
By 1980, N3 was launched.  It made a huge leap forward in the quality 
of gaming but also in the cabinet design.  Dr Foerst says “N3 was an 
improvement of the N1 in hardware, software, gearshifting, noises, 
displays, and new graphics with road markings and crash barriers.  
The feeling for driving was considerably improved.  It came on the 
market in 1980”.  Part of the improvement was due to integrating a 
Z80 Type MK 3880 microprocessor.  Dr Foerst continued “I presented 
it on various exhibitions Europewide and became known as the inven-
tor of driving simulators.  Mary Openshaw of ‘Coin Slot’ magazine was 
highly interested in the matter”. 
 
However it was the cabinet designs that are really breathtaking.  Check 
out the pictures shown…Dr Foerst had designed the game as a ride-in 
and had both a ‘Turntable’ machine and one that tilted (the Power-
Slide) for the obvious reasons.  Not content at such innovations (seen 
only previously in the likes of commercial flight simulators) he also 
created a version running inside a full size F1 car and a kiddie ride 
which looks like a go-kart.  
 
As the cabinets became more interesting, so did the interest from the 
media.  Various famous Germans are photographed in studios playing 
the games. 
 
Another year, another N.  By 1982, with simplified components came 
N4 (the third hardware iteration).  With it came stronger graphics, now 
in colour.  And whilst the games became more varied and better look-
ing (especially in colour), so the cabinet remained stuck in the seven-
ties from a design style. Take a look at the ride-on motorbike game.  It 
may well be the most uncomfortable coin-op ever.  The Power-Drive 
game was a heavier, larger and safer version of Power-Slide.  But it still 
looks to me like you could fall out of it.  But this is 1982 for goodness 
sake…it’s colour, it’s ride-in, it’s a simulator.  Criticism like ‘you could 
fall out’ seems harsh.   Of interest to anyone who is a huge Atari fan, 
will be the ‘bike-trainer’ – a logical regression of the motor vehicle 
simulators!   Atari had a ‘project puffer’ which was this same idea of 
gaming and an exercise bike.  But Puffer didn’t even have a prototype 
until Feb 1983 and in fact never made it to market. 
 
Through 1983, Dr Foerst was unstoppable.  He produced what can 
only be described as the world’s first link-up multi-cabinet game. His 
‘Nurburgring Competition’ (N5) was of course an improvement of N4.  
An article in “Munzautomat” January 1984 described the invention.  
Overtaking seems to have been a ‘gentlemanly’ pursuit.  Collision 
seems out of the question. 
 
In 1985 it must have felt that there was no end to the possibilities as 
the “Nurburgring Dino Turbo” was created—though it was just a ‘one 
off’ unit.  Then a BMW tie-in – a full scale K-series motorbike was put 
on some rollers and ‘Power-Bike’ was played. 
 
By the mid eighties, as far as gaming goes, Dr Foerst had peaked.  The 
mainstream arcade manufacturers were in full swing in the UK and Dr 
Foerst’s creations became exhibition show pieces or trade show pro-
motional ware.  Although some 200 were exported into other Euro-
pean countries, they largely remained within their native territory.  And 
you might well wonder why, after such a creative beginning, did the 
games (mostly) stop in the mid eighties?  The government and their 
legislation, that’s what.  In 1983 the West German government 
brought in an act for the protection of youths in public.  This made it 
impossible to have coin-operated video games in public places.   
 
Over 1,000 machines were manufactured.  200 were actually leased/
hired by Trakus to the automobile industry, museums, amusement 
parks, exhibitions etc.  After the Youth law, a number of these ma-
chines were destroyed, the rest being sold to arcade operators who 
run them in bars, exhibitions etc.  It is believed that one of the few ma-
chines remaining is in a museum.  
 
Later revisions of the hardware include N6, still using sprite-like 2D 
graphics (in Eproms) and N7, now in real-time 3D, but still not Using a 
PC.  Both were developed between 1985 and 1990.  But these ma-
chines were not just games, Dr Foerst was pursuing his interest in cre-
ating driving simulators for training and education.  And he still does 
this today.  Except now of course he uses PC’s instead of bespoke elec-
tronics and his work is purely for commercial/educational use. 


