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Visioneering. The QuadraScan™ Color System.

ATARI

o AWarner Communications Company

All new SPACE DUEL™,

The difference is Visioneering.
QuadraScan Color is a new era in vid-
eo engineering. A breakthrough ad-
vance that makes it possible to imple-
ment innovative, challenging play ac-
tion concepts into a completely new
game experience.

QuadraScan Color is ATARI design-
ed for reliability, high quality and sim-
plicity to offer the most spectacular
3-D realism, excitement and anima-

tion in the industry.

Visioneering. Only ATARI has it. For
players it means more consistent ex-
citing play action. For you it means
more consistent high return on your
investment.

Find out about the profit features
on all new SPACE DUEL. Contact
your ATARI distributor or ask us for re-
ferral at Atari, Inc., 790 Sycamore
Drive, P.O. Box 906, Milpitas, CA
95035. 408-942-3100.

‘éTHE ATARI ERA . sy 2

©1982 Atari, Inc.



m‘

Publisher and Editor:
Ralph C. Lally Il

Editorial Director:
David Pierson
Managing Editor:
Ray E. Tilley
Associate Editor:
Mike Shaw

Administrative Assistant:
Valerie Cognevich
Art Director:
Katey Schwark
Circulation Manager:
Renee’ C. Pierson
Typographer:
Jo Ann Anthony
Technical Writers:
Randy Fromm
Frank Seninsky
Zac Oliver
Correspondents:
Roger C. Sharpe
Patrick Matthews
Mary Claire Blakeman
Charles C. Ross
Mike Bucki
Paul Thiele
Dick Welu
Tony Bado
Joe Moran
Michael Mendelsohn
Bill Brohaugh
Classified Advertising:
Valerie Cognevich
Advertising Manager:
David Pierson
llustrator:
Bob Giuffria
European Representative:
Esmay Leslie

PLAY METER, April 1,1982. Volume
8, No. 7. Copyright 1981 by Skybird
Publishing Company. Play Meter
(ISSN 0162-1343) is published twice
monthly on the 1st and 15th of the
month. Publishing offices: 508 Live
Oak St., Metairie, La. 70005; Mailing
address: P.O. Box 24170, New
Orleans 70184, U.S.A.; tel.: 504/838-
8025. Subscription rates: U.S. and
Canada—$50; foreign: $150, air mail
only. Advertising rates are available
on request. No part of this magazine
may be reproduced without
expressed permission. The editors
are not responsible for unsolicited
manuscripts. Second-class postage
paid at Metairie, La. 70002 and
additional mailing offices.
Postmaster: Send Form 3579 to PLAY
METER, P.O. Box 24170, New
Orleans, La. 70184.

European Office: PLAY METER
Promotions, ‘‘Harescombe”’
Watford Road, Northwood Middx.
England, Northwood 29244,

FEATURES

csseess
D R N N N N N IR e e edteinindaiind

Volume 8, Number 7/April 1, 1982

PLAY METER

The Twice Monthly Publication for the Coin Operated Entertainment Industry

BPA Circulation Audit applied for

19

What to Tell a Loan Officer

A subject of frequent query to our editors is ‘What do
| tell my banker?” when the operator is going for
capital infusement for his route. Here, Charles C. Ross
provides a set of guidelines for favorably impressing
your banker. Models for presentations are included
in this ‘must-read’ for new operators.

26

Not All is Well in Video Publicity

News hawks have been ballooning the criticisms of a
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DECO CASSETTE SYSTEM...DECO CASSETTE SYSTEM...DECO CASSETTESYSTEM...

WATCH FOR
“DISCO NO. 17—

A new video game by
DATA EAST INC.

The hit of the
Japan Show will be in
Booths Nos. 812,814,911, 913
at the
Amusement Operators Expo
in Chicago,
March 26—28!

O DECO CASSETTE SYSTEM...DECO CASSETTE SYSTEM...DECO CASSETTESYSTEM...DECO CASSETTE SYSTEM...DECO
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Letters to
the editor...

‘Unbiased’ on copyright’

I would like to compliment you on
your unbiased reporting regarding
your copyright stories. I appreciate
getting both sides of the copyright
problem.

I would also like to compliment
you on the equipment poll list. Your
ratings seem to be very accurate
according to what we see and hear
out in the territory.

Les Lystad

American Games

Seattle

Ed. Note: Another view of the copy

game syndrome is told in the
following letter...

‘Too much attention...’

I must admit that I have been a little
concerned recently with the nature
of your articles seeming to follow one
trend. That is, in my opinion, you
were devoting too much attention to
the subject of copy games. While this
is an important subject, I think there
is a story behind all the copy games.
Mainly I don’t think operators are
buying these games to make a quick
buck but to try to keep up with loca-
tion demand with a limited supply of
capital resources.

Yes, it’s true, many operators
across the country are quickly going
broke! I could spend an hour just
outlining the reasons, but I'm sure
you alredy have an understanding of
what they are. There is a light at the
end of the tunnel (for Play Meter
anyway). Your recent articles by
David Pierson covering the Tourna-
ment Fiasco were impressive and
informative. This type of reporting
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on the industry trends, from an
operator’s point of view, could
enlighten us all.

Sam Westgate

Williams Enterprises, Inc.
Enfield, Illinois

Joystick tilt

First of all let us say that your
magazine is tops!

We have a suggestion: joysticks—
they seem to take the most abuse.
We have observed strong handed
players, who can’t seem to control

‘their excessive hard play on the

joystick. Our suggestion would be
for the manufacturers to incorporate
a type of tilt where, when a certain
pressure is applied to the joystick, it
would close a separate switch (the
game could go to game-over mode
and display TILT in large red letters).
Hard rubber could be used to resist a
plunger up to a certain point.
Pulsar appears to make the man
slow down if excessive pressure is
applied to the joystick.
W. Morrow
Prairie Automation Ltd.
Grand Prairie, Alberta, Canada

Audio VYisual

AV

Amusements

Offering the finest

new and used
equipment

REPRESENTING LEADING FACTORIES
® SALES, PARTS, SERVICE e

ARCADE PLANNING
SPECIALISTS

Over 50 beautifully reconditioned
solid state pinballs available

YOU’VE TRIED THE REST,
NOW TRY THE BEST

WE'RE EAGER TO SERVE

1809 Olive Street
St. Louis, Missouri 63103

(314) 421-5100

For further information, call Pete Entringer
(collect)




Open letter to a parent

Amusement Device Manufacturers Association
Des Plaines, lllinois January 11, 1982

3’Iy with...

Mr. Peter Neill

Managing Editor
Northbrook Star
Northbrook, Illinois 60062

Dear Mr. Neill:

Ordinarily we, as will most industries, will refrain from
responding to undocumented complaints and accusations,
but, we feel, the letter from Jan Stein with regard to “Video
Games in Northbrook” [lllinois] requires an appropriate
rebuttal.

The so-called “greedy entrepreneurs” of video game rooms
include some rather prestigious names including Warner Com-
munications, Columbia Pictures, Gulf & Western Industries,
Bally Manufacturing Corporation, Pizza Time Theatre, etc.

There are thousands of game rooms throughout the United
States operating successfully without any need for police pro-
tection. We have no idea of what her term “corruption” refers
to, or where, or when.

Since the present-day game rooms are well designed and
constructed, and the games are played by local residents, what
does she mean by “unconducive atmosphere?”

The accusation that children will no longer be safe in
Northbrook is ludicrous in itself. The game rooms do not
permit any smoking and most prohibit any food or beverages at
all. Liquor is never a problem as it is never permitted. As for

EXPANDS THE WORLD OF PLAY drugs, any teenager will tell Mrs. Shein that the schools are the

On display at your nearest  Universal US.A., inc. major and easy source for the sale and procurement of drugs.
50 Victor Stri %
Distributor Showroom, Santa Clara, CA 95050 Would she propose closing the schools?...

or contact us for referral. Ph:(408) 727-4591 TLX: 172247 FOI‘ the same price, jUSt about, asa six-pack Of beer ayoung

person can play the video games for up to two hours, and if they
are very skillful, even more. Isn’t this a pretty reasonable price
to pay for so much fun?...

It’s a great industry, in both consumer and coin-operated
divisions, and millions on millions of people, including more and
more women and adults are falling in love with the fun of video
games. | wonder if Mrs. Shein has ever played Pac-Man?

Joseph Robbins
President, ADMA

[Ed. Note: Excerpts from the lllinois parent’s letter to the
Northbrook Star’s editor follow.]

“Keep video games
out of Northbrook”

As a concerned parent of Northbrook, I plead with the
Northbrook Village Board not to allow the licensing of elec-
tronic video game rooms...

We as adults must set the ways for the growing individuals.
Let’s challege, stimulate and create the positive atmosphere for
our teenagers and young adults with activities that will benefit
their minds and or bodies, and yet fulfill their needs.

Why would an entrepreneur of video game rooms be con-
cerned about our children, teenagers, and young adults...greed
is their only concern. Will they pay the price for extra police
protection and corruption?...

You will be drawing idle teenagers and young adults to an
unconducive atmosphere.

The type of clintele that will be attracted to the areas will be a
distraction to the Northbrook area children, teenagers, and
young adults.

Children will no longer be safe in Northbrook, drugs will be
more available, and liquor will increasingly be present.

Nearby stores will find more theft occurring, and to avoid the
parking problems and nuisance, local shoppers will shop in
other communities...

Please don’t let greed be the reason for voting “yes” to video
game licensing. Raise our taxes if need be to cover lost licensing
revenue, but don’t corrupt our community and the people of
Northbrook.

Jan Shein
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Nintendo joins
Legal Battle against
Video Game
Infringements

Nintendo will pursue all infringements of its audio-video dames
(listed below) under copyright, trademark and unfair competition laws
in Federal and State Courts, and before the United States Customs
Service and International Trade Cormmission.

DONKEY KONG - RADAR SCOPE - SKY SKIPPER
...and others.

INFRINGERS:

In addition to civil remedies available to Nintendo, criminal charges
will be sought against willful infringers and their prosecution will be
actively assisted.

DISTRIBUTORS AND OPERATORS:

Be alert to non-genuine audio-video games. Infringing games and
their components may be confiscated and destroyed when traced
into the hands of even innocent buyers.

Nintendo

NINTENDO OF AMERICA INC.
18340 Southcenter Parkway, Seattle, Washington 98188
Tel: (206) 575-8191
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NEWS BEAT

Bally

hails

Supreme Court ruling

Bally Manufacturing has received the
Supreme Court decision to remand
the City of Mesquite vs. Aladdin’s
Castle case back to the 5th Circuit
Court of Appeals with approval.

“It was exactly what we asked for
in our brief,” commented Bally
Counsellor Glen Seidenfeld.

The Court of Appeals had decided
in favor of Bally that the City of
Mesquite was proceeding unconsti-
utionally when it tried to ban 17 year

olds from playing the arcade pieces
in Aladdin’s Castle.

Midway

Midway has been granted an injuc-
tion against some 25 companies,
restraining them from using, buying,
or selling copies of Pac-Man, Rally X,
and Galaxians. Two other defen-
dants were instructed to continue
under a temporary restraining order
for thirty days until further informa-
tion can be gathered to validate their
objections to the injunction.

The injunction offered by Midway
in U.S. Federal District Court,
Central District of Los Angeles, was
approved by Judge Terry Hatter
February 16 after less than two
hours of argument.

The injunction is characterized by
the entension of Midway’s copyright
wars to include attacks on locations.
Most notable in the decision was the
inclusion of the national chain of 7-11
stores. The managers of those 4700
outlets now must concern them-
selves with being held in contempt of
court if they are discovered with
games that might violate the Midway
copyright.

Defendants Stan Rousso and
Michael Stone were excused from
the injunction when their attorney
Michael McEntee argued that the
game Buccaneer did not infringe on
Midway.
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In remanding the case back to the
state level, the Supreme Court
requested that court to clarify
whether its ruling is sufficiently sup-
ported by Texas law. If it is, rather
than the federal law upon which that
court called for the basis of its judg-
ment, then the case would be in its
proper jurisdiction in that state
rather than in the Supreme Court.
(See analysis, page 66.)

As to the other issue of question,
whether or not the ordinance of the
city could instruct the Chief of Police
to investigate arcade license appli-

McEntee questions the validity of
the Pac-Man copyright, claiming
that the game existed in Japan four
years prior to the date Midway
claims for its creation.

Rousso and Stone were granted

cants for possible criminal connec-
tions, the Supreme Court reversed
the Court of Appeals denial of that
right to the city. But Seidenfeld con-
tends that point was moot anyway—
the state court having found no crim-
inal connections relevant to Bally—
and therefore the reversal of the
earlier decision favoring Bally was
unimportant.

As to the Aladdin’s Castle that sits
in the mall in Mesquite, it has
remained open throughout the con-
troversy and continues business as
usual.

halts infringers in L.A.

thirty-day extensions for the purpose
of allotting time for continued
gathering of evidence. Currently,
those parties have investigators
working in Japan to gather such
evidence.

Kayes restructure
under new company

With the completion of the sale of
Irving Kaye Company to U.S.
Billiards barely out of the way, the
Kaye brothers have incorporated
the remains of their former company
into a new endeavor, Designs for
Leisure, Ltd.

The new Kaye effort will center
around home pool table lines, one
line of distributor products, another
featuring a decorator/designer pool
table. They also will continue manu-
facturing casino gaming furniture,
said Howard Kaye.

In effect, the old Kaye company
and the new Kaye effort differ only in
that the new effort is void of the coin-
operated line of pool tables. “We

sold the building and the coin-op
business,” offered Howard Kaye.

Kaye left the door open for a
return to the coin-op end of the com-
pany’s endeavors, indicating that the
future would see their return to that
aspect of the industry.

Principals of the former company
will stay with the Kayes. Gary Kealey
will be sales manager of the new firm,
and Don DeServi will remain as
woodworking foreman. However,
Bill Currier, former Irving Kaye sales
manager will move with the coin-op
division to U.S. Billiards.

Designs for Leisure, Ltd. is located
at 41 Kensico Drive, Mount Kisco,
New York.

11



California video championships
a resounding success

In the wake of the video world
championship fiasco of the previous
month, Marianne and David
Davidson might have thought it
easier to cancel their California
“Video Games State Championship”
playoffs and wait till the heat had died
down. But Marianne and David are
not the kind of folks who seek the
easy way out of anything and their
energy and courage is evident in the
scope of their business.

Following their precept that
operators “must become more
public relations conscious to survive
the fast-buck artists’ threat to the
industry,” the Davidsons embarked
on the biggest tournament endeavor
ever attempted by an independent
operator.

The Recreation Station state
championship involved more than
two million games played in a marvel-
ously successful tournament—not a
complaint was registered through
two and a half months of competition
at 200 locations which culminated in
the championship finals December
19 at the Ramada Inn in Culver City.
There, amidst prize fight-like tension,
Jeff Davis handled a Defender for
214,750 points within a five minute
time limit for the uncontested
California video championship. An
audience of several hundred cheered
the fifteen-year-old, and many more
who had been in and out of the com-
petition area that day read later of
the youngster’s victory.

