forward

showing a couple of anime ~ general knowledge quiz game. So 0

display
babies frolicking around as you I haven't gone soft.

graphics Er, right sound NI/ A

gameplay 8 innovation 1

orse-racing games have
found their way into
arcades and while many

of them inhabit the
regular arcade cabinets, some of

o
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TOKI MEKI

MEMORIAL

Konamif/Varous

udging by the number of
peaple waiting for a go on
this machine (or rather,
machines, as everyone is
getting in on this particular act),
Toki Meki Memorial is one of
the mast popular game in
Japanese arcades.
‘Toki Meki” very
roughly translates as
3 ove’, and
morial” part is
a kind of Japlish
which should have
been ‘souvenir’, since
the sole purpose of
playing the myriad
nachines that make
up the TM

walk away with
a trinket
emblazoned
with t
anirme’ |
cartoon-style)
girls” images
Toki Meki
' 15 the name of the high
5 the girls attend in Konami's
phenomally sucessful date-sim
video game of the same na
b sf selling b
1 261 = Wil)
hines are pot-luck
jobs and d ut badges, posters,
stickers and plastic dolls, while
others, inc uding Konami's
brand new Toki !
Memarial mact
clightly more elaborate affairs
And | mean only shightly
Here, you place your left
hand on the sensor {pictu
and operate the buttons with
your right, first selecting
which girl vou want to hit on
and then responding to her
on-screen questions, The
sensar goes to work and helps
decide whether the girl's heart
and yours ‘agree’, in which

Nasnco 4
in the shot, Toki M
:v[:::.:nd you hit the putton to M

catch the bo, the dollis yours. The sole p

men, Hmm.

| TOKI MEKI DISC COLLECTION
Konami

s Eaj:‘htehme robot's arms clash together. If you

case your heartfelt love (Toki
Meki) percentage increases. Leave a
Ilf'En‘.lI'f!' |'I1F?'I"‘-!- O, hl’h\'&"ﬂ"’_ and
your life meter takes a knock, At
the end of it all, you can opl to
have a print out of your
results and a picture of your
nNew woman
In a country
where 70% of 20-
30-year-old
WOMmEen remain
single, you'd
think the droves
of young and
middbe-aged men
who flock to these
machines might
make better use of
their time
Unfathomable
as its appeal may seem to
same of us, Toki Meki
memaorial paraphernalia is
everywhere you look. No game
store is without a section given over
entirely to displays of T4 kit. as if
what's in the machines wasn’
enough. There's even one
gentleman who recently made the
news here after claiming to be so
devoted to one Toki Meki character
that he had his futon printed on
one side with a full-length image of
her 5o that he can lay down beside
her to sieep. At least, | hope

he sleeps 0

JAVIHVY ISANVAVI ¥V NI JALAYNS w

ough the hole above the robots

reserve of young and middle-aged

This Is ane of the simpler anes. Stick 100¥ in i
_ ; the slot, hit
to set the lights gaing, and hit it Again to start the ﬂmﬁiﬁﬂ?m

sequence. If the lights stop i ik
el ghts stop in one of the four spaces inside the heart, you
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