
 
 
 

 
Late in 1999 Yu Suzuki, released 
his latest project, Ferrari F355 
Challenge.  The Ferrari simulator 
hit the arcades with three screens 
to give a wider peripheral vision, 
a clutch and a ‘H’ gate gear lever 
of trendy brushed steel and alu-
minium design.  Using four Naomi 
boards in parallel, graphics like 
this with Tri-linear mip-mapping 
texture control were the best yet 
seen.  It was the ‘experience’ how-
ever which sets it apart from con-
temporaries.   
 
The game is based on  the real 
racing series where F355’s race 
together—they are essentially a 
road-going car with a roll-cage, 
bigger brakes and a lighter body. 
 
 
 

 
 
 
 
 
A triple screen had been seen before (1982 Atari TX1) and a simulator 
had been seen before (Atari 1989 Hard Drivin’) but never together and 
never so well. 
 
Ferrari helped develop this simulator and it is claimed by Ferrari to be 
a very accurate simulation of racing a Ferrari F355.  A printer within 
the machine offers the driver a printed description of their ‘racing line’ 
and other technical data. Some people may not find it great fun, but 
most agree Sega had truly excelled themselves.  At three times the 
cost of a quality machine ($18,000) however, only the best arcades 
could afford to buy several and link up for the ultimate multiplayer 
simulation.   
 
Thankfully, since damaged cars was not included, magnificent AI was 
apparent.  Only this and TOCA has ever showed something like formi-
dable opponents. 
 
Brought to Dreamcast November 2000, the game played best in 60hz 
widescreen mode.  The Dreamcast controller was somewhat lessor 
able than the arcade hardware but a high quality near perfect conver-
sion showed the world that one car and (ignoring test tracks) about 8 
tracks was quite sufficient for an engaging experience. 
 
This was the last great racer released in the 
arcades for many years. 

 
 

  

 

In 1985 there was Hang On followed by Outrun in 1986.  Over the 
years I’ve made many driving games and it has always been my aim 
to produce a driving game in which Pro drivers should be able to beat 
game enthusiasts.  After ten years I have finally been able to achieve 
this goal. 
 
With the assistance of Ferrari and many Pro drivers I have created a 
machine that is more like an actual racing simulator than a game and 
I hope that this game will evoke the same level of feeling and passion 
as that of an actual Ferrari. 
 
I now present this game for the enjoyment of all motor sports fans 
around the world. 
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Yu Suzuki forgot to mention how 
incredibly difficult this game is.  It’s 
probably the second hardest game 
ever.  See Revs or GP Legends for 
the hardest. 


