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Suzuka 8 hours replicated a racing series from 
Japan.  But that wasn’t important.  It was more 
important to look for the manufacturer name 
and see if it was one you knew —Namco, previ-
ously of Final Lap fame.  The year was 1992 
and this the final worthwhile sprite based 
game.  You will see from the flyer that it was a 
clever game, offering different camera angles. 
 
In fairness it was only a moderately good game 
and shamefully the graphics were barely any 
better than Super Hang On.  Not that you likely 
ever found one of these rare machines.  Every 
arcade in the land had dedicated any spare 
floor room to Virtua Racer that year and whilst 
that was pulling in the coin, this  monster was 
not a contender.  Look at the flyer...the floor 
space required is quite huge.  Sega didn’t just 
put a nail in Suzuka’s coffin, it prearranged the 
funeral and sent a bunch of flowers. 
 
 
 
 

 
 

 
 
 
 
 
 
 

 
 

 
As is often the case for new technology, polygon 
power was used for car racing games first.  The first 
polygon motorbike game to reach arcades came out in 
1995.  But it was worth the wait.  If you compare this 
with ‘Team Suzuki’ from 1991 on the Amiga or if you 
played it yourself you’ll know that it was worth a good 
few coins.  The sensation of speed is incomparable.  
 

Manx TT used the Model 2 board (as Sega Rally), a 50” 
Projection screen and a vibration system tuned to the 
5 speaker audio feedback.  It was truly a stunning 
game and very playable indeed. It didn’t quite have the 
impact of Hang On, but is still one to hunt down in the 
arcades all these years later.  Like some other big pro-
jection  screen arcade machines, this game suffers 
with age as the intro/menu screens get  burned into 
the screen, rendering the game useless. 
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Rhe bike exhaust was actually 
the LFE channel speaker port. 


