
One of the earliest drift racers available in the West was ‘Touge King: The Spirits” 
from Cave/Atlus in 1996 for Playstation.  It was released in the USA as High Velocity 
Racing and was a ‘so-so’ game of mediocrity trying to compete with Ridge Racer.  
Three sequels have followed and greatly improved into one of the best Drift racing 
games available today.   The third in the series was released into Europe by brave 
Phoenixgames. By the third game, the handling has evolved into a game sitting per-
fectly between the arcadey Battle Gear and the sim-like Kaido Racer.  What follows is 
my review from 2004 of the Playstation 2 only game. 

 

 

 

 

 

 

 

Touge Racer 3 / Road Rage 3 ( UK Name ) 
 

 

GAME PROGRESS 

The game starts having you complete simple races and 

ends with certain challenges like 'complete this section, 

gain sufficient drift points and don't collide with any-

thing', there's a simple drag race, a fast mini oval, a 

night time section etc.  Ultimately it's about unlocking 

tracks to further your progress and unlocking cars along 

the way. 

 

This is a short lived game and it won't take many hours 

to complete.  It's often about choosing the right car for 

the job, as the opponent will be tailored to your own 

choice.  And as is typical of the moral-preaching East, it's 

better to choose the ugly cars than the pretty ones, be-

cause they sound better, handle better and in addition 

your opponents are easier. 

 

Sadly then the single player game is a little short lived 

with only about 8 areas/tracks to race on.  Not that this 

is a big deal.  It’s great whilst it lasts.  As is often the 

case with racing games, it's time trialling and beating 

your own score/time that counts.  And in that regard, the 

game triumphs with a time trial section reversing the 

routes, allowing ghosts and/or replays to be saved. 

 

One last thing on game progress.  The localisation has 

been adapted from Japanese to Japlish - that curious 

language exchanged between satellites above Asia and 

Europe.  It usually makes sense in context and reminds 

you that this is an Eastern Delight to be cherished for it's 

character not cursed for the confusion. 

 

CONCLUDING 

As this type of game goes, it's the best we have here 

without paying for import games and import/chipping 

your machine which seems to be most uncommon this 

generation of consoles. 

 

I would recommend this game to drift racing fans without 

a doubt.  But here's the great news: It's a seriously 

budget friendly game from at £8.99.  Sadly I can't see 

Play, HMV or GAME stocking it.  If you want it, try ebay, 

try bugging your local retailers and if all else fails, email 

Phoenix! 

Absolute concentration is required to get each 

corner right.  The correct entry speed, the right 

amount of turn-in and of course it's not just 

about holding the gas level and turning correctly, 

you do have to balance the accelerator and throt-

tle up and down to get the control you need 

without over-steering and dropping it into the 

wall with an embarrassing end and being 

stripped of your drift points you've been carefully 

amassing.  Oh and the same goes for just scrap-

ing the wall, them points will be zapped. 

The Drift points scored depend on quality of drift 

too, ie whether you exit with your axels perpen-

dicular to the road and with most speed, or par-

allel. 

 

 

GRAPHICS 

Very 2001.    But smooth, putting ticks in the 

right boxes and no sign of pop up or slow 

down.   For instance the car models are merely 

adequate, but their detailing is great.  Little 

stickers, the grill, the lights, the fat and very 

round exhaust pipes, the chunky and detailed 

wing mirrors.  Also, the headlights are real-time 

and you can see competitors coming from behind 

you as their headlights light the road ahead.   So 

as I say, it ticks the right boxes and leaves alone 

those it can't deal with.  No hi resolutions back-

grounds, no big feeling of depth and not a huge 

variety. 

 

Camera is limited to a slightly-too-low bumper-

cam and a follow-cam. 

 

SOUND 

Engines are reasonably representative.  For in-

stance the Mazda engine sounds gruff and the 

Honda engines buzzy and high revving.  Turbo's 

pop or hiss as they discharge in their various 

ways and the tyres squeal in all the right places 

making the right gratifying sounds. 

 

Publishers have always been reluctant to publish 
Japanese drift racing games.  Sega's Initial D has 
never made it to PAL areas outside the ar-
cades.  Drift Racer:Kaido Battle was due but 
eventually the plug was pulled and it was never 
released.  Touge racer from Atlus/Cave is a 
lesser known title, but a serious competitor in the 
Japanese market and a Saturn game from this 
franchise was released in the USA many years 
ago but not in Europe. 
 
You might know Cave/Atlus Pikes Peak Play-
station racer in 1997.   So what's the nearest 
thing to a Japanese Drift game we have in 
Europe?  Nothing.  Absolutely nothing.  Until 
now.  Because one brave publisher recently re-
leased Touge 3 (Japanese name) from late 2001 
on our shores.  It's called the very ridiculous 
Road Rage 3.  Don't let the title put you off. 
 
JAPANESE DRIFT RACING 

Can be summed up very easily.  Take your Japa-
nese manufactured car as sideways as possible 
around Japanese mountain roads (mist, cherry 
blossom tree's, steep inclines, sharp and long 
sweeping turns etc).  In particular, favourites 
cars include the two tone Toyota Corolla and 
Mazda RX7’s.  In their various 1980’s guises.  
And of course a modern Supra or Civic. 
 
The fun comes from prolonging your drift whilst 
maintaining momentum and scoring points. 
 
HANDLING  
There's two school's of thought in drift rac-
ing.  There's the arcade variety whereby getting 
into a drift gives you a very sticky car that cor-
ners as though you're on rails (Burnout 3), pro-
viding you don't over cook it.  Getting that pre-
cise amount of steering and balancing right is the 
skill, and of course learning at what point to initi-
ate a slide and how long to slide for. 
 
The other school of thought makes the drift real-
istic, in that you're going to dissipate speed and 
also slide out into the wall as you're not gripping 
the tarmac (more akin to Turismo). In this in-
stance, RR3 is 80% realistic and 20% artistic 
license.  A half-way house between the two 
schools of thought has generated a rather re-
warding and fabulous handling model. 

Right:  The first ever 
Touge game on Saturn. 


