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QUARTERS AND TOKE 
"HAS ONLINE KILLED THE ARCADE STAR?" 

ay since their 
e-driven revivals in 

2000s appear to have 
broadba d Internet's 
pas decade, it begs the 

e en a place for the arcade 
i g socie ? 

To en of actual gaming, the arcade is 
I relevan Home consoles 

caugh up o e power of arcade boards for 
e most part during the late '90s. By that 

poin p e iousl popular genres such as 
figh ing games had become so complex that 
they onl trul appealed to the hardcore 
fans of the genre (with few exceptions). The 
advent of rhythm games brought on a small 
resurgence in arcade gaming, but those too 
were eventually experiences brought to the 

home. 

Since then, arcades have gotten by in a vari
ety of ways, usually by providing experiences 
that cannot be attained easily or cheaply at 
home. This can range from novel controls 
(such as a police game that requires you to 
move your whole body) to the whole social 
experience. The social experience is some-

thing that is inherent to a good arcade, and 
is indeed the ha ll mark of one that continues 
to exist. No matter how good an online ex
perience can get, there's just not t he same 
feel as being in an arcade. In my own per
sonal experience, there are at least a dozen 
people I consider friends whom I would 
never have met if not for going to play Cap

com vs SNK 2 at Wizzards Arcade in Detroit. 

There's an additional sense of competition at 
an arcade. When you hop onto a machine, 
you're putting money down to prove that 
you are better than other people and can 
stay on that game longer than they can. 
While that is directly obvious in a fighting 
game, it's also true on any game involving a 
high score. It's easy to brag about your score 
when there are other people around watch
ing, or to find challengers looking to end 
your win streak in a fighter. Not everyone 
plays games at an arcade with that notion in 
mind, but even beating your own personal 
benchmarks involves that same mental 
state. 

That inherent competitiveness has recen 
found its way into online arenas · score
boards showing your best scores aga·nst 
those of people worldwide. In a sense, that 
aspect of the arcade has also been brou 
home; though even the advent of excelle 
netcode and online gaming progra s such as 
GGPO, 2DF, or Xbox Live, purists a d d"e
hards always seem to go for the au 
arcade experience. 

So, with arcades in decline even in lo g-ti e 
gaming meccas like Japan or Southern Cali
fornia, is there still a place for them? I be
lieve so. The continued survival of places 
such as Game Galaxy in Tennessee, e ·
can Fun Center in Detroit, numerous loca
tions in Japan, and the success oft e G 
works franchise show that althoug 
not as profitable as they once ere 
part to inflation), arcades contin 
place for gamers to congregate 
Online gaming has not yet i 
ence of real socializi 
tained arcade in the ri 
tinue to serve th I I ga1111i11g 1,01,ul,atic:ln. 