The tournament’s early rounds
were played at each participating
Recreation Station location. For
eight weeks players battled to gain
one of the two weekly playoff posi-
tions. Then, on Saturday of the ninth
week, those eighteen playoff contes-
tants gathered at the location to vie
for alocal championship and a bid to
the regional playoffs.

“Although all the final statistics are
not in,” offered Dave Davidson, “this
tournament has already alleviated
some myths about having video
games in the stores. It is generally
believed that the games will keep
clients in the stores longer, but this
showed that the games can actually
bring people in. Some stores showed
a 100% increase in game receipts.”

12

Store owners and followers of the
tournament also learned that there is
no age limitation in respect to the
people who enjoy playing the videos.
The tournament was open to all ages
in hopes of showing that the games
provide family fun.

The majority of Recreation Station
locations are Stop N Go conve-
nience markets in California and
Arizona and all the stores benefitted
in sales and advertising from the pro-
motion.

On December 12, 200 in-store
winners of “state finalist” belt
buckles came to six division play-
offs. Each of those players was
allowed two five-minute time limit
games, the best of which was
recorded as their semi-final effort.
When the play-off winners were
determined, those regional champs
headed to the finals competition in
Culver City to compete for $10,000
in prizes.

“All the prizes had been bought
and paid for before the contest was
even started,” commented Davidson
as a comparison to the previous
month’s Chicago fiasco [Play Meter,
January 1 and February 1 articles].
Those prizes included a Williams
Defender as first prize, a Honda
ATC 110 off-road cycle as second
prize, an ATC 70 as third, a G.E. 19”
color TV for a fourth place finish, a
Panasonic AM/FM cassette stereo
system for fifth, and a sixth place
prize of a Hitachi stereo AM/FM
cassette.

The video to be used in the finals
was not announced until all finals
contestants had been decided. Then
Williams’ Defender, Play Meter
“Video of the Year,” was announced
as the game upon which the finalists
would compete.

“We chose the Defender because
of its diversity and sophistication.
Winning on the game takes agility. It
is not merely a matter of memorizing
a set of patterns,” noted Davidson.

The championship finals were hi-
lighted by the presence of two
Southern California celebrities.
Charlie Tuna, Los Angeles’ KHIT
disc jockey helped emcee the pro-
ceedings and twelve year-old
Mathew Labarteadx of Little House

on the Prairie challenged media and
contestants to beat him on a Missile
Command. “The Tuna” left the
crowd laughing and Mathew quit the
Missile Command undefeated.

When the excitement died down
and the crowds filtered out of the
competition area, six proud young
men had registered impressive five-
minute point totals on the Defender.
After Dauvis’ first place finish came
Damon Packard in second with
198,900 points, Brian Franklin took
third with a score of 192,225, Fred
Smith was fourth with 181,150
points, Brian Selfridge was fifth at
176,675, and David Redmond sixth
with 172,875.

The fact that the competition went
off without a hitch would have been
success enough for Recreation
Station’s 1981 state video champion-
ships, but the tournament did much
more than simply avoid the kind of
embarrassments that scarred the
industry reputation last November in
Chicago.

“We wanted to improve the image
of videos in the state,” says Dave
Davidson. “We wanted to show that
the games are good family fun.”

The Davidson’s efforts could not
have been more timely, nor more
courageous. They risked some
$60,000 up front on the contest.
(With over two million plays attri-
buted to the contest, their risk was
greatly rewarded.)

The rewards will be torthcoming
throughout the year. The public rela-
tions benefits from the successful
tournament will do much to improve
the image of videos in a state which is
undertaking efforts to revamp ordi-
nances governing the number of
machines allowed in any one location
have been forthcoming. There are
still the connotations of the evils of
the old industry hanging on here,
even though they aren’t spoken.

But the Davidsons believe their
state championship tournament has
helped wipe away some of the pre-
judice against the coin games and
that their approach to improving the
industry image is especially signifi-
cant in light of the fact that it was
accomplished by a single indepen-
dent operator. °
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City officials turned operators defeat city ordinances

Nowhere has the battle to keep
arcades from opening within a city
been more adamantly fought than in
Union City, New Jersey. Twice city
officials had developed ordinances to
regulate the machines and both
times the ordinances have been
ill-fated.

The result is that two new arcades
offering a total of fifty machines will
soon be open in Union City, and
their owners are—interestingly
enough—city officials.

Juvenile Bureau Detective Jamie
Macias and Firefighter Eugene
LaMastro will open TA Spanish
Arcade at 4512 Bergenline Avenue
and Macias will also be part owner of
the other Union City arcade, Arcade
America, to open at 811 Summit
Avenue.

The first ordinance intended to
prohibit arcades in Union City was
set up in July. It was shot down in
October when Hudson County
Superior Court Judge Richard
Connors overturned the declaration
limiting establishments to three
machines. The judge ordered the

city to issue licenses to the two
arcades mentioned above and a third
which opened several weeks ago.

Original partners in the applica-
tion for the Summit Avenue site
included Police Sergeants Harry
Calandrillo and Paul Hanak, School
Trustee Mario Deluca, and
Attorney John Esposito. Those four,
along with City Prosecutor Thomas
DeClemente, have filed an applica-
tion in nearby West New York.

In attempting to deny the applica-
tions in face of Judge Conners’
ruling, Public Safety Commissioner
Arthur Wichert cited an existing
moratorium on pending arcade
applications. The moratorium was to
be in effect while the city waits for a
new ordinance regulating the
machines.

When Wichert was threatened
with contempt of court charges by
Connors, he promptly issued the
licenses February 11.

Then, on February 18, the city
commissioners came up with
another ordinance. The ordinance

defines what the city interprets as an
arcade and offers a fee schedule.
Establishments with up to three
machines will pay an annual fee of
$200 per game. Those with more
than three games will pay $400 a year
per machine.

The ordinance itself is an
admission of defeat on the part of the
city’s commissioners who, according
to Commissioner Robert Botti, are
“all against having arcades in the
city.

“Whether we like them or not,”
said Botti, “we have to operate
within the law. We had a pinball ordi-
nance and we tried to use it to block
the opening of arcades...The ordi-
nance (was) declared invalid by a
superior court judge..We are
appealing that decision, but the
chances of winning the appeal are
slim.

“The alternate is to adopt an ordi-
nance that stands a chance of being
successfully defended in court.
There is no way we can have any
control over arcades without some
form of ordinance.”

#1 in Pac-Man Sales in 1981

from us because...

ANYONE CAN MAKE PROMISES.
THE PROOF IS WHO CAN DELIVER.

In 1981, lots of people made lots of
of promises about timely deliveries on hit
games—Ilike Midway’s Pac-Man. But if
you’'re tops in sales, that indicates you not
only made promsies but you kept them—
by delivering those hit games—on time.

But our customers have come to expect it

WE'RE THE GAME EXPERTS

C.A. ROBINSON & CO.

2891 W. Pico Bivd. ® Los Angeles, CA 90006

(213) 735-3001
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Pac-Man

mutation multiple

Pac-Man may have finished its run at
Midway, but the profits off the phe-
nomenally successful game are just
beginning.

Pac-Man production reached
96,000 before its closing after
becoming the video game industry’s
biggest seller.

In a New York Times story,
Midway’s Stan Jarocki indicated that
some thirty companies in the last
eight months have signed sublicens-
ing agreements with Midway
relevant to the Pac-Man creatures.
The companies produce greeting
cards, bumperstickers, watches,
and mugs, among other things.

Three of the sublicensees of Pac-
Man are companies making home
games, including one from Coleco
Industries which has put quite an
advertising campaign around its
$55 unit.

Called a ‘‘tabletop game,”
Coleco’s Pac-Man is eight inches
deep by six inches wide by eight
inches high. Analysts say that
Coleco’s strategy of copying
precisely the arcade game’s look and
sound should make it the most suc-
cessful Pac-Man sublicensee.

In addition to Coleco’s effort,
Atari, the home game industry
leader, is producing a home version

O/IN

® Face Plates
e Midget Channels

Customer Service
(312) 279-9150

Ray Nicholson

FCHANISMS nc.

817 Industrial Drive,
Elmhurst, Ill. 60126 - 1184

Manufacturing Coin Mechs, Domestic And Foreign, for
the Coin Operated Amusement Machine Industry

e Complete Door Systems
e (Coin Boxes
o Anti-Flip Kits

® Anti-String Kits
e String Cutters

Ron Rollins
Frank Schubert

Dynamo Announces

Built with STEEL and ALL PLYWOOD CONSTRUCTION.
Engineered for the Smart Operator.

For further info. phone (800) 527-6054, (214) 641-4286, Telex: 732-432
1805 South Great Southwest Parkway, Grand Prairie, Texas 75051
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of Pac-Man in cartridge form (selling
for about $37). Atari’s license is not-
able in that it comes directly from
Namco, where Midway got its
license for the coin-op model. “Every
other licensed product must be dealt
with through us,” the Times quoted
Jarocki.

The third major entry into the Pac-
Man home market is the Milton
Bradley Company which will pro-
duce a board version of the game.

Jarockiindicated that Midway and
Namco shared profits on the arcade
pieces at about 50-50 split and that
the same shares will be apportioned
for the sublicensing revenues.

Atari provides boost for
record Warner earnings

Atari’s parent company, Warner
Communications, Inc. has reported
a fifty percent increase in 1981 earn-
ings per share. In addition, WClI rev-
enues and net income for 1981 set
records by substantial margins.
Fourth quarter 1981 was the best
quarter in WCI history.

According to WCI Chairman
Steven J. Ross, “The dramatic surge
in Atari’s business caused an out-
standing performance for the WCI
Consumer Electronics Division, in
which revenues more than doubled
to $1.2 billion, while operating
income more than quadrupled to
$287 million.

Atari’s pretax operating income
for the fourth quarter was $136.5
million, accounting for 90% of WCI’s
total operating income during the
period.

“All segments of Atari’s business
registered strong growth for the
year,” Ross said. “Substantial
increases in production capacity,
combined with extremely strong
orders for Atari’s consumer game
products and home computers, as
well as record results in coin-oper-
ated video games, resulted in 1981’s
record-breaking year.”

The WCI Board of Directors
recently raised the cash dividend 47
percent to an indicated annual rate
of $1.00 per common share.
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Leon rides on North American Amusement

Tom Leon, who has devoted ten
years to the kiddie ride industry, has
opened his own company, Thomas
Leon’s Kiddie Rides America. Now
after nine months of operation Leon
is changing his company name to:
North American Amusement Co.
The new name accompanies an
expansion of products and services.

Leon is strong on the kiddie ride
business feeling that people entering
the kiddie market today stand a
great chance to capture a good por-
tion of the market, if they are careful
in what they purchase, and are care-
ful to check out their prospective
suppliers.

He offers some advice to anyone
deciding which machines to buy.

“A lot of kiddie rides today are
more complicated and sophisti-
cated; they do more, offer more and
look different.

The customer must take into con-
sideration whether the shipment is
for inside or outside use, whether it
will be attended or not attended, and

which age group will be riding.

There are one, two, and three axis
rocking rides. There are controlled
and non-controlled rides. There are
circular motion rides and stationary
rides. There are lifting rides and
angular lifting rides.

Leon warns there are more rides
on the market today than ever
before. Many of them are old in
design and some of them are “here
today, gone tommorrow” which

could leave the buyer with a replace-
ment parts problem.

“The kiddie market is a very large
and important one, not to mention
an influential one,” he said. “Little
kids certainly influence where their
parents take them.” He refers to
what has happened with the pizza
restaurants, family restaurants,
arcades, supermarkets, kiddie land
arcades, water slides, malls, and go
cart tracks.

Bally’s 1981 revenues net record earnings

Robert E. Mullane, chairman of
Bally Manufacturing Corporation,
announced that Bally’s revenues, net
income and earnings per share for
the year ended December 31, 1981
set new records for the fifth consecu-
tive year.

For 1981, revenues were $884.9
million as compared to $693.2 million
last year. Net income of $81.7 million
was 55% above the $52.8 million
earned in 1980. Earnings per share

were $3.03 compared to $1.97 per
share a year ago.

For the fourth quarter of 1981,
revenues were $217.4 million as com-
pared to $185.4 million in the com-
parable period of 1980. Net income
of $18.3 million was thirty percent
higher than the $14.0 million earned
in the fourth quarter of 1980. Earn-
ings per share were 68¢ compared to
52¢ per share reported for the 1980
period.
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Midway breaks ground
rfor new edquarters

FUTURE HOME OF

Present at Midway’s ground breaking ceremonies were: Jack Hartman, Vice
President/Finance; Stanley W. Jarocki, Vice President/Marketing, Jack B.
Williams, Mayor of Franklin Park; David Marofske, President, Midway Mfg. Co.;
Paul Vesper, Vice President/Manufacturing

Midway officially broke ground on a
new multistory office building in
Franklin Park, Illinois, on February
18.

The new 40,000 sq. ft. facility will
house an expanded engineering and
research and development branch
and will consolidate office functions
in Midway’s three existing buildings.

Officers of the Village of Franklin
Park including Major Jack B.
Williams joined with David
Marofske, president of Midway, and
his staff, in the double shovel
ceremony.

“Our significant growth as leader
in our industry is represented in
this new building,” said Marofske.
“We are providing the best possible
working environment for the innova-
tive and hard-working staffs that
have made that growth possible.”

Estimated completion date is
December 1982.

In other activity, Midway
announced separate licensing agree-
ments were reached with Fratelli
Zaccaria of Bologna, Italy and Play-
matic of Barcelona, Spain to market
their games in the United States.
Neither product was identified, but
the company promised the informa-
tion would be “released shortly.”

Game center group improves community image

In the interest of building a better
image for pinball parlors—and
saving money—three Stockton and
two Modesto firms have formed an
association that could be the first of
its kind in the game center industry.

The new group is called California
Game Centers.

The Stockton centers are
Supercade, 510 N. Wilson Way;
Starcade, Hammer Lane at Inter-
state 5; and Cosmicade, in the 5700
block of Pacific Avenue. The
Modesto members are Cals R Cade
and The Game Station.

The five centers remain indepen-
dently owned and operated, but they
are pooling their advertising and pro-
motional costs, as well as swapping
games to hold the interest of their
clientele.

The association also has a game
club with membership dues of one

16

dollar per month, which entitles each
member to one game token daily for
at least 28 days.

In an effort to encourage good
study habits, the centers reward
school-age club members with three
free game tokens for each “A” and
two for each “B” they receive on
their report cards, provided there
are no grades lower than “C.”

To discourage truancy, the
owners don’t allow school age
youngsters in the centers during
school hours.

Centers are supervised at all times
and rules against smoking, loitering,
and use of foul language are strictly
enforced.

“The rules are intended to assure
that the centers provide a safe, clean
place of entertainment for the entire
family to enjoy,” says Ted Morse, a

partner with Dave Morgan in Super-
cade.

The rules apparently are working.
In the evenings, some 75 percent of
the centers’ customers are adults—
men and women—even entire
families. The games also are popular
with adult workers during their lunch
hours.

The opportunity the association
affords for game-swapping among
centers keeps them “looking fresh,”
explains Morse.

It also saves them a lot of money.

California Game Centers mem-
bers include, in addition to Morse
and Morgan, Charles Raigoza, Don
Nelson, Ken Moore, and Al Malvar,
partners in Starcade; Ken Bickford
and Albert Reynosa of Cosmicade;
Cal Henning of Cals R Cade; and
Jerry Rosenthal of The Game
Station.
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AMOA surveys members
on “gray area” games

The Board of Directors of the
Amusement and Music Operators
Association has appointed an ad hoc
committee to study so-called “gray
area” games. Such pieces as Draw
Poker and Twenty-One will be
looked at in light of whether or not
they should be classified as gaming
machines.

Leo Droste of the AMOA
indicated that the “gray area” games
became a problem after the elimina-
tion of the tax stamp in 1980. Prior to
that all gaming machines were
clearly identified by the tax stamp as
gambling devices.

An earlier definition of gaming
devices was withdrawn by the
AMOA when several members of
that organization objected to certain
phrases within that definition that
tended to include the “gray” games.

The 1981 AMOA Exhibition
brought the difficulty with that defini-
tion to a climax, and rather than
identify “gray” games as gambling
machines, the AMOA withdrew its
separate classification for those
games to wait for further input from
its membership on how the matter
should be handled.

The board will consider the com-
mittee’s report on membership
response to the issue at its mid-year
meeting.

Konami caters to kids

The pitter-patter of little feet is music
to the ears of the executives at
Konami Industry. The Tokyo firm
has signed an agreement with Parker
Brothers and two other toy manufac-
turers which signal its entry into the
electro-toy market.

Under the agreement Konami is
producing hand-held electro-toy
home versions of Scramble
Frogger, and Turtles. The company
manufactures the small PC boards
for these games and its partners
complete the assembly and distri-
bute the toys through their existing
channels.

The hand-held version of
Scramble is being marketed by
Tokyo’'s Tomy Company in both
Japan and the United States. The
hand-held Frogger will be sold in the
United States this summer by Parker
Brothers, a division of General Mills.
(In Japan, Frogger will be marketed
by Gakken of Tokyo.)

Konami’s Turtles will reach the
public through Entex Industries of
San Francisco.
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March 26-28
Amusement Operators Expo 82,
Hyatt Regency, Chicago

March 31-April 2
Coin-Op 82, Irish Amusement
Trades exhibition, Racecourse
Centre, Leopardstown

April 2-4
NAMA Western Convention-
Exhibit of Vending and Food-
service Management, Brooks Hall,
San Francisco

April 2, 3
AMOA/Notre Dame Seminar,
Center for Continuing Education,
Notre Dame, Indiana

April 14-23
Milan Fair, Internat’l Business and
Meeting Center, Milan, Italy
April 16-18
FAVA/music, games, and vending

show, Curtis Hixon Convention
Center, Tampa, Florida

April 30, May 1
Wisconsin Music Merchants Asso-
ciation exposition and annual
membership meeting, Milwaukee

May 7-8
Ohio Music & Amusement
Operators, annual convention and
show, Columbus

May 12-13
New Jersey Amusement Operators
Association, Playboy Hotel &
Casino, Atlantic City

June 3-5
Amusement and Music Operators
of Texas, Americana Hotel, Ft.
Worth

June 20-25
Bowling Proprietors Association of
America, 50th annual convention
and trade show, Town and
Country Hotel, San Diego,
California
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For price
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\® We Cater To All Your
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Game Sales Infernafional

* Immediate availability of
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reconditioned equipment
Expert service and board

* No knock-offs
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SI Game Sales Infernational

— Call Sandy 201-964-5230
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Paul Moriarity, vice president of Taito
America Corporation, Elk Grove
Village, lllinois, is pictured with Danielle
Newman, Chicago’s 1982 Easter Seal
poster child.

Taito America is sponsoring a Qix
tournament at the company’s retail
store, Games America, in Palatine,
lllinois, and donating all proceeds to the
Easter Seal Society.

Centuri games head for
home video computers

Centuri has joined the ranks of video
game manufacturers who are offer-
ing their games for the home market.

The Hialeah, Florida firm
announced February 18 that they
had entered a licensing agreement
with Atari who will market all of
Centuri’s games for stay-at-home
video fanatics.

The first three Centuri games to
be offered for home video computer
use will be Phoenix, Vanguard, and
Challenger.

Raymond E. Kassar told a Miami
News reporter that Centuri’s move
was reflective of a universal desire of
major coin-op makers to take advan-
tage of home markets.

“Many coin-operated video game
manufacturers are seeking us out for
representation in this powerful and
important consumer market,”
Kasser is quoted as saying.

Centuri, formerly Allied Leisure,
has staged a dramatic turnaround in
the video game market since Presi-
dent Ed Miller headed a group of
New York financiers in a manage-
ment takeover in 1980.

In fiscal 1981, Centuri revenues
were $61.4 million and the company
posted a profit of $7.5 million, com-
pared with revenues the year before
of $5.9 million and a loss of $4.5
million.
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City’s ban on coin games
defeated by public support

by Joyce Romano

A proposal to ban all coin operated
games in the City of Fairfield,
Connecticut, was disposed of
after a public hearing was held on
February 9.

The Town Plan and Zoning Com-
mission’s proposed ordinance was
struck down when 300 provoked
townspeople attended the meeting
at a local school and protested
against the amendment, showing
their favor of continuing electronic
games in town.

The proposed ordinance would
have prohibited the use of all elec-
tronic coin-op amusement games in
town, except in residences or
schools.

The proposed amendment to the
zoning regulations regarding amuse-
ment devices read as follows:

“It shall be unlawful in any District
for any business, store or other com-
mercial or industrial establishment
to have on its premises for use by
customers or invitees any amuse-
ment device.

“For purpose of this section,
amusement device shall mean any
mechanical, electrical, or electronic
device used or designed to be
operated for entertainment or as a
game of skill by the insertion of a
piece of money, coin or token or
other article, into said device or
paying money to have it activated.
This definition does not include: a
jukebox, rides, bowling alleys, as any
such device (maintained within a
residence, or school, for the use of
the occupants thereof and their
guests).”

The proposal was developed by a
subcommittee of the Town Plan and
Zoning Commission, after State
Police told school officials and PTA
groups about problems with pupils
frequenting the game rooms at rest
stops in Fairfield, on the Connecticut
Turnpike. Authorities continued to
warn parents of the dangers of these
rest stops, citing that they were
scenes of prostitution, drug-traffick-
ing, and other crimes.

The possible prohibition of the
games led many parents to voice
their opinions in favor of the games.
One parent stated she felt the video
games were “mind-sharpeners,” and
quite educational, and that it was the
responsibility of the parents to con-
trol their children’s whereabouts as

to playing locations.

As one man acclaimed, he himself
was a “video-game nut” and he said
that probably most people who
participated in these games received
some enjoyment or personal satis-
faction from the playing of such
games. Therefore, itisn’t up to a few
people to decide on someone’s own
affairs of how and where he spends
his time; whether it’s in front of a
Pac-Man or having lunch in the same
place, while still being subjected by
these so-called “bad influences of
crime,” the citizens indicated. This
question of prostitution, drug-
problems, and other related crimes
in places of such reputation should
then be regarded by police officials
as most people agreed.

Based on all the support for the
continuance of the amusement
games, led not only by the local
people, but by the Chamber of Com-
merce also voicing support, free
enterprise was the argument
accepted for their confirmation.

They felt the proposal in question
was “highly restrictive,” as a spokes-
man stated, and that 80% of the
members were against the amend-
ment.

Shared support for the games and
disapproval for the controversial
amendment assured the arousal of
the local operators to attend the
meeting. With all the protest against
the ordinance, they were able to sit
back and quietly observe the
support they were receiving from the
townspeople.

Actually, there were no supporterc
of the amendment as written, but of
variations in the wording of the
amendment, because no one wanted
games entirely banned.

Summing up the evening, most
people felt that if a person doesn’t
want to play the games, he doesn’t
have to, but in the meantime, people
shouldn’t be told what they can and
can’t do. “It’s invading the rights of
the people who enjoy the games as
well as the operators who monopo-
lize them” said one resident.

“If such an amendment were to
pass, not only would children suffer,
adults would also be affected, as well
as the game businessitself. If one city
were to prohibit electronic games, 1t
would be inevitable that other cities
throughout the country, who have
had minor problems, would become
aroused,” the Fairfield citizen said.
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THE FOOSBALL SURVIVOR

.

TORNADO'

In the past 11 years, you have witnessed the beginning and failure of some 30 different brands of soccer
tables. Only one brand table remains—Tornado Table Soccer. Tornado survived because it didn’t rely
on big money tournaments and other such promotions, but rather because it has an 11-year history of
being the highest earning, longest-lasting table available.

Quality and engineering make the difference. And that’s why, after the decline and fall of countless
other foosball table brands, Tornado Table Soccer lives on.

Our high-quality foosball was designed and built to please the player and to make the operator money.
In fact, the Tornado table is currently averaging 4 times the national average of other soccer tables.
Why? It’s the same old story—QUALITY WILL COME TO THE TOP.

For purchase information on the “Survivor,” contact

Ed McCloud at

TORNADO TABLE SOCCER

5204 Airport Freeway Hwy. 121 ® Forth Worth, Texas 76117
Phone: (817) 831-2231 ¢ METRO 429-8484
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Venture Line grabs
West German gem

Venture Line Inc. has announced the
completion of a licensing agreement
with Video Games GMBH of West
Germany for their new game
Looping. The license grants to
Venture Line exclusive manufac-
turing and marketing rights for
North America, South America, and
the Carribean.

In making the announcement, Joe
York, president of Venture Line,
said “We’re just elated with the
acquisition of Looping. This game
has all the potential of being a gigan-
tic hit of the proportion of a
Defender. Never before has a game
offered the player as much latitude in
movement and control.”

York further acknowledged that
many other major American manu-
facturers commonly agreed that the
West German game was something
very special.

Rick Wood, director of marketing
for Venture Line, affirmed that
Looping will be offered in the exclu-
sive Venture Line “Change-A-
Game” system. “Change-A-Game”
enables the operator to convert a
Venture Line cabinet into a new
game both mechanically and graphi-
cally for approximately $1000.

“Theoretically,” stated Wood,
“any operator that owns a Venture
Line Spiders may change-over the
game into a Looping if he so desires.
By releasing a game with the poten-
tial popularity of Looping in the
“Change-A-Game” format, we
should effectively lay to rest any
skepticism concerning our commit-
ment to developing a quality conver-
sion system for the industry.”

Venture Line will sample ship
Looping to their distributors in early
March, and preview the game to the
public at the Amusement Operators
Expo in Chicago.

The game was licensed, with the
negotiations held through Video
Games GMbH agent, Freddie
Bailey.

CORRECTION

In the February 15 issue, page 34,
Play Meter mistakently identified
the positions of Edwin and Joanne
Anderson of Namco-America, Inc.
The correct job title for Edwin
Anderson is Administration Opera-
tions Manager; Joanne Anderson’s
proper title is Marketing Manager.
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Microcomputer tax simulation available:

Results of operating alternatives
print out with Syntax program

Vernon K. Jacobs, a C.P.A. who
practices as a tax consultant in Prairie
Village, Kansas (a suburb of Kansas
City), has developed a microcom-
puter tax simulation and planning
program that will compute the
income and social security taxes of
six different taxpayers for each of six
taxable years.

The program will compute the
various tax amounts for married tax-
payers filing jointly or separately, for
single taxpayers, for taxpayers who
file as head of household, for corpo-
rations and for accumulation trusts.
For each taxpayer, the program will
compute the tax results for 1979
through 1984, based on the tax rates
and special rules applicable to each
year.

This program, which is designed for
the new inexpensive desktop micro-
computers, is called SHORTAX
because it uses only 23 items of data
to compute up to 18 values for 36 dif-
ferent combinations of taxpayers
and taxable years. According to
Jacobs, his program will make as
many as 60 complex tax computa-
tions in an hour, with a single page
printout of each case. Jacobs says it
takes him from 30 minutes to three
hours to do just one of those calcula-
tions with a regular calculator.

The program will compute the
federal income tax using the tax rate
schedules, the 50% maximum tax
method (for tax years prior to 1982),
or the income averaging method.
For corporations, the program will
also compute the alternative tax on
long-term capital gains. If applicable,
it wil also compute the add-on
minimum tax and the alternative
minimum tax.

For 1981, Jacobs’ program will
compute the special 1.25% tax credit
and the special 20% maximum tax
rate for long term capital gains real-
ized after June 9, 1981. For 1982 and
later years, it will automatically com-
pute the “marriage tax” deduction
based on a percentage of the earn-
ings of a married couple.

The program is available for license
from Syntax Corporation, which

Jacobs formed to market microcom-
puter programs for financial and tax
specialists. The SHORTAX program
costs $500 for the first year of use and
$150 for each annual update that is
released in future years. Information
about the program can be obtained
from Syntax Corporation, Box
8137-P, Prairie Village, Kansas 66208,
or by calling 913/362-9667.

The program can be used to esti-
mate the tax consequences of alter-
native business and investment
transactions. Examples include:

1. Using SHORTAX to quickly
check the impact of transactions
that create excess losses and tax
credits that must be carried back to
prior tax years, or tc estimate the
value of amending a return.

2. Comparing the advantages of
joint or separate returns, or com-
puting the salary combination that
would create the greatest marriage
tax deduction with the least FICA
tax or self-employment tax.

3. Computing the tax benefit of
incorporating, or electing to file as a
Sub-Chapter S corporation or
increasing an owner’s salary.

4. Computing the value of setting
up trusts for college expenses.

The use of some of the options,
including (3) above, often require the
assistance of a certified public
accountant.

SHORTAX is designed to run on
microcomputers using the CP/M
disk operating system developed by
Digital Research, Inc. Some of the
microcomputers that can use this
operating system include Altos,
Apple (with Z-80 soft card),

Cromemco, Durango, IBM (the per-
sonal computer), Intertec, Hewlett
Packard (Model 125), Northstar,
Radio Shack, Vector Graphics,
Zenith, and Xerox. The SHORTAX
program requires a minimum of
48,000 characters (bytes) of com-
puter memory, although a few
systems may require 56,000. The
program will run with one or more
disk drives, either 8” or 5%,”. The pro-
gram is written in Microsolf Basic,
Version 5.0
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Newport arcade stages
challenge for charity

A video game-a-thon was held at the
Space Age Arcade in Newport,
Rhode Island, January 28—30, to
raise money for the Muscular Dys-
trophy Association.

The event featured seventeen-
year-old Tony Torio’s attempt to
break the world record 7-million
points scored on the video Star
Castle. Torio amassed 6,647,070
points in 37 hours of play, raising
over $2,500 for the charity.

O’Brien Music, a company
involved in the coin-operated busi-
ness for over forty years and owners
of the arcade, pledged $50 for every
million points score, while Cinema-
tronics, Inc. of El Cajon, California,
the manufacturer of the game,
donated $1,000. Numerous local
businesses and individuals made
pledges or supported the event
through donations of refreshments.

The video game-a-thon was the
brain child of Walter Grouy, assis-

Our lowest price
solder extractor
isn’'t cheap.

People get suspicious when they see “lowest priced.”
Especially in a precision piece of equipment. They

immediately think it's garbage.

Despite the reasonable price our EX-525 gives you
vacuum by an oiless, piston pump, not diaphram. It
easily removes components from double sided and
multi-layer PC boards. The EX-525 comes with a great
technical manual and 2 year warranty.
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130 N.E. 32nd St., Ft. Lauderdale, FL 33311
In Fla., 1-800-432-4839  outside Fla., 1-800-327-4133".

tant manager of the Space Age
Arcade. The concept was conceived
after Groux received a request from
Torio’s friends to allow him to try to
set a new world record on Star
Castle. Groux felt if a charity could
get involved, the attempt would be
worthwhile. The Muscular Dystro-
phy Association had experience in
staging this type of event.

Torio began his assault of the

world record on January 28. He had
played his first game of Star Castle
only six months earlier. Like other
games he tried, Torio quickly
mastered Star Castle, playing for
several hours on one quarter. He felt
he had an excellent chance of break-
ing the world record. However, after
playing 37 hours without any breaks
for sleep, Torio’s attempt ended
353,000 points short.

Alderman stops
license fees

In Des Peres, Missouri—a suburb of
St. Louis—an alderman has taken a
stand against video taxation.

The Des Peres Board of Aldermen
voted 3-2 against submitting a mea-
sure to citywide voting that would
force operators to pay $100 a year to

place video games within the city.
Alderman John G. Steuterman
called the fee highly discriminatory
and offered: “Just because a man
has a good business—in this case a
video machine—doesn’t mean you
should come in and tax him.”
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Lexington, Kentucky office, opened March 1, 1982.

We specialize in entire game room installations
Fully-staffed in-house warranty, parts, & service capabilities

“We welcome overseas inquiries”

17000 South Waterloo Rd. 7029 Huntley Rd. 848 - G Nandino Blvd.
Cleveland, Ohio 44110 Columbus, Ohio 43229 Melbourne Industrial Park
216/692-0960 614/846-8590 Lexington, Kentucky 40511

Outside Ohio toll-free 1-800-321-2778, 1-800-321-2779
In Ohio toll-free 1-800-362-1296 ® Telex: 241554
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SO YOU WANT TO IMPRESS
YOUR BANKER?

What to tell and show a loan officer

You are probably one of the following:

A. Not in the amusement machine business but
looking to get into the business and are seeking funds
to get started.

B. In the amusement machine business and seeking
funds to expand your present operation so as to take
advantage of the good opportunities in your area.

Regardless of which type of person you are, you need a
good proposal to present to your banker. Now, if you are
going to impress your banker you must first know what
your banker wants to know.

Information about the amusement industry

As we are all aware the amusement machine industry
has not always had the name and image it is currently
projecting. The words “arcade” or “game room” still

by Charles C. Ross

conjure up dark, dirty pool halls in the minds of many
bankers. To help counter this bad image you need to
show the banker:

1. Articles out of national newspapers, and magazines
such as The Wall Street Journal, Newsweek, Forbes, or
TV Guide, as well as local publications (refer to table of
articles). These will help sell the idea that arcades and
game rooms have come out of the dark ages and into the
forefront of entertainment.

2. Do not use the word “arcade” or “game room”
when talking to a banker or anyone who you think may
envision a den of sin. The words “family amusement
center” or “family entertainment center” are much more
palatable. How can any decent American banker argue
with the word “family”?

3. Show the banker copies of Play Meter magazine

INFORMATION TO IMPRESS YOUR BANKER
NEW BUY OUT EXPAND A BUY A
ARCADE EXISTING ROUTE ROUTE
ARCADE
INDUSTRY National Same as new Not as needed Not as needed
INFORMATION Newspapers Arcade as in Arcades as in Arcades
Magazines
Proposed A must. Not needed Not needed
PICTURES Site, Parking, Caption pictures
etc. with changes you
plan to make.
Pro-forma Present Inc. Present Inc. Present Inc.
Income Stat., Cash Stat. Cash Stat. Cash
Stat. and a Flow, and a Flow, and a Flow, and a
FINANCIAL Pro-forma Pro-forma Pro-forma Pro-forma
INFORMATION Cash Flow, Cash Flow, Cash Flow, Cash Flow,
Pro-forma Pro-forma Pro-forma Pro-forma
Inc. Stat. Inc. Stat. Inc. Stat. Inc. Stat.
from new from purchase from expansion from purchase
Arcade
PHILOSOPHY OF A Must A Must Not Applicable Not Applicable
DOING BUSINESS
CREDIT Personal Distributor Distributor Distributor
REFERENCES Banker and/or Banker and/or Banker and/or Banker
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?craves It's what
must dellven..fhrough a wild FEEE
It's a winner! It’s.. ;

and it will ake your profits QO?J)!
It’s the Iatest hit from the CVS library of games...



Profit is spelled CVS!
It’s afact—

Game saturation has created a
more fickle player and made short
site-life the rule rather than the
exception. This fact of life has made
our state-of-the-art Convertible
Video System an idea whose time
has come. No longer do you have
fo absorb heavy losses of investment
in your outdated games.

Here’s why CVS can
spell a brighter,
more profitable
future for you:
MODULAR

The heartof CVSisa 55" x 8" x1"
program module that plugs into

the universal printed circuit
board.

EFFECTS

Ultra modern electronics allow

a wide range of novel special
effects, quality graphics (including
3-D effect) and complex speech
patterns.

QUALITY

Game units are designed, con-
structed and finished to an industry-
high standard. Strong and secure,
the units feature a quality coin
mechanism and large cash boxes.

BEAUTY

Handsome, eye-catching cabinet
graphics are conceived so the

™ THE COMPACT
> CVS GAME MODULE

SIMPLE

A complete game change
canbe achieved ina very few
moments through a change
of the easy-access clip-on
module and the marquee—
that's all there is to it.

DURABLE

The uncomplicated solid
state module eliminates the
necessity for—and problem
potential of—tape.

VARIETY

Now you can present fresh,
new games with the same
ease with which customers
change their game prefer-
ences. We will make available
at least six aftractive, exciting— &
entirely new—games every year. &

TECHNOLOGY

Expert engineering and sophis-
ticated research /develop-
ment facilities assure that your
basic game unit will be capable
of accepting all likely innovations
foryears to come.

games will grab player attention.
You'll be proud to showcase your
CVS games.

WARRANTY

Our standard 90-day limited
warranty backs up your selection
of these excellent units.

SERVICE

New game modules can be in
your hands within 48 hours after your
orderis placed.

PRICE

The revolutionary CVS system
makes previously-unheard-of

low costs areality. With or without
frade-in allowances for modules,
this unique, dollar-stretching con-
cept will give you “money mile-
age” like never before.

RELIABLE

The company behind the devel-
opment of the CVS system is
Century Electronics of Oldham,
England, an established leader

in the video games field. You can
counton CVS!

CVS...The system
that lets you
PROGRAM FOR PROFIT

A SIMPLE MARQUEE CHANGE
AND YOUR GAME HAS A
NEW LOOK.

)

DISTRIBUTORSHIPS
AVAILABLE IN
SELECTED

AREAS.

Tuni Electro Service, Inc.
1716 W. 4th Street

Tempe, Arizona 85281

(602) 968-7257 TELEX 165819
800-528-1409

12004 N.E. 95th Street
Vancouver, Washington 98662
800-426-4790 TELEX 152031



EXPANDS THE WORLD OF PLAY

UNIVERSAL

L Lay Bug

¢

On display at your nearest Universal U.S.A., Inc.
Distributor Showroom, 2230, ictor Sueet

Santa Clara, CA 95050

or contact us for referral. Ph:(408) 727-4591 TLX: 172247

‘Give all current information about your
company, its locations, a history of growth,
and your philosophy of business...’
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Video

Games

66 1 099 Top Rated Games

LARGE

19" MONITOR

SCREEN

Arcade, Cabaret & Cocktail Models

Top Quality “Formica over Plywood”:
8 styles of cabinets & custom
colors available

DISTRIBUTORS WANTED
PROMPT DELIVERY

See us at the show in Chicago

All Printed Circuit Boards Will Interchange
* * *x 90 DAY WARRANTY * * %

For Complete Brochures Contact

KERSTEN INDUSTRIES

1714 East Curry Road ® Tempe, Arizona 85281
(602) 968-0935
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to allow him to see the quality of the publication serving
the industry. Quotes from articles in Play Meter can also
help educate him on the growth taking place in the
amusement industry today. (The 1981 annual operator
survey analysis as published in the “State of the
Industry” issue is available in reprints.)

Information about your business
If you are already in the coin-op machine business
you should give your banker the following information:

1. All the current information about your company,
complete with income statements, balance sheets, and
cash flow statements.

2. A list of your present locations and pictures of any
company-owned family amusement centers.

3. Give a brief history of your company and tell how
the company has grown in the past. It is a good idea to
show growth rates in numbers of machines as well as
revenues, net income cash flows, assets, and net worth.

4. Give a brief philosophy of doing business. In the
philosophy you should include any business practices
that you think will make a favorable impression on the
banker, such as: “We at Magic Machines Inc. are serving
the family market and do not allow loitering or alcoholic
beverages on the premises. We are here to provide a
good, wholesome entertainment complex for the entire
family. We even have a family night...”

A philosophy of doing business is a must but should be
kept to one typed page in length. It shows the banker that
thought has gone into your operation and that you do not
leave things to happenstance, but that you have a plan.

If you are not in the coin-op amusement business, you
should provide the banker with the following information
about your proposed business:

1. A philosophy of doing business is more important
for you than it is for the person already in the amusement

Some of the materials needed for a good presentation include
different typing elements so that you can have important infor-
mation in large letters. Large type can be used for headings.
Sleeves for each page of your report should have blank white
sheets inserted behind your typed page to give the page a thick
feel. Run-on letters can also be very helpful in personalizing
your presentation and giving it a professional look. Note the
white rub-on letters used to personalize the notebook. Photo-
graphs should be 8x10 and placed in a professional-style
photograph album.
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‘Establish a philosophy that you plan to
follow, and be sure to include the things the
banker wants to see.’

business. Establish a philosophy that you plan to follow
and be sure to include those things that the banker wants
to see, particularly the family orientation. While on the
subject of a business philosophy—every arcade should
have a business philosophy even if you do not plan to
show it to the banker.

If you have an area that is controversial such as
smoking, which you plan to allow, it is best to avoid the
issue entirely. Be positive in your philosophy and explain
what you are going to do for the community and how the
community will be a better place as a result of your plans.
Always try to overcome any negative image.

Should you be planning a bar which sells liquor and has
amusement machines, do not hide this from the banker.
Explain that you are going to serve a segment of the
market that has previously not been serviced, and build
support for the concept. Explain why it is a viable idea.

2. If you plan to open a family amusement center
(arcade to you and me), take pictures of the proposed
site and be armed with traffic flows, competition in the
area, other entertainment in the area, and the reasons
you have chosen that particular location. Photos of well-
run, attractive amusement centers will also help the
banker visualize what you are planning. Also include any
other information that will help the banker realize that
you have selected a location that is going to be profitable.

3. If you plan to buy an existing operation, be sure to
explain why the previous owner is selling. Now, for a
touchy area: If the previous owner was losing money, be
sure you do your homework and explain to the banker
what the previous owner was doing wrong and how you
will be able to make the operation make money. Remem-
ber, the banker’s main concern is to make sure that the
loan is repaid. So be sure you convince him that the
management was the problem and not the location or
business itself.

Your presentation should have a professional appearance and
have a natural flow. For example, one proposal I reviewed had
a history of the company, philosophy of doing business,
consolidated income statement, consolidated balance sheet, a
statement of change in financial position, statement of sources
and uses of funds, a proforma cash budget, a growth rate
chart, return on investment calculations, current outstanding
loans, credit references, personal data on the officers. All this
information was supporting information to the loan request to
help sell the banker on the idea.
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309/788-0135

Our service is second to none. One of the
largest spare parts inventories in America.

ONE OF THE LARGEST SELECTIONS AVAILABLE
- 524-2nd St. Rock Island, Il 61201

e Cartoon, Ballon and Egg Machines
e Carousels, Boats, Animals, etc.

* Trains, Bumper Cars

THE MOST PROFITABLE KIDDIE RIDES—EVER

items

THOMAS LEON'S KIDDIE RIDES




The South’s

Arcade Specialists

¢ Immediate delivery
o Best terms

e Reliable service

And a 50-year reputation of looking out
for the best interests of our customers!!

call us

BIRMINGHAM
Vending Company

540 2nd Ave. North, Birmingham, Alabama 35204

(205) 324-7526

Ardac’s.

amazin
chamgers.g

They make change for your customers.

And money for you.

¢ The right change time after time
means increased sales for you. If
customers don’t get change, you miss
out on dollars.

e Dollar bill acceptors are designed for
millions of operations without a lot of
fine tuning or adjustments.

¢ Bill stackers automatically stack bills
in a neat column.

¢ Unique interchangeable hoppers
virtually eliminate coin jams caused
by bent coins or coins in the wrong
hopper.

e Complete modular construction for
servicing ease.

¢ Simplified electronics.

MODEL A .
csogo ® Maximum security.

e Minimum problems.
4860 East 345th St., Willoughby, OH 44094
(216) 951-3440
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Information about you

If you have been in business for some time and have
an established rapport with a banker, it may not be
necessary to give him much personal background. It is,
however, a good idea to tell the banker of any pro-
fessional achievements or affiliations which you can
show him, so he knows you are on top of your industry.

Information from your attendance at trade shows such
as the Amusement Operator’s Expo and other national
and state shows demonstrates to the banker that you are
not asleep at the switch but that you have your finger on
the pulse of the industry.

If you have never been in the amusement business
before, you will need to explain to the banker why you
feel that you can make it in this business.

If you have been in a totally unrelated field prior to this
venture, try to find some common ground from your
previous work experience. For example, you might
explain how you have been working with the public for
the last five years or that you have some background in
electronics repair. Don’t forget to tell the banker about
your educational background particularly if your back-
ground includes courses in business or electronics.

In essence tell the banker anything about you that will
help him see that you are qualified to undertake this
enterprise successfully.

A list of personal credit references should be included.
If you have a company, be sure to list company credit
references.

Financial information about your plan

You need to have a very well thought-out plan for the
banker to read so he can see what you intend to do.
Remember, the banker makes his money lending money,
so he is eager to loan the money in spite of what you may
think. His concern is that the money loaned is repaid,
and for that reason he is going to want to know the partic-
ulars of your proposed plan. He is going to want to know
such things as:

1. How much money are you planning to borrow? Be
sure to tell the banker exactly how much money you plan
to borrow. To be vague and not know the exact amount
you need is to show that you are unprepared to talk
about the loan at this time. Another point here: The
amount you need to borrow and the amount the banker
is willing to lend may be different amounts. Be prepared
to support your amount and to defend it.

2. How is the money going to be repaid—monthly,
quarterly or in one lump sum? Monthly installments are
what the banker will probably be looking for in your
proposal.

3. How long do you plan to borrow the money? First,
do not attempt to borrow the money for a time period
longer than your lease on the location. To try to borrow
money for five years with a one-year lease is a sure way to
walk away with your cash bowl empty.

Also remember, the banker is viewing you as a risky
business—so the quicker the repayment the better. Try
to keep repayment to two years or less.

4. From what source is the money going to be repaid?
The repayment must, of course, be from the operation
you plan to open. Another important point: if the
business you are planning to open will not generate
sufficient cash to repay the loan and you are relying on
rich Uncle Harry to make half the loan payment, you are
going to leave the bank disappointed. The business must
be able to generate the cash needed to repay the loan.

Since your operation is going to have to generate the
loan repayments, it is necessary that you have some
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accurate projections of revenues and costs. In other
words, you are going to build a Pro-forma Income State-
ment. (Don’t let the word Pro-forma throw you; it simply
means projected; be sure to use the word pro-forma in
your proposal.)

Building a Pro-forma Income Statement is always
tricky. You will find that you will have no problem deter-
mining what your expenses will be, but projecting
revenues is the tricky part. Remember, if you know what
it will cost to operate, you at least know how much
revenues must be generated to break even.

5. Now for one of the classical bank questions. “How
much money do you plan to have in the project?” As a
rule of thumb the banker would like you to have at least
twenty percent of the total funds in the project. If he
views your business or you as a high risk, he may require
much more.

6. Another classical bank question. “What are you
going to use for collateral for the loan?” The banker, if he
is familiar with the coin-op business, will probably not be
too excited about accepting amusement machines for
collateral because of the relatively short life amusement
games enjoy. If he is unfamiliar with the business he may
accept them without hesitation. You should, however,
be prepared to offer him the machines and something
else of value—for example, a piece of real estate. Do not
offer the added collateral unless he asks for it, so as not
to encumber your other assets, but be prepared.

Presentation of your plan

Presentation of your plan is just as important as the
information that your plan contains. Bankers are hit daily
by individuals who are not prepared to give them
something tangible to read and study about their
proposed business venture.

The benefits to a well-laid-out plan are obvious. The
banker has something to study if he is a bit confused or if
he cannot remember all the information you gave him in
your meeting. He also has something to take before a
loan committee so that his fellow loan officers have a
chance to see your full presentation without you having
to be there.

Remember that the loan committee may be the
deciding group to determine if you get a loan or not, so
your presentation should be impressive, concise, and
accurate.

Charles C. Ross is a partner in the firm of Innouative
Management Consultants, specializing in consulting to the
amusement industry.

MAGAZINE AND NEWSPAPER SOURCES
OF INDUSTRY INFORMATION
Wall Street Journal August 13, 1980
Detroit Free Press November 14, 1980
Journal of Commerce August 15, 1980

TV Guide December 6, 1980

Forbes March 2 and
April 13, 1981

San Francisco Examiner April 12, 1981

The Kansas City Times April 11, 1981
Play Meter, “State of the Industry Issue”
(Available as a reprint) November 15, 1981

Also check other newspapers for feature articles on the coin
industry. A handy reference to past issues, Guide to Periodical
Literature, is available at your local library for additional media
references.

Texas’
Newest
Distributor

We have the following games to
offer, as well as many others, from
smaller U.S. Game Manufacturers:

Amidar e Bosconian @ Centipede Upr ® Tempest Upr ® Crazy Climber Upr e
. Challenger Upr e Vanguard CT e Solar Quest Upr ® Mouse Trap Upr ® Vector
® Galaga Upr @ Haunted House ® Hyperball ® Phoenix @ Space Duel @ Lady Bug
® Jump Bug ® Omega Race S.D. ® Omega Race Upr ® Omega Race CT ® jump
Bug e Kick-man Upr @ Ms Pac-Man Upt ® Ms Pac-Man mini ® Ms Pac-Man CT e
Frisky Tom Upr ® Donkey Kong Upr e Eliminator Upr ® Frogger Upr ® Space Fury
CT e Space Odyssey Upr ® Turbo Upr ® Turbo S.D. ® Moon War Upr ® Moon
War CT e Turtles Upr ® Lock & Chase Upr ® Qix Upr ® Grand Champion e
Make-Trax Upr e Stargate Upr ® Centaur ® Elektra ® Medusa @ Black Hole @

Volcano e Barracora @ Valley Tables and many more...

® Call us for information regarding
these games or any other machines not
listed.

® A complete line of interchangeable
games is also available.

'@ We also have awide selection of good
used equipment.

® We offer the most competitive prices
you will find anywhere in the United
States.

SPECIALS FOR THIS MONTH
AS LONG AS THEY LAST

Vanguard, Enigma Il, Megattack, Super Cobra,
Gorf, Wizard of Wor, Roundup, Venture, Ways-
War, Cosmic Avenger, Viper, Fathom, Split
Second, Red Baron, & Astro Fighter

We were able to obtain additional Kaos games. Your
overwhelming response to our last ad was greatly
appreciated. We will do our best to maintain our high
integrity.

Nationwide Games
Galore, Inc./
dba Games Galore

10031 Monroe Drive
Suite 306

Dallas, Texas 75229
Telex 732561 TELESERV-DAL
IN SPRINT 101888
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MAKING NEWS

The spotlight’s on video
and all is not well

commentary by Roger C. Sharpe

The groundswell continues to
build but all isn’t well with the coin-
machine industry, which is coming
under increased scrutiny in the past
few months. Most of the news
revolves around video and the
sudden discovery of it by the masses
with feature stories in Time and
Newsweek heralding the revolution
that far surpasses anything that has
ever occurred in the history of the
industry.

Even a number of publishers have
gotten on the bandwagon, as a slew
of video game books have hit the
stores offering tips, advice on how to
play, and other information for the
uninformed.

If that weren’t enough, Walt
Disney Productions is readying a
video-inspired movie, “Tron,” and
Bally has gotten into the act with
plans to produce video games to tie
into the movie. “Tron” is scheduled
to hit the theatres in the summer, so
get ready.

Elsewhere, a news brief reported
an event in Atlantic City, where
Tommy Smith played Defender for
16%hours, logged 16,604,200 points
and did it all on his original quarter.
Who says the games don’t play too
long? But not all the news is so
positive, as most of us are aware. As
of this writing, the Mesquite, Texas
case is still without a verdict that
could well set a legal precedent no
matter what the outcome. However,
there’s even more that’s facing video
and the industry.

When any subject hits the Today
Show, Phil Donahue, and the CBS
Evening News, it’s bound to get
attention and have an impact.
Unfortunately the slant wasn’t the
greatest in the world when, on
January 7, Ronnie Lamm, a Long
Island mother and president of the
PTA in Brookhaven, New York hit
the airwaves with a story mistitled
“Pinball Wizardry.” Her crusade is to
get rid of game rooms, asking for a
halt, in her area at least, of permits
for opening new locations, citing that
video games are dangerous for child-
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ren and that there are serious socio-
logical concerns as well.

It would be easy to dismiss Mrs.
Lamm as a lone crank, but the fact is
that she’s voicing concerns held by
an increasing number of adults
around the country. In fact, Phil
Donahue saw fit to have Mrs. Lamm
on his show along with Chicago’s
11th Ward Alderman, Patrick Huels,
on January 21 and the discussion
continued in the same critical vein.
All in all it appears that restrictions
may well be put into effect if these
and other people have their way.

The problem is that presently

there’s no apparent united front for
the industry. Everythingis splintered
with everyone looking out for their
own best interests and in this day
and age there’s more that’s needed.

Take Michael Collins of Yonkers,
who responded in the New York
Daily News with an editorial that
read:

“As the owner-operator of a small,
licensed video-game arcade in
Westchester County, I was angered
and dismayed upon reading the
editorial ‘Blast those invaders’ in the
Daily News. This generalization by
supposedly responsible reporters

0 =

These children are ‘in danger’ by playing coin-op video games, say an

increasing number of critics.

(Photo:

Doug Walberg)
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hil lies last
USED VIDEOS
ATARI EXIDY MIRCO
Indy 4....ccoiiiniiinn.. $ 595 Star Fire S/D............ 895 Block Buster..........
Red Baron Uprt......... 1795 Spectar Uprt............ 995
Football 2 Player ........ 495 Targ Uprt .............. 895
Asteroid Deluyxe Uprt ... 1495 Venture Uprt ........... 1295 NAMCO .
Spike “@s is” .. csiwimusns 50 Spectar Cktl ............ 895 Shoot Away (Rifle) ...
Orbit “asis”............ 250
Asteroid Cktl ........... 1495 NICHIBUTSU
Asteroid Uprt........... 1595 SEGA/GREMLIN Moon Cresta Cktl .. ...
Missile Command Uprt .. 1495 Astro Fighter Uprt ...... 895 Crazy Climber Cktl. ...
Missile Command Astro Blaster Cktl ....... 1495 Frisky Tom Uprt ......
Cabaret .............. 1395 Tranquilizer Gun Uprt... 895
Missile Command Cktl .. 1395 Pulsar Uprt ............. 895
Space Fury Uprt ........ 2195 NINTENDO
ALLIED LEISURE (CENTURI) Space TacticS/D........ 2750 Shooting Trainer ......
Clay Champ Rif!e ....... 795 Dual Uprt ......ooove.. 495
Spin Out “asis” ........ 100 STERN
CENTURI MIDWAY Super Cobra Uprt.....
Phoenix Uprt ........... 1695 Deluxe Space Invader
Cktlo oot 495 UNIVERSAL
CINEMATRONICS Space Encounter Uprt ... 895 Cosmic CGuerilla Upt
Armor Attack Uprt ...... 1395 18-Wheeler Uprt........ 595 phils e
Rip Off Uprt............ 895 Phantom Il Uprt ........ 595
Star Castle Uprt......... 1495 Omega Race Uprt....... 1995
Star Castle CEtI ......... 1395 Wizard of Wor Cktl ..... 1295 gs,ngjﬁi,rLthE L
Sundance Uprt “asis” ... 395 Extra Bases Uprt ........ 495 e
Space Invader Uprt ..... 595
DATA EAST Gorf Uprt sssimmsmsssemes 1995 WILLIAMS
Mad Alien Cktl ......... 895 Gorf Cktl............... 1795 Make Trax Uprt........
USED PINS
ATARI BALLY (Cont.) STERN (Cont.)
Middle Earth “asis”..... $ 295 Skateball ............... 795 Catacomb. : v veocwsmsso-
Space Rider “asis”...... 295 VIkINg «.svssiminneson s 795 Trident................
Hercules ............... 1095 Xenon ...l 1245 Meteor ...............
Seawitch ..............
BALLY GOTTLIEB
Centaur .........c.ccvunn. 1795 Cleopatra “asis”........ 295 WILLIAMS
Fireball Il............... 1295 Solar Ride “asis” ....... 395 Alien Poker ...........
Flash Gordon ........... 1495 Sinbad “as is” .......... 295 Algar ...
Star Trek “asis” ........ 395 Pinball Pool “asis”...... 395 Firepower .............
Silver Ball Mania........ 595 Genie “asis” ........... 395 Blackout ..............
Harlem Globetrotters Spiderman ............. 595 Black Knight...........
“asis” ..ol 395 MEFS csmnsmimmemessmasns 1495 Flash “asis” ...........
Dolly Parton “asis” ..... 395 Stellar Wars ...........
Ground Shaker ......... 445 STERN Tri Zone “asis” ........
Hot Doggin ............ 595 Flight 2000.............. 895 LaserBall ..............
Space Invader .......... 795 Stingray ................ 195 Scorpion ..............
ADVANCE AUTOMATIC SALES CO.
1350 Howard Street, San Francisco, CA 94103
Cabge: PINGAME e Telex: 34-747

695
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A lone operator’s voice pleading for understanding
doesn’t get the support needed for industry betterment.

depicting the video-game industry as
a sleazy, organization-controlled,
den of iniquity is grossly unfair to the
many legitimate businessmen, as
myself, operating in the same vein as
movie theaters, athletic events, etc.

“Why not conduct a vendetta
against coin-swallowing cigarette
and candy-vending machines, or
better yet, Lotto, legalized New

York State gambling which certainly
do much more physical and financial
damage than computer machines
that are entertaining and challenging?

“There are illegitimacies in every
type of business, but why condemn
and continuously harass people
striving to conduct legitimate busi-
nesses, paying salaries, taxes and
working hard as hell to earn a living?”

Betson delivers around the world

SAN FRANCISCO

LOS ANGELES

NEW YORK

BETSON ENTERPRISES

6 Empire Boulevard, Moonachie. New Jersey 07074
201/440-2200
Telex 134-301

BETSON PACIFIC

960 Howard Street
San Franciso, California 94103
415/543-4495
Telex 340-552
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1319 West Pico Boulevard
Los Angeles, California 90015
213/746-1191

Telex 181-318

Drowned out

A lone voice pleading for under-
standing, but really drowned out by
the masses. It’s too bad, but so it
goes and one wonders how many
other areas are facing the same pro-
blem and not getting the support
they need to have some impact for
the betterment of the industry. It’s a
frightening prospect if things are
allowed to go on as they have.

Following up on the mood of
change that is suddenly gripping the
country, a story [ reported on
(February 15, Play Meter, p. 40),
concerning judgments against some
New York City arcades, which were
illegally opened and under attack,
has come to some resolution for the
present. Although the rulings will be
appealed by lawyers for the
locations, the inference is clear that
the battle won’t be easy. The Daily
Neuws offered the following account,
which [ have edited down to highlight
the main points:

“Two Manhattan courts have
taken a strong action against a pair of
East Side video-game arcades in
decisions that city officials believe
may lead to the shutdown of the par-
lors and the end of the mini-boom in
illegal game shops...It’s wonderful,’
Consumer Affairs Commissioner
Bruce Ratner said of the court deci-
sions. ‘If we keep putting together
more victories like this, these places
will have to stop operating in
defiance of the law.’

“Ratner said this effectively means
the business has to close. But
Resciniti (attorney S. Edmund
Resciniti, representing Games,
Games, Games—one of the loca-
tions effected by the ruling) argued
that the shop could continue to
operate under the judge’s: ruling.
Resciniti said he did not expect a trial
to begin for a least a year, since there
were many outstanding summonses
against his client to be decided first...

“Consumer Affairs officials,
however, predicted that Camhy
(Sheldon D. Camhy, attorney for
Just For Fun, another arcade in the
ruling) faced a tough road since
unanimous lower court decisions are
rarely reviewed by the Court of
Appeals.

“The involvement of Camhy, a
partner with the prestigious law firm
of Shea & Gould, had raised suspi-
cions among city officials and neigh-
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Hopefully, it won't take another world war to divert
unwanted attention...but a united front is needed.

borhood residents that the video-
game industry might be financing the
arcade’s legal battle. Camhy has
denied such allegations. But even
more eyebrows were raised earlier
last week when the attorney again
raised the same constitutional issues
in defense of yet another unlicensed
arcade, The Dream Machine at East
90th Street and First Avenue.”

And if this weren’t enough, the
waves of discontent continued in
another related story that ran in
January, 1982. Also in the Daily
News, the report went:

“Accusing the city’s Consumer
Affairs Department of violating the
spirit of the video game and pinball
law, Councilwoman Carol Greitzer
(D-Manhattan) introduced legisla-
tion this week aimed at limiting the
number of video arcades throughout
the city.

“Greitzer, chairman of the City
Council’s Consumer Affairs Com-
mittee, is upset by the proliferation of
video and pinball games and accuses
the Consumer Affairs Department of
not following the intent of the original
legislation drafted in 1976.

“The department amended the
regulations of the law to allow a wider
variety of stores to offer the games
than originally planned.

“Greitzer’s bill, introduced
Tuesday, would give the Council
power to restrict the number of
stores on each block that could have
the games and the number of games
each store could have...

“Video parlors are now a part of
the Manhattan landscape and
Greitzer says that some mothers are
complaining because their children
are ‘mindlessly pouring one quarter
after another into the slots.’

“Greitzer also said that she has no
objections to the games themselves
but to the unsavory elements associ-
ated with them.

Well, there’s the old argument
again about the image of the busi-
ness which continues to come up.
It’s unfortunate that the more things
change, the more they stay the
same. And the end isn’t in sight, with
probably the worst yet to come. It all
reminds me of my research into the
industry for the “PINBALL!” book
and the isolated stories that sprung
up in the mid-to-late Thirties con-
cerning pingames. Not much was
done then either as many just took
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the money and ran. The ageless
wonder, Bill Gersh, implored the
industry to create a National Public
Relations Board, but his pleas fell on
deaf ears. Only a World War was
able to take away the attention.
Hopefully it doesn’t have to come
to that this time around. But there
has to be some united front that
represents not one manufacturer

against another or some special
interest group. After all, anything,
even an entire industry, is only as
good as the sum of its parts. °

Ed. Note: Trends toward a united
defensive front are emerging and
will be tracked in upcoming Play
Meter articles for their usefulness to
operators generally.
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We're Playing Your Sng.

From the electronic wizards at Marantz comes the Marantz Ragtime Piano, an
exciting, profitable addition to coin-operated entertainment. It's a self-playing piano
with a patented computer mechanism that uses cassette tapes to control the piano keys
and pedals, producing a vivid, “live”” performance. Gone are the limited selections,
brief playing time and mechanical problems of old-time piano roll players.

That’s Entertainment!

The Ragtime Piano means music and
style that will never go out of date. It
eliminates the trouble and expense of
replacing worn piano rolls or changing
records on a juke box. The Ragtime Piano’s
fine traditional styling fits any decor, and
with the push of a hidden button, it'll even
play Happy Birthday! Plexiglass panels
allow customers to watch the mechanism
and keys in action, and that’s adding
solid entertainment value.

Easy to Place

The Ragtime Piano is a welcome
replacement for a juke box in many clubs,
restaurants and lounges, and will open
doors that reject juke boxes. It can even
perform as an ordinary piano; in fact, if a
club already has a piano, you can install our
Marantz mechanism and convert it easily
into a profitable, coin-operated piano.

And it eliminates the problems of keeping
up with top ten hits.
Easy to Service

Modular electronics make the Ragtime
Piano easy to maintain and unlike other
automatic pianos, tuning and service is
a snap. And with Marantz, technical
expertise is never further than
your phone.

High Return

The Ragtime Piano promises maximum
return on your investment at a substantially
lower price than you'd pay for an old-
fashioned player piano. If you recognize the
music of profits, give us a call toll free at
1-800-438-7023. Distributorships available.
As always, Marantz is playing your song:
the Jingle of Silver.

L ¢ o 0 -8 o2 -0 ¢ | V&

Marantz Piano Co./Box 460/Morganton, NC 28655/704-437-7135
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UPDATE:

Zoning issue Kills
NE Philly arcades

by Mitch Plotnick

When Play Meter went to press with
the February 15 issue, the state of
arcades in Northeast Philadelphia, a
staunchly conservative community,
‘was one of confusion. During the fall,
Northeast residents succeeded in
blocking two proposals for arcade
zoning variances on their main
shopping drag, Frankford Avenue.

Now, based upon two decisions
handed down by the Philadelphia
Zoning Board of Adjustment on
January 25, the people of the North-
east appear to have arcades on the
ropes once again. The knockout
punch may not be far behind.

One of the decisions disapproved
a zoning variance for a 60-machine
arcade at 3217C and 3217D Willits
Road, positioned next to Skiltime, an
arcade already operating at 3217B
Willits Road.

The second decisionis intended to
close Skiltime, which opened last
November amidst aggressive com-
munity debate. The zoning board
ruled that Skiltime’s owners were
unable to prove that their permit was
valid.

Although Skiltime’s building was
first used as an arcade by previous
tenants as late as 1979, the new
owners were required to obtain a
variance for a regulated use arcade.
(An August 1980 bill gave
amusement arcades regulated use
status.) When Skiltime’s owners
opened their facility last November,
they neglected to obtain a variance,
thereby invalidating their permit.

Zoning board decisions are not
self-executing. Rather, they serve
only to verify the legality of buildings
according to zoning codes. Actions
based upon zoning decisions, such
as closing an arcade that is operating
with an illegal permit, are the func-
tions of courts, beginning at the
Common Pleas level in Pennsylvania.

So, immediately following the dis-
approval by the zoning board of
Skiltime’s operations, local state
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Rep. John J. Swaim and the city of
Philadelphia filed a suit in Common
Pleas Court, seeking to expedite the
zoning board’s recommendation to
close Skiltime’s doors.

The Common Pleas Court hearing
was held January 27. The plaintiffs,
represented by a staff member from
the city’s Law Department, filed their
list of grievances, which included
labeling Skiltime as a public
nuisance. Skiltime’s attorney then
filed his responses to the allegations.

%

These variance notices at Longshore
Pin-Bowl! in Philadelphia were posted
too high for zoning board regulations, a
common mistake that causes delays in
zoning hearings.

—Photo by Mitch Plotnick

The judge, deciding Skiltime’s
owners were entitled to a written
reply to their responses, granted a
continuance to give himself time to
reply to the arcade operators.

The official hearing was to come to
fruition in Common Pleas Court on
February 23, at which time the judge
would decide whether or not to
uphold and enforce the zoning
board’s recommendtion to shut
Skiltime.

The plaintiffs have a strong case.
Skiltime is not backed by a legal per-
mit, and it is a regulated facility
located within 500 feet of residential
zoning. Several community mem-
bers will be present to testify at the
hearing—against Skiltime. The
arcade owners’ defense will likely be
that the city, by granting them a
license (not the same as a permit) to
open in November, misled them
into believing that the former arcade
owners’ permit was still valid.

If the Common Pleas Court judge
finds the defendants guilty, he can
levy penalties of up to $300 per week
and/or 90 days imprisonment, retro-
active to the zoning board’s January
25 decision.

Lessons from the case

It is unlikely that Skiltime will sur-
vive; it is dangling at the end of a
frayed legal rope. However, what is
of greater importance to amusement
machine vendors and future arcade
owners are concrete lessons that
can be learned from examples like
Skiltime vs. Northeast Philadelphia.
These lessons are further highlighted
by yet another Northeast Philadel-
phia arcade case that surfaced in
early February.

Longshore Pin-Bowl is a North-
east bowling alley that has been in
existence since 1958, smack in the
middle of a row home neighborhood.
It is within 500 feet of a church, a
school and a recreation center.

When its present owners, William
Clark and Patrick Hamil, took over
in May 1980, they added -eight
amusement machines to their bowl-
ing lanes and assumed they did not
need a zoning variance to do so.

Recently, a neighbor complained
about teenagers hanging out at the
bowling alley, and the Department of
Licenses and Inspections sent an
inspector to survey the facility.

“The guy from L and I told us that
there’s a city ordinance that says if
you have three or more machines,
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you have to get a variance,” Clark
said. “We have eight machines. Some
people are under the impression that
we’re closing the bowling alley and
opening an arcade. That’s not the
case. We'’re in the bowling business,
not the arcade business. We’re in the
process of building the business
back up after the previous owner ran
it down. These machines,” Clark
added, “are helping us pay our bills.”

Clark said he was astonished
when he found he had to obtain a
variance for adding just eight
machines to his bowling alley.
“When we brought in the machines
we were under the impression that
we were properly zoned. Our vendor
didn’t even know the city ordinance
existed,” he said.

So Clark and Hamil filed for a
zoning hearing and obtained fluores-
cent orange variance notices, which
must be posted for public notice on
the property for 12 days prior to the
hearing. But once again, Clark and
Hamil failed to familiarize themselves
with the rules of the arcade game.

They posted their variance notices
seven feet from the bottom of the
ground to the bottom of the signs.
The pertinent writing on the signs is
seven and a half feet from the
ground, and very difficult to read.

Zoning board regulations require
that variance notices be posted at
eye level.

Typically, when signs are impro-
perly posted prior to a zoning
hearing, the zoning board chairman
grants the party a continuance so
they can properly display the notices
to the public. This means a delay,
usually three weeks.

But, the point of cases such as
Longshore Pin-Bowl and Skiltime is
that aspiring arcade owners should
not have to waste time with zoning
hearing delays, or in Common Pleas
Court, or battling enraged commu-
nity vigilantes. This is not to imply
that every arcade proposal has
buried within it a 100 percent chance
of being successful. But many pro-
posals that fail do so unnecessarily.

The name of the game is zoning.
And all zoning ordinances that
become law do so via introduction
and passage of a bill by township or
city council members, people who
are elected to help plan our commu-
nities. Any zoning ordinance passed
into law is public record, and you are
permitted access to these docu-
ments. Often, if you write to your
local council member, they will send
you copies of all ordinances that
apply to your variance request.

Prior to renting a building, prior to
purchasing video or pinball
machines, and certainly prior to
opening your arcades doors for busi-
ness, you should familiarize yourself
with the local ordinances that will
govern your business.

You should know what the
current zoning is and what legal
steps are available to change the
zoning. You should know all local
regulations pertaining to the posting
of zoning variance notices. You
should know specific requirements
for minute details, such as how high
your variance notices must be
posted.

This advice applies to distributors
as well as to arcade owners. A distri-
butor does an arcade operator a
tremendous disservice by selling him
or her machines, cognizant that the
arcade operator is unaware that he
or she must first obtain a permit. It
only creates confusion and trouble
when a neighbor subsequently
registers a complaint with the city.

This type of pre-purchase, pre-
trial preparation can only help to
reverse the trend of zoning deci-
sions in favor of arcade owners. The
alternative is a situation like North-
east Philadelphia, where the resi-
dents hold a resounding edge. °

{AMERICAN:
*HOT DOG
-STAND,;

Seeeees®

PLAY METER, April 1, 1982

TURNSTILES & VENDING MACHINES

PRIZE REDEMPTION & TRADE CHECKS

(STOCK AND CUSTOM)

FOR ALL MAKES OF GAMES,

CASINO SLOT & GAMING COINS

Phone or write for catalog & samples
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SLOTS-OF-FUN
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VAN BROOK OF LEXINGTON, INC.
P.O. BOX 5044, LEXINGTON, KY. 40555

606/231-7100
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THE IDEA BANK

by Bill Kurtz

‘Pee Wee Pinballs’
spur family arcade play

When a parent brings a youngster
under about six years old to most
game rooms, there isn’t much to
interest the child, except perhaps a
few kiddie rides, which often require
supervision.

Wunderland Game Room in the
Cleveland suburb of Mayfield Heights
has come up with a solution—“Pee
Wee Pinballs.”

Using standard pinball games,
owners Harvey Sussel and Brian
Presser hit upon the idea of equip-
ping the machines with scaled down
legs to allow small children to play.
The playfield has also been custom-
ized, with rebound rubbers stretched
across the outlanes to block them
and extend the game. And unlike the
other pinball machines in Wunder-
land, which are set on three-ball play,
the Pee Wee pinballs offer five balls
per game.

“Kids come in here with their father
and they want to do just what daddy
does,” Sussel says. “We want to let
kids enjoy this room along with their
parents.”

Sussel admits that while these Pee
Wee pinballs have not themselves
brought in much money, he feels that
his purpose in adapting the games—
“to provide family entertainment and
cater to all people”—has been suc-
cessful.

“We’re not looking for strong
collections as much as we’re trying to
get children in here,” he explains,
“and these Pee Wee pinballs encour-
age parents to come in with their
kids.”

Sussel says the main reason he
came up with the idea of the Pee Wee
pinballs was height; if you can’t raise
the children, lower the games.

“We had little kids standing on
plastic milk crates to reach the pinball
machines for awhile,” he says, “but it
was still hard for them to play. And
when these kids were done with the
games, older people would walk by

As well as the height, the speed of play is tomized with rebound rubb . .
to eli}tendsa gamee.lg e speed of play is customized with rebound rubbers and trip on the crates that were lying

around.”
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Wunderland now has three Pee
Wee pinball games—Superman,
Middle Earth, and Spiderman. “We
tried to pick pinball machines with
playfields that are simple for children
to understand,” Sussel says. “Some-
thing like Black Hole would be too
complicated for kids.”

Sussel says he thinks smaller child-
ren prefer pinball to video games,
since the basic objective of a pinball
machine is easier for a child to grasp
than the sometimes complicated play
strategy of a video game.

He says he plans to put in more of
these pinball games in the future. In
fact, he’s already ordered four more
sets of legs for the games. He says the
first three sets were made by a local
machine shop for $6 per set, and
were purchased since he didn’t want
to spend time waiting for a distributor
to special-order them.

Wunderland, less than a year old,
doesn’t presently have any kiddie
rides, although Sussel says four or
five are on the way early this year. By
combining these rides with the Pee
Wee pinballs and cocktail videos, he
hopes to set aside an area of the
room “for children only”—away from
the main entrance to the game room.

“We originally put these (Pee Wee
pinball) games by the entrance, but
the kids playing them were getting
battered by people going in and out,”
he says, and the machines are now at
the far end of the game room.

Sussel says the Pee Wee games
were needed because of the large
number of children playing—or trying
to play—games alongside their
parents.

“One of our employees counted
the people in the room over several
evenings, looking at the number of
older and the number of younger
people,” Sussel says. “We found
there were quite a few kids looking
for something to do. We thought
we’d let the kids have some time on
the games.”

As if to encourage small children to
play pinball alongside their older
counterparts, Wunderland has
placed the Pee Wee pinballs among
the standard-size games. In fact, the
machine next to the Superman Pee
Wee pinball is none other than “the
world’s largest pinball game”—
Hercules. °
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A follow-up:

Video game theft epidemic

Having just read “A New Epidemic”
concerning video theft cases, in Play
Meter, February 1 issue, a California
operator called and said he appreci-
ated the article by Mike Shaw...but it
came a few days too late to alert him.
A rip-off crew had walked into one of
the operator’s locations, convinced
the manager that they were with the
operator’s company—and made
clear away with a couple of videos
from the site.

This ripped-off operator offers one
solution that he intends to pursue
against the video theft wave: Require
a written guarantee from the loca-
tion, indemnifying him from loss of
his machine.

What if the location owner balks at
making such assurance?

“I don’t need that one location as
badly as I need to be secure from
having my machines stolen,” replied
the operator.

