
 
 

 
 

 
 

In 1911, the Kwaishinsha Company was founded 
by an American Engineer in Tokyo, Japan.  By 
1914 (and after some previously successful 
prototypes)  it delivered it’s first prod-
uct—a motor car.  The first car, called ’The 
Type 41’ had a 2300cc engine which delivered 
15 horse power.  Thus began the Japanese 
fascination with motor cars.  However the 
Japanese culture didn’t quite take the motor 
car into their embrace and it took some 
years for vehicular transport to become 
popular in the East.   
 
By 1974 the car was synonymous with Japan.  
The Japanese Datsun Company had become the 
number one exporter of motor-cars (they had 
fifty ships in all, each of which could 
carry five and a half thousand cars!)  This 
was due to increased demand for economical 
cars which in turn was due to a substantial 
oil crisis the previous year.   
 
That year also led to a good deal of export-
ing from Japanese manufacturer Taito. There 
was quite a difference though between Taito 
and Datsun.  Taito only sold the right to 
produce it’s goods, not an actual product.  
That wouldn’t happen for some years.  Whilst 
they did manufacturer for Japanese arcades, 
Taito licensed their games to Midway for 
production in the USA.   

 
Left: Midway’s ‘Racer’ - also known as ’Wheels’ 
in a slightly different cabinet form.   Notice the 
gear lever is now on the right whereas the Japa-

Apologies for the laboured introduc-
tion, let’s get to the point: Speed 
Race was better than Gran Trak - 
leagues better.  Released in its na-
tive country by Taito, it was ‘Speed 
Race’.  For release elsewhere it was 
rebadged as ‘Racer’ or ’Wheels’.  
 
Like Gran Trak, it was led by For-
mula one vehicles and took a heli-
copter view of the road but this 
time the view was closer and the 
road very, very straight.  At the 
bottom of the screen was your own 
vehicle and as you planted your foot 
on the accelerator, the opposition 
vehicles would come down the screen 
toward you.  Had the phrase been in-
vented in 1974, we would have re-
ferred to it as a vertically scroll-
ing game.  It would also be ade-
quately described as a ’dodge ’em 
up’.  The cars coming down screen 
appeared most erratic in their 
steering skills—they followed a ran-
dom path zigzagging down the road. 
 
With two sounds coming out of the 
black & white screen, it was not 
perhaps the most attractive proposi-
tion for arcade visitors.  It had 
options though — players could 
choose two difficulty settings and 
there was extended play for scoring 
over 400.   
 
Did it do well? Sell a lot?  Oh yes.  
The second racing game to land out-
side of Japan did extremely well.  
Quite simply it was because of the 
better collision detection than any 
earlier  (EM) machines.  Sure it was 
better to look at a real model of a 
car on the old EM projection ma-
chines but detection was quite hit 
and miss and left players feeling 
they played a game of chance not a 
game of skill.  Videogaming rewarded 
skill and fast reactions so despite 
the car model turning into a two di-
mensional single colour car (which 
was a bit better than Gran Trak 
cars)  it was much fairer.  If you 
lost it’s because you messed up not 
because of poor engineering or worn 
machines. 
 
Later versions of this game were of 
course colour but it would be a long 
time before anything substantially 
different came along. 


