
 

Like Taito, Konami have been more involved in racing games than you might think.  After 
1984 Road Fighter, 1985 Konami GT (also known as RF2:Road Fighter2)  and 1986 Wec Le 
Mans.  What followed?  Well not much until the arcades were buzzing with 3D games.  Since 
then it’s been none stop.  In 1994 Konami released a stand up cabinet 25” screen game 
which seemed to be a simple update of Wec Le Mans.  They were years behind their com-
petitors.  It still used stripes in the road to convey speed!  Clearly it had no hope of compet-
ing with Ridge Racer or Daytona and it’s likely very few arcades bothered with the game 
until they were literally giving them away.   

 
 
 
However roll forward two years to 1996 and Konami became 
interesting. Konami’s efforts to compete with the mighty 
Sega and Namco were a three-pronged attack. First was Mid-
night Racer—the third and final game in the ‘Road Fighter’ 
games.  It was set in the dark, had non-licensed cars and con-
tinued the trend for ‘in-car’ views of this series of games.  It 
flopped.   
 
Konami’s middle prong for 1996 was GTI Club.  It was a de-
luxe 50” screen sit-down job.  But it featured low-powered 
mini’s and ‘town’ cars.  Konami made this a ‘fun’ game and 
didn’t take itself too seriously.  It was more like an ‘Italian 
Job’ game than racing (too many shortcuts etc) and given the 
premium space required for the machine, wasn’t hugely 
popular.  Several sequels followed. 
 
The final 1996 Prong is the most interesting.  It is a game 
competing directly with Taito’s ‘Side by Side’ the pre-cursor 
to Battle Gear.  Winding Heat had 3 road courses (plus traf-
fic), one being a very twisty mountain road.  It had an in-car 
view.  It had white dials (very fashionable at the time).  It had 
real Sports Cars and an option for the 50” screen.  This was 
more serious racing.  
  
 
 

Exhausted from 1996, Konami had 
a year off.  But when they came 
back, they did it with a huge bang.  
In 1998 they released a successor 
in all but name to Winding Heat, 
the best of the earlier bunch.  In a 
brave move for the time (Arcades 
were long since in decline), Konami 
brought out a seriously innovative 
deluxe cabinet.  Racing Jam 
(deluxe) featured a goliath 70” 
parabolic screen.  A curved screen 
to hopefully add to the immersion.  
Add to that a six speed shifter and 
a clutch and you had yourself one 
mighty attractive game. 
 
It was Sports cars and twisty roads 
again.  This was without doubt the 
pinnacle of Konami’s arcade racing 
days.  Aside from Racing Jam 2 the 
sequel, it’s all downhill from there. 
 
Konami’s subsequent efforts have 
focussed on Thrill Drive (1999, 
2001 and 2005.  This is more of a 
budget cabinet and a ‘through city 
traffic’ racer allowing you to run 
over pedestrians and other debris 
whilst travelling as fast as you can.  
It’s a successor to their 1990 
Overdrive which was a worthless 
Sprite racer. 
 
Konami’s efforts in the naughties 
are focussed heavily on Bemani 
games. 
 
 

 

 

 

All 1996:  Above, Midnight Racer.  Above Right, Gti Club (Also known as Driving Party).   
Below, Winding Heat. 

Above top: Racing Jam.  Above: Racing Jam:Chapter 2 

Left:Thrill Drive (including in-car view, 
common to Konami games. 