It’s a point to ponder, especially

. * | “ELEPHANT”

This elephant is
one of our four
new miniature
rides. Also avail-
able are two mini-
ature ponies and
giraffe.

The New and Only

that has a real Furry
Coat. This true to life
horse is sure to be a hit

will give the child a safe sound
filled ride!

considering the reported high cost of
games’ insurance coverage for the
operator himself, plus the stake the
operator has invested in the game
which tends to be vulnerable on loca-
tion.

As pointed out in Shaw’s article,
the location tends not to “give a
damn” since it has no vested interest
in the equipment, if some characters
in work clothes walk into the estab-
lishment and announce they are
removing the video game, “for
repairs.” Further, any receipt the
“workmen” give the location is
worthless.

Just as he would indemnify his
own bar dispensers from theft, so
can the location owner insure against
the game operator’s machines—if
he is reminded that half the lost
game revenue would be his, or that
he will not be serviced with any
game without insured protection
to the operator.

—R.ET.

“FUZZY”

Life like horse

with the kids.

Our great new
MOTORCYCLE RIDES
are equipped

with engine sound activated by
the rider through the throttle
grip. These actual motorcycles

Call or write us today for our
Full Color Brochure No. P.M. 2 .
describing all of our 19 rides.

utec

UTEC INC.

P.0. BOX 12530 2770 HIGHLAND AVENUE
CINCINNATI. OHIO 45212  (513) 531-2800

Manutacturing Coin Operated Amusement Rides

@ in Cincinnati. Ohio. Since 1952
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New products from

Music! Music! Music! It’s what the
world needs more of. I guess it does
soothe the savage beast. I was begin-
ning to turn into one, but the tide has
finally turned!

Good product from the real pros
of the biz is beginning to trickle from
the tap.

Make A Move On Me—Olivia
Newton-John—MCA/52000

Once the “girl next door,” Olivia
moves more into sensualism with
this follow-up to her biggest record
ever, “Physical.” This time out it’s
more in the vein Sheena Easton has
developed since her emergence from

RCA* * %

EMI America***
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PLAY METER’S HIT LIST

O BOBBIE SUE—The Oak Ridge Boys—MCA

TONIGHT I'M YOURS—Rod Stewart—Warner Brothersx x
CENTERFOLD—The J. Geils Band—EMI America* * *
LOVE IS ALRIGHT TONIGHT—Rick Springfield—RCA* * *
MIRROR, MIRROR—Diana Ross—RCA

SWEET DREAMS—Air Supply—Arista* **
PHYSICAL—Olivia Newton-John—MCA % * *

KEY LARGO—Bertie Higgins—Kat Family

I CAN'T GO FOR THAT (NO CAN DO)—Daryl Hall & John Oates—

TAKE IT EASY ON ME—Little River Band—Capitol* * x
PAC-MAN FEVER—Buckner & Garcia—Columbia

WHEN ALL IS SAID AND DONE—Abba—Atlantic***

SHAKE IT UP—The Cars—Elektra* **

LOVE IN THE FIRST DEGREE— Alabama—RCA % * *

THAT GIRL—Stevie Wonder—Tamla* % *

SPIRITS IN THE MATERIAL WORLD—The Police—A & M+ ++
YOU COULD HAVE BEEN WITH ME—Sheena Easton—

SOMEWHERE DOWN THE ROAD—Barry Manilow—Arista* * x
WAITING ON A FRIEND—The Rolling Stones—Rolling Stones Records
OPEN ARMS—Journey— Columbia* * *

THE SWEETEST THING—Juice Newton—Capitol

LEADER OF THE BAND—Dan Fogelberg—Full/Moon/Epic * * *
THROUGH THE YEARS—Kenny Rogers—Liberty*xx*

HOOKED ON CLASSICS—The Roval Philharmonic Orchestra—RCA
HARDEN MY HEART—Quarterflash—Geffen * x

* % *Denotes previous review by Play Meter.
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by pat matthews

Waxland

Olivia’s homeland, Australia. Nice
imports from down under, eh? 10 out
of 10 cinch.

Call Me—Skyy—Salsoul/S7 2152

Already one of the hottest dance
numbers in discos, this relatively
new group of fresh faces is set to
zoom up the Pop charts. An under-
lying funkiness in the bass work,
coupled with a terrific vocal arrange-
ment propel this record and will set
everyone to dancin’. There’s even a
sound effect hook over the instru-
mental run which will, no doubt,
impress some people. Personally, |
feel it adds nothing to the song. 10
out of 10 on highest chart.

On The Way To The Sky—Neil
Diamond—Columbia/18-02712

This is a first for Neil Diamond.
That’s right, another first for the
heart-throb of millions of ladies. It’s
his first songwriting collaboration
with Carole Bayer Sager (I wonder
who she’s living with now—I don’t
think it’s Neil). And what a combina-
tion it is! Once again Neil sounds like
Neil. Loaded with strings, acoustic
guitar, and that velvety voice of
Diamond, this one has all the ammu-
nition needed for success. At least a
9 out of 10.

Find Another Fool—Quarterflash
—Geffen/50006

Following hot on the heels of
their initial smash success, “Harden
My Heart,” this newcomer from the
Northwest hardens their sound just
a bit. This one even has a great elec-
tric violin solo, that’ll make this the
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first rocker outside of a Country
crossover to feature the instrument
on a hit record! At least | don’t recall
any. And beside, she (Rindy Ross)
still sounds like Pat Benatar to me.
She plays a mean sax, too. This one’s
rockin’ straight to the top. 10 out of
10.

We Got The Beat—The Go-
Go’s—I.R.S./9903

This L.A. girl group took a long
time to gain national acceptance, but
now that they have, look out! Fortu-
nately for them, their records are a
thousand times better than their live
performances. If this one is a big hit
like “Our Lips Are Sealed,” their first
hit, they will be the first group with
the “punk/New Wave/Pop” sound
to make it commercially. I predict
they willl 10 out of 10. The drum
“beat” will nail you to the wall!

I Love Rock N’ Roll—Joan Jett &
the Blackhearts—Boardwalk/7-11-
135

What can you say about a group
whose female leader wears a gold

pacifier on a chain around her neck?
If pacifier is a derivative of the word
peace, it certainly would not serve as
the explanation in this case.
Relying on a beat reminiscent of
Queen’s “We Will Rock You,” Jett
and company bring heavy metal
back to the commerical frontier with
this great singalong tune. A few
beers may help! 8 out of 10 or better.

Theme From Magnum P.I. —Mike
Post—Elektra/E-47400-A

Not since The Bubblegum Coali-
tion has this former California
politician and musical innovator
enjoved the success he’s had
recently. Hot on the heels of “Hill
Street Blues,” Post stays fresh in
mind with theme music from another
action and adventure television
series. This one relies heavily on
synthesizer, piano, and percussion
to carry it through. Now if only Mike
Post was as popular with the ladies
as Tom Selleck. 9 out of 10 anyway.

Never Give Up On A Good
Thing—George Benson—Warner

Brothers/50005

This funky toe-tappin’ danceable
number is included on the George
Benson Collection, a “greatest hits”
compilation which was released late
last year. It may have been “filler”
material at the time, but the time is
perfect for the stone solid smash.
The production, instrumentation,
arrangement, vocals, etc. are posi-
tively perfect. I predict this will be
Benson’s biggest hit in quite some
time. Winner from start to finish on
this “Good Thing”! 10 out of 10 easy.

Breakdown—Climax Blues
Band—Warner Brothers/50018

It seems to be Warner’s month!
This British quartet shed its Cult
label last year with the surprise hit
ballad, “I Love You” and is back with
a somewhat dreamy to rockin’ mix.
It’s from an album with some of the
tackiest cover art seen in these parts
for some time. Musically, the varied
combinations of styles in this one
song could possibly strike a chord
with a lot of people. 8 out of 10 or
better.

The records are rated as follows: 10 out of 10 = Top 10 peak; 9 out of 10 = Top 20 peak; 8 out of 10 = Top

30 peak; 7 out of 10 =
break in half.

Top 40 peak; 5 or 6 out of 10 =

Somewhere in Top 100; 4 or less =

Forget it, loser,

COME JOIN US
‘ IN THE

By being a step ahead of the

future, Interlogic knows your needs

before they exist.

Interlogic built their unquestioned
GLOBAL REPUTATION on QUALITY,

DEPENDABILITY, SERVICE and PRICE. |,

Interlogic’s Domestic and International
“BUYING POWER” insures you the highest
quality state of the art equipment at the best price.

Intérlogic EXPORTS, IMPORTS, DISTRIBUTES,
and SERVICES all coin operated machlnes through

‘A Logical Place To Be.”

FUTURE

9806 WEST FARRAGUT AVENUE, ROSEMONT, IL 60018

We 're looking forward to serving" ) PH: (312) 671-0305 TELEX: 270359 INTERLOGIC R()'SM. ¢

L bty PR NI TS RN TN, R T e O ]
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USE SANDEN"S BIORHYTHM FOR
YOUR HAPPIER FULFILLING FUTURE!

Have you ever experienced a day when nothing went right, or a day when everything was going
your way? This is because of our biorhythm, which controls our bodies. Human beings have a
favorable and an unfavorable life rhythm from the day they are born . The three rhythms;
Physical “P ", Sensitivity “S " and Intellectual “| " are the waves that make up the biorhythm.
The biorhythm is a field pioneered by scientists, and data show that there is a 70—80% possib-
ility of it being right. Use it for your health, safety, accident prevention, business success, happy
marriage, intuition; and also to find our more about yourself and to keep your self- control.

How to use this machine:
By choosing one button, select the desired biorhythm.

START 1|:

Will calculate the biorhythm for the next two weeks.

(A two week biorhythm from the day you request will be printed out with a calendar anb
comments.)

START 2:

Will calculate your love, driving, studying and
gamble luck.

(12 items, such as love, driving, and monetary
luck will be printed with an estimation graph
and comments.)

START 3:

Will calculate your congeniality with that
special person. .

(From the birthdays of you and your special
person, comments and congeniality percenta-
ges wii be printed out for physical, sensitivity,
intellectual and total congeniality.)

Procedures:

I. When you want your biorhythm.

1) Insert a coin.

2) Input your date of birth with the keys.

3) Input the day that you want to know about,
using the keys.

4) Push the start key. (For two weeks
START 1. for a day, START 2.

5) Cut the sheet of paper dispensed.

2. When you want to know your
congeniality.

1) Insert a coin.

2) Input your date of birth with the keys.

3) Input your special person’s birthday with
the keys.

4) Push the START 3 button.
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Today

s ‘Chief Gripes’ of Operating

It’s time we paraded

positive points of coin-op

by Charles C. Ross

PLAY METER, April 1, 1982

The series devoted to operators’ experiences...

Play Meter is open to operators
written contributions to this series,
with the hope that exposition of
industry problems today, from the
operating standpoint, will advance
their correction. Subject matter
should state a perceived problem
and then give a practical solution
that could be undertaken to solve
the problem, as the operator sees it.

Please take an overview of pro-
blem areas, not one particular
game’s failings, for instance. Pro-
blems may be technical/mechanical
in nature, however, or it could be
The Government, the players, the
landlord...or any common problem
area that most annoyingly presents
itself to operators. No subject is
taboo, but content should be within
the bounds of good taste and not
consisting of personal attacks on
character or reputation.

Decision of the editors is final,
since we wish to avoid repetition and
to explore as many different areas of
the operating business as possible.
All submissions will be fully con-
sidered. To be considered, writers
should submit “Chief Gripes” at no
more than 6 double-spaced type-
written pages in length.

Address:
Play Meter, P.O. Box 24170,
New Orleans, LA 70184. I

My biggest gripe is that here we
are the amusement machine industry
comprised of national and interna-
tional companies, approximately
9,000 operators, grossing revenues
of 8-plus billion dollars, with three
associations (Amusement Device
Manufacturers Association, Amuse-
ment and Vending Machine Distri-
butors Association, and the Amuse-
ment and Music Operators of
America) and here we sit.

“Sit,” you say, “meaning what?” |
mean here we are an aggressive risk-
taking industry and we sit around
watching local communities label us
as villains, undersirables, even
“pushers” addicting unsuspecting
children on these evil hell-sent cor-
ruptive devices only surpassed in
indecency and ill-breeding by porno-

graphy! And we sit, and we watch as
some local community far away from
our back yard crushes the life out of
some operator whom we don’t even
know! After we casually read reports
about it in the local paper and in Play
Meter, we shake our head and go
back to our business.

Well manufacturers, distributors,
operators, and trade publications, it
is time we united and lauched an
offensive on a national, state and
local level!

The war to better our image
should be regarded as the most
important “war” we in the coin-op
amusement business should be
waging. To not wage war is to put our
livelihoods on the line and in the
hands of other people. You say “Oh
you are an alarmist. They wouldn’t...”
You are correct they probably would
not put us all out of business but do
you know that you may be the next?
The point is that we are all in this
together and it is about time we
united and employed different tac-
tics than that of laying low and hoping
that nothing happens. To do less
than launch a full-scale offensive is to
encourage those blood-seeking vigi-
lantes to continue rolling.

The national offensive

At the national level we need a
publicity campaign headed by an
“Amusement Machine Development
Council” whose job should be to
better the image of amusement
machines by doing institutional
advertising to help better the name
of the industry. Why don’t we
employ a team of university
psychology and marketing professors
to study the business and tell us the
good attributes of video games? For
example one study has already
shown that video games can improve
reflexes, eye-hand coordination and
act as a tension release. So why not
hire some well accepted American
personality like Charlton Heston or
Roger Stauback to carry a message
about the good that the industry is
doing.

For example, why do people
ignore that we are not going to injure
any youngster but in fact we will help
develop certain skills? Did any one
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ever consider how many injuries high
school football causes, yet there is
no legislation to outlaw football? We
must educate the public on
amusement machines.

[ am of the opinion that most of the
community fathers disgusted with
arcades have not been in one for
more than a momentary visit.

Parents are used to children going
to movie theaters and the parents
accept the movie as a viable form of
entertainment, mainly because they
themselves went to movies when
they were younger. However, they
did not have arcades or video
machines and they do not
understand the video game as aform
of entertainment. This needs to be
expressed and the parents
educated.

Another thing people complain
about is not getting anything for the
quarter invested in an amusement
machine. Well, when was the last
time you went to the movie and left
with something tangible? A quarter
in an amusement machine is a
quarter invested in entertainment
just as much as the money spent on a
movie, bowling, minature golf, or a
water slide. Why have these forms of
entertainment gone unscathed?
Again | feel it is because they are

understood better than an amuse-
ment machine by the older genera-
tion in the city halls.

Then we have the debate over
drugs. Opponents say “Arcades are
drug trafficking places.” Could it not
also be said that schools are “drug
trafficking places.” Why don’t we
close all schools too?

Another point which could be
explained is how local amusement

An item needing to be
nationally addressed is
exactly why there .is
resistance to amusement
machines—then overcome
the resistance

centers provide a place for young-
sters to go and stayy off the street
and out of trouble.

[ think a close study of objections
to amusement machines will show
that the objections usually stem from
a misunderstanding and ignorance
about the amusement machine busi-
ness today. Moral to that story is
simple; we must educate the public.

