MUSIC NOTES

Music simula-
tion machines
Julfill fan-
tasies, deliver
a realistic
hands-on
experience,
and foster
Jreedom of
musical
expression.

Jim MeCormick
FLURY METER

“I want to be
a big star”

What young person in the world
today hasn't grown up wanting to be
a rock star or hip-hop rapper? lmages
ol confident and cocky posturing
musicians and singers are every-
where, from music videos to the cov
ers of magazines, encouraging the
big star dréams of young people. And
while most of those dreams will
never come true, a handful of eoin-op
companies are providing an outlet for
geme players' musical aspirationa
Weleome to the world of misie simu-
lation games.

Since 1997, when Eonami first
miroduced Japand fo & music simuala-
tion game entitled Beatmania, only &
handful of menufecturers have
released product in the relatively new
genre. The front runner is sl
Konami, whose line of music simila.
tors inchudes Dance Dance
Revelution, Guitar Fresks, Pop'n
Musie, and Hiphopmarnia Complete
Mix

In addition, Devecka Enterprises
manufachifes a drumming smulator
that features a fullscale, studio%ound
quality Electronic drum dnd that chal-
lenges players to accompany their
favonite popular songs. Would-be
drummers sit enclosed in & small
room surrounded by hi-fidelity sperk-
ers while they match bedts with
songs from a venety of genres

teamwhile, Mafies is currently
develtping its own music simulation
grme, Chiest for Fame, which was
showeased in 8 prototype form at the
recent TAAPA show and may again
be shown at the uptoming AST show,
Ciest fot Famie's dual play feature,
wherein two players can play at once
{one on the drums and one on the
guitar), make it a promising new
release in the music stmulelion eate-
gory
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Amiizn Worid's Ez 1o D)

Another music simulation game
manufacturer, Amise Warld, has
shown its Ez 2 Dj unit at recent
United States trade shows. The unit
features Wwmntables, buttons, and
pedal controls, &5 well a large screen
monitor, 1o recreate the disk jockey
mixing experience for players, Also,
Zax Amusements in Australia is offer-
ing Beat Player 2000, calling it a
“nkxt generation kit type music
game,” which can be fitted 1o any
JAMMA cahingt and comcs complete
with PCB. high performance speakers
atid amplifier, top keader, full control
panel, dnd all wiring required. Beat
Player 2000 also features turntable
and button contiols

Amid all the cohirotersy k-
rounding the future of violent video
games, many operators have ther
eyes open for forms of entertainmen
that feature non-violent content: Cine
of the most notable features of musi-
cal amusements is thal they offer
operators a much-needed selection of
non-vilent and educational enter-
tainment. .

“Right now for the type of climats
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Wwe're in, music simulntion games are
the politically correct games,” said
John Bailon of Southern Hills Golf
Land, & family entertainment center
contuining a 7(-geme arcade plus a
twio-course miniasture golf course
Stanton, Celif, “There's no violence,
its not a gun game and il's not a
fighting game. There s & competitive
nafure (o the game, but it is fun 1t's
nol & senous cutthroat type of game.
It's been & welcome chenge in terms
of all the gun games and Aghting
games, This is a new gunre that is
somewhat untapped, end Konami
definitely has the stranghold on it
right now.”

The music simulutor is & finan-
clally snd socially promising new
game formal for operntors to
explore. Play Meter spoke with
the two manufacturers men-
uoned above, as well s oper-
ators using their games,
about the simulators
urigque feriures and

Emblematic of the
growing populanty and
imgenuily of music simndation
games is the fact that Konami's
Dance Dance Revolution was
awarded the 1998 International
Association of Amusement Farks &
Attractions (IAAPA) Convention first
place prize in the culegory of Best
Mew Product: Coin-Operated Arcade
& Redemption Equipment. The
award criteria induded originality or
uniqueness of product, guality of
design, and benefit of the product 1o
the buyer. Drumscape by Devecka
was first mtroduced al the AMOA
show in 1998,
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Konami was one of over 1,200
exhibitors taking part in the IAAPA
event, which drew over 29,000 peo-
ple from all over the world. At the
Konami booth, in addition to Dance
Dance Revolution, Hiphopmania
Completa Mix, Guitar Freaks,
Fisherman'’s Bait: Marlin Challenge,
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and Silent Scope were shown Lo
attendees

“Currently we hove Dance Dance
Bevaolubion, Guiter Freaks, and
Hiphopmania Complate Mix " Batlon
said. “We also have the Dance Dance
Revolution Solo, but that is just & test
piece that will be refurned.”

Dance Dance Hevolution makes
players feel like they are in a disco
and features hot pulsating dance
music with a glittering light show.
Players can dance with a partner or
g0 zalo on the “dance floor” If their
skill levels get high enough, they can
ok for

Konaml's Dance Dence Revolsiion was swsrd-
ad The 1068 LAAPA lirel place prize in for Bosl
Bew Produsk: Coln-Operaind Arceds &
Aedempilion Equipmant,

hidden modes o dance .

There are three modes of play
available “Ensy” is 8 practice mode
that lets players warm up slowly and
get into the groove of the game,
wherein they cin miss some sleps
end still play to the end. "Normal®
chalienges players (o pick up the
pace and keep up with the steps to
gdvance to the next song. “Hard” is
an export level for the pros and chal-
lenges players to perform complex
foatwark.

Unce a player has selected his
play level, he picks & song from a
selection of hot dance hits. Flayers
then step on the arrows (right, left,
front, and back) on the dance foor in
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front of the monitor. As they walch
the monitor, they see armows rising to
the top of the screen.

As the arrows on the dance floor
maich up with the armows at the top
of the screen, players step on the cor-
responding pancls and walch the
screen carefully to determine which
armows Lo slep on in ime to the
ILSAC.

Hiphopmanis is the music simula-
tion game that [ets players be a D]
and their own mixmaster as they
complete different songs using the
five-key keyboord and furntable,
Players press the keys and scratch
with the tumtable in time with the
notes ansoreen to make music and
can select songs from the genres of
I'up hop, reggae, techno, and soul,
Once they have chosen a level,
of which there are three, players
gl choose o song within that level

ﬂ' Of particular nate is the
Interned ranking mode, in

| which players enter scores among all
Hiphopmania/Beatmania players
throughout the world

There is a miniturntable and key-
board al the bottom of the screan, As
the notes onscreen descend, walch
for them to hit the timing bar, press
the corresponding keys, and soratch
with the tumtable.

Timing is everything, If your
rhiythm is good, your “groove level®
will be high, end you can go to the
next stage. Il your liming is off, your
“groove level” will be low, and you
will not muke il 1o the next stage.
After playing for awhile, try the 1]
Battle, which will test your scratching
skills.

Pop'n Music s a lighter variation
of Hiphopmania ond features nine
large colored buttons on the control
panei, and a monitor.

Mayers choose a level (beginner,
normal, or expert) and an original
song from a variety of genres, includ-
ing pop, reggae, lechno, rap, disco,
and Latin.

After the song is selected, the
screen will show nine colored “pop
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in Hiphopmanie,

players watch the screen and hit the
corresponding colored buttons in
time with the music and the notes on
the screen

Guitar Freaks tests players’ liming
and sense of thythm and features
actiml guitar controls. Rock, blues,
heavy metal, and more music styles
are gvailable to play, Players put on a
guitar and, using the three colored
neck buttons (red, blue, and green),
press and hold the corresponding
color to that of the mark rising on
the screen.

In addition, players must strum the
picking lever when the marks hit the
tming bar. When a guitar jcon
nppears onscreen, players can point
the guitar upright and jam for the
*wailing boms" As notes are played
successfully, players build combos for
extra points. Secret bonuses also
appenr occasionally.

While he said that players seem to
range mostly between late teens and
early 20s in age, Bailon praised the
music simulation games particularly
for their ability to draw the oft-absent
female player to the arcade.

“Generally we have s very high
Asian dientele here, and the players
on the music games are predominete-
ly Asian,” Baflon said, “Surprisingly,
though, we have a high percentage of
lemales that play all the music games,
which brings an extra dimension to
the table that we never thought
woild pop up on those games. To
have that extra income from females
is a big plus. We haven't seen & game

Kanami's Gullsr Fraaks

that had that much female interest in
a leng time, not since Pac-Man or any
of the touch screen games.”

However, Batlon said that he was
eautious when first exploring the pos-
sibility of operating the music simuila-
tion games on account of American
players' reticence to do anything
physical in playing a game.