The objections which do not stem

from a misunderstanding about the
business today stem from the
amusement machine business in the
past. After all, it has not been that
long since pinballs were unlawful in
many states. It has certainly been in
most city fathers’ lifetimes. Could it
be they are still in the “old days”?

One of the first items needing to be
addressed on a national level is to
ascertain exactly why there is
resistance to amusement machines,
then determine the best approach to
overcome the resistance.

A state offensive
Each state should have an organi-
zation to determine which towns
have a problem and launch a full-
scale war in those communities. If a
state does not have any problem
communities, then that state should
try to determine why they have no
problem (or prepare for potential
problems) or determine what they
are doing right so that the informa-
tion can be sent along to the national
organization for distribution to other
states that are experiencing pro-
blems. Remember that just because
you do not have a problem today
does not mean you won’t have one in
the future.
Each state should also do its part

Course Description:
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Using a digital meter

)
2)
3) Power Supply (Theory & Repair)
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to better the image of the amuse-
ment machine in their state. State-
wide campaigns at regional or state
fairs to show the state of the art in
amusement machines could help
educate the public about our busi-
ness. After all, we are part of the
electronic revolution that is changing
all of our lives.

Finally the state organization
should rally to the needs of any com-
munity that is facing unfavorable
ordinances or discrimination against
amusement machines.

The local offensive

At the local level the operators in
the area should band together and
have a luncheon once a month or so.
This is the time that problems could
be discussed and even the launching
of a local educational campaign
designed to educate the local com-
munity fathers about the benefits of
amusement machines.

The local focus should be as the
national and state focus: what can
we do to better the image of amuse-
ment machines and amusement
operators? Arcade or amusement
center operators can even invite
church groups in on Saturday morn-
ings before regular business hours
for one or two horus of free fun.
What better place to have an amuse-
ment center mentioned than in the
church bulletin?

Operators can also donate
machines to local orphanages and
invite local TV and radio stations to
the ceremonies. (An Illinois operator
recently proved to have a wedge
against harsh local legislation
because he operated the games in a
city-owned teen recreation center.
He simply threatened to remove the
games from that location if the city
“taxed him out of business” with a
steep per-machine tax. He stood
firm and the city backed down.)

At the local level the list of promo-
tional ideas for bettering the image of
the lowly amusement machine are
endless. (For hints, watch our “P.R.
Problems” column.)

Well, as someone once said, “The
best defense is a good offense.” I feel
that fits the amusement machine
business today. We are in the spot-
light, and we can either perform or
hide and receive the boos. I think its
time we performed so that we at least
have a chance for applause.

Charles C. Ross is a partner in the
firm of Innovative Management
Consultants which specializes in
consulting to the amusement
industry.
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by Frank Seninsky

The Crank gives his opinion on
“What's wrong with the coin
operated amusement business?”

A few months ago | was asked by
Play Meter’s Ray Tilley to skip one of
the “Frank’s Cranks” columns and
perhaps write what I felt was wrong
with the business of coin machine
operating today. After weeks of won-
dering what could be the “root” of all
the bad publicity—a reason why loca-
tion owners habitually complain
about amusement companies, why
the general public bands together to
protest arcades in their community
—it dawned on me that this is all a
result of “misinformation” and worse
yet, “no information.” The public, as
well as many of the people “in the
business,” doesn’t know very much
“about the business.” This plus
man’s natural instinct of “greed”
(often acted upon based on his mis-
understanding of the business) is
where | feel one of the larger pro-
blems lies.

Now that the introduction is out of
the way, let’s use examples to see
what really happens on the street.
First let’s deal with contracts and
commission arrangements.

The most common commission
split I've seen in the last thirteen
years is the 50/50 split of game
receipts. Some of the variations on
this arrangement are: (1) advance
commissions to the location (better
known as interest free loans); (2)
cash gifts to the location in return for
a one-sided signed contract for a
period of years (the location owner
accepts the cash and signs a con-
tract which naturally favors the oper-
ator and sets the location owner up
to be “screwed”; (the operator may
act consciously or subconsciously);

(3) combinations of the above which
include all the receipts for, say, one
month going to the location owner (a
cute way of giving a cash gift but
which preys on the greed of the loca-
tion owner), a higher commission
split (which is not a good business
decision for the operator) with less
service being provided by the opera-
tor, inferior equipment being sup-
plied (which might include “copy
games”’—games manufactured in
violation of the patent and copyright
laws), and any other manner of oper-
ation to reduce the operator’s over-
head.

Why does this happen? Let’s
examine what happens when both
location owner and operator enter
into an agreement that both feel is
unfair to themselves. Most people
assume that amusement games take
in thousands of dollars each week
(the uninformed media supports this
erroneously) without stopping to
think how absurd this idea is. I've
heard this from the uneducated as
well as the highly educated.

Those who have operated games
know that at 25¢ per play and an
average of four minutes per game
(not unreasonable), a “great” game
(and there are very few of these
around) will take in fifteen quarters
or $3.75 per hour if the game is
played non-stop. This will generate
$315 per week for a location that’s
open twelve hours a day, seven days
a week. Some locations are open
more, many are open less; some
games could earn more, most will
earn less. It’s a rare event if a game s
played continuously for 84 hours in

one week. I've read in our trade
magazines that the national average
is about $100 gross per machine per
week. My route falls into this cate-
gory as do many of the other
operators’ I've talked to across the
country. If the public knew this to be
the truth, the location owner might
hesitate to take in an operator
offering him “the world” and an
operator who is new to the business
might hesitate to offer “the world” to
get a new location.

If location owners and potential
operators fully understand that a
manufacturer’s warranty doesn’t
mean that a distributor must fix
boards and monitors within 24 hours
(it could take weeks), a whole new
perspective of the amusement busi-
ness might be perceived. This would
make location owners stop and think
seriously about owning their own
machines. The public should also be
informed as to the cost of a new
game ($2500—$3000), because I've
heard intelligent people say that
games cost over $10,000 each. This
is one reason why unreputable
suppliers can sell “off brand” games
and “copies” for $4000 each to an
unsuspecting public.

Operator does “nothing”
Assuming a location owner feels
the machines gross a lot of money,
it’s natural then that he will
“begrudge” the operator his fair
share of the receipts. The location
owner feels (misunderstandingly)
that the operator is doing “nothing”
for the share the operator is taking
out of the machines each week. The

Location owners may play one operator against another and end up
with a higher commission or “extras” they feel that they deserve.
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location owner will play one operator
against another and because the
operators often don’t fully under-
stand financially what they are doing,
the location owner will end up with a
contract that may give him a higher
percentage of the split, a cash
advance, a gift, or anything he feels
he deserves as “extra.”

The operator, on the other hand,
is “annoyed” that he had to “give
away” so much and, from that
point on, consciously or subcon-
sciously plots a way to get back what
he feels he “gave away.” This can be
accomplished in many ways, some
which even the operator feels are
beneficial to him, but in the long run
are just the opposite. The operator
might be forced to purchase more
used machines, purchase copy
machines which are often cheaper
(but have very little, if any, resale
value and generate less income than
the “real” game), and provide less
service or unqualified service (it is
sometimes cheaper to send a
serviceman with an “out-of-order,
parts are on order” sign than it is to
send a qualified mechanic who
makes two to three times as much
per hour).

Many times I've heard location
owners “swear” how it is “always” to

the operator’s advantage to fix a
broken game as fast as possible
because if the game is broken the
operator is “losing money.” This
statement is not accurate and could
only be spoken by someone unfamil-
iar with running an amusement busi-
ness. True, it’s not good for an oper-
ator to have a broken machine, but if
it costs more for the operator to fix
the machine than, let’s say, one half
of what the machine takes in, it’s a
bad business decision to fix that
machine as soon as possible.

As an example, a service call onan
Asteroids comes in at 5 p.m. At this
time, most of the day mechanics are
ready to knock off. This Asteroids
grosses $140 per week or $20 per
day. If the operator can send a
serviceman to the location by 5 p.m.
the next day, without sending him
out of his way, the cost of the service
call might be only $5. If the machine
is out-of-order for 24 hours, the oper-
ator might lose $10 (50% of $20
income), but chances are that if
more games are in the location, part
of this $20 would be made up by the
other machines. However, if the
operator chooses to send a
mechanic out by, say, 7 p.m. the
same day, and had to pay overtime,
plus mileage and gas, it is possible

that this same call would cost him
$25. Subtracting from this about $8
(the Asteroids would be out only a
few hours), it cost the operator $17
out of his pocket for the service call.
In a case like this, it “pays” the opera-
tor not to fix the game until the next
day unless the contract stated that
he must do this.

If these acts don’t help (in the
operator’s mind) the operator to
recover what he “gave away” to get
the location, then he naturally won’t
purchase new equipment on sched-
ule for the location because he went
into this deal with -a bad attitude
toward the location. In the worst
cases the operator might even
decide it’s OK to “steal” money from
the location. This chain of events
naturally adds to the negative image
of our industry. If one operator
steals, then the public assumes that
all operators steal. -

It’s also an unfortunate fact that
the public thinks that most operators
have underworld connections. Some
operators use this misconception
and try not to go out of their way to
even deny this, because they feel
that this “mystique” can sometimes
be used to intimidate a location
owner into staying with them or
renewing a contract. So even those
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“in the business” hurt the image of
the business through their own
actions or inactions.

Operators must be educated as to
what happens when they purchase
copy games and pirated circuit
board chips. If the operator is well
established and plans to remain in
this business for years to come, then
it may be foolish to try to save a few
dollars in the short run and then be
the first and among the loudest to
scream: “Where have all the estab-
lished, reputable manufacturers
gone?” Someone has to spend the
millions of dollars necessary to
design a new game, and it sure as hell
isn’t going to be the company that
makes the copy games.

Some solutions: Dispel the myths

First of all, the public and the
operators must be well educated
about the amusement business. So
many decisions today are based on
“seat of the pants economics.” In
today’s market of rapidly depreci-
ating equipment (a new machine
could really lose up to 70% of its value
in a few months and now we have to
depreciate games over a five year
period). The veteran operators (and
the newcomers) will not be able to
“give away” loans, gifts, high com-

missions, and other “favors” if they
want to remain solvent. Lists of
reputable operators, distributors,
and manufacturers must be com-
piled and distributed by state, local,
and national amusement associa-
tions. The leadership of these associ-
ations must be reputable (just like
our politicians). Checkbook sales-
manship may not work as well in the
amusement business as it does in, for
example, major league sports. The
company with the flashy checkbook
is often forced to “cut back” on game
purchases and the quality of their
service. It’s always the same adages:
“You get what you pay for,” and
“Nobody gives anything away for
free.”

Those whose job it is to inform the
public are often not informed them-
selves. The myths about the amuse-
ment business must be laid to rest.
Those who make the laws regulating
the amusement business need help
to draft laws that will be effective
in controlling and régulating the
amusement business. For example,
when arcades spring up all over it
only hurts the image and profitability
for all those concerned if the arcades
are not managed professionally.
Arcades must not let students in
during school hours and not permit

those under eighteen in after a
reasonable hour at night on school
days.

Operators and location owners
must write contracts that are fair to
both parties. The operator should
guarantee his service (say within 24
hours) or pay the location owner
what was lost in revenues. Machines
should be purchased and rotated
according to a predetermined for-
mula that the operator could live
with. If the operator acts as a profes-
sional, perhaps the location owner
would respect him as a businessman
instead of seeing him as someone
trying to get the best of him. Perhaps
the location owner would want to
deal fairly and not be greedy.

I've had great success in doing
business professionally. (There are
still, of course, those location owners
who can’t be convinced to be fair and
still insist on doing business the “old
way.”) | believe strongly that most
people given a chance to do business
honestly will be proud to dojust that.

Ed. Note: Seninsky will deal with
the topic of this “Cranks” column, in
depth in an Amusement Operators
Expo °82 seminar, “Negotiating
Commissions with Locations,” on
March 27.
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Lesson Seven
R/S Flip-Flops

. LOGIC DESIGN COURSE

l.

of Dayton, Ohio and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. This material

Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, de-
is authorized for publication exclusively in Play Meter magazine.

signed specifically for the coin-operated amusement industry. This course is copyrighted and owned by Kurz Kasch

Lesson Seven, R/S Flip-Flops. The seventh lesson is about
the basic memory element known as the R/S Flip-Flop. A
thorough knowledge of this type flip-flop is required so more
advanced memory elements can be understood.

MEMORY ELEMENTS:

The bistable multivibrator, or more simply, flip-flop, is
the basic electronic memory element. Unlike the logic gates
discussed in previous lessons, the flip-flop is capable of
accepting binary information and storing it for future recall.
All flip-flops have two outputs called Q and Q, and all flip-
flops are capable of remembering the last instruction they
receive.

State =
of FF Q Q
1 1 (0]
(6] (6] 1

Table 7-1. A truth table relating the state of a flip-flop to
its output.

When a flip-flop is instructed to go to the one state, its
Q output will be at a Hi logic level, and the Q output will
be a complementary Lo logic level. The condition of the out-
puts will not change until the flip-flop is instructed to go to
the zero state. At this time the Q output will be at a Lo logic
level, and Q will be at the complementary Hi level. This
information is summarized in table 7-1.

There are several types of flip-flops in common use. Each
is designed to handle specific requirements, and familiarity
with each of these types is of utmost necessity in almost any
design work.

THE R/S FLIP-FLOP:

The Reset/Set (R/S) is the least complex of all flip-flops.
The circuit (fig. 7-1) consists of two cross-coupled NAND
gates. It has two inputs, SET and RESET, and two outputs,

Q and Q.

Set
O
Q
H(g(:t C_Q

Fig. 7-1. The basic reset/set flip-flop. This flip-flop is con-
structed with two cross-coupled NAND gates.

In order to understand the operation of this circuit, re-
member that the output of a NAND gate will be at logic 1 if
any input is zero, and the output will be at a logic zero only if
all the inputs are at logic 1. Now let us assume that both the
set and reset inputs are at logic 1 and that the flip-flop is the
one state. In this state the Q output is at logic 1 and the
Q output is zero {fig. 7-2a). Furthermore, the output of gate 1
is constantly disabling (turning off) gate 2, and the output of
gate 2 is constantly enabling (turning on) gate 1.

The flip-flop is said to be latched in stable state 1 and
will not change states until the inputs are changed.
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Although we have assumed that the flip-flop is in the
one state with both inputs at logic 1, there is no reason
why it could not be in the zero state. The student should
verity that the same input conditions could also support
a Stable zero state.

§=i O——————

(A)

R-10—m—————

Fig. 7-2. The possible output states of an R/S flip-flop with
a sequence of inputs. For proper understanding, the figures
should be followed in sequence from top to bottom. (See text.)

Inputs at t, Output at t,
R S Q Q

0 0 ? ?

l¢] I 0 I

1 0 I 0

1 I Q at tp (—i at tp

Table 7-2. The truth table for a NAND gate R/S flip-flop. The
output is not predictable when both inputs are zero.

If the input to gate 2 is changed to logic zero, the circuit
will latch in the zero state (fig