“We were monitoring how well the
games did oversees, in lerms of
Japanese trade magazines, Internet
reports, and Japanese Web sites, and
we were well aware of how success-
ful they were there,” Bailon said. “But
we were reluctant fo try them out
because we were gware that the
American market is a lot more inhib-
ited in terms of people performing or
doing semething physically to interact
with the game. Surprisingly, ence the
players got over that, everything fell
into place and everybody slarted
playing them. It actually was cool to
play the games

*That's the problem with video
games that require physical activity,”
Bailon contimued. “A lot of the
American players don’t want to look
gilly doing it But, in this instance, the
good players actually make the game
and themselves look good. What we
have now are a bunch of exhibition-
ists, The girls like o watch the guys;
the guys like to watch the girls”

Volume is a big part of the suc-
cessful operation of music simulators.
The games are sudio-based and
therefore operators must make sure
the unil's volumes are sl properly.
Maintaining the proper game volume
and keeping the game away from the
noigier games in a location can be

the difference belween success and
Tilures

At the time of this writing Golf
Land had had Guitar Fresks for
about four months and the Dance
Dance Revolution and Hiphopmania
far over nine months. "We have hid
to do absolotely zero maintenance,”
Bailon sadd, "We were kind of cring-
ing on the amount of abuse the
dance games gei, particularly the tiles
that players step on, but they have
held up.”

And, according to Baflon, his
relurm on investment was quick.
“Right now we're getting the ceam
af the crop on our investment. 1L was
a quick return because initially we
were the only location in the area
that had the music simuiation games,
and now everybody else is jumpmg
on the bandwagon. Things are slow-
ing down somewhat, but we still get a
Iot of the good players here who
challenge one another and bring in
other players.”
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DEVECKA

Devecka's Drumscape is an inter-
active drumming simulator in which
players get to jam on real electronic
drums along with their favorte song
in & stage-like environment. Players
can choose to jam on theme-based
drum sets like steel drums or tm-
bales. Other drumsel choices gener-
ate guitar, keyboard, and vocal
sounds

Since Drumscape uses an actunl
high-tech drum set, musicians can use
it as & practice room. Many drum-
mers have no place to play, and
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experienced drummers often excite
the crowds, Like most other games,
when it gets surounded, everyone
wanis to play. As is the cise with
Kenumi's machines, players of
Drumscape compete in front of each
other, drawing interest to the game

According to Devecka, celebinty
drummers have offered to visil loca-
tlons, perform, and sign autographs
for & nominal fee Over 10 dilferant
celebrity artists, from Mike Palmer of
Garth Brooks' band to Bermuda
Swartz of Weird Al Yankovic's band,
support Devecka's efforts in bringimg
music b children

Darin Pilcher, director of equip-
ment al Memeo Cybertainment,
emphasized the value of Drumscape’s
unigueness in bringing customer
attention to his Cyberstation arcade
in Cross Gate Mall in Albany, NY.

“We have it positioned near our

Devecha's Dramzcape

Pilcher said that Drumscape,
which drwws primarily teenage play-
ers who are full of energy, had
required almost no mainténance.
“We haven't had to do hardly any-
thing to it,” he said. “Initially there
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someplace to go tvhere they can play
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storefront, and | think because of thal
we hed a kot mome people coming in,
l least to take 8 ook at iL" Pilcher
said. “Drumscape is a centerpiece of
that location now. During Christmas
time, our busier season in the malls
and mrcades, the revenue was looking
really good. It has fallen a litthe bit
from that period.”
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may have been a couple of set-up
issues, but it had to do with gues-
tions of placement and not difficulty
with the game itself”

Michael Getlan, of Amusement
Consultanty, received the first

gume and now has sev-

eral of Devecka's Drumscape units in
venues from small arcades to his
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Coney Island Emporium location in
Las Vegas, Mev, at the New York,
Mew York Hotel

“I like the game,” Getlan said. “In
some locations it does very well, with
teenagers and young adults in partic-
ular It requires some maintenance,
snd there are always upgrades o the
computer, but | think that music sm-
ulation games in generul are & good
angle for operators. Even though
playing the drums can be done at
home, for the most part it's not
Farents don’t want o hear their chil-
dren drum in the house, With
Drumscape the children have some-
place to go where they can play all
they want "

Jeff Condon of Grand Prix in Fort
Lauderdale, Fla, reported, according
o Devecka, that his initial skepticism
vanished about musical amusements
when massive crowds began o
appear in front of his Drumscape
and the earnings remained high even
when the arcade average dropped
“Our maechine paid itsell off in under
25 weeks,” Condon said. “['ve had
the game in this location for over 37
weeks, and il's produced in the top
15 out of over BOO games,
Drumscape is o steady eamer.”

While the musle simulation game
is & new genre, the experiences of
these operators, as well as the recent
IAAPA award for Dance Dance
Revolution, point to a bright future
for the games. Let's see whal song
they'll play next! &
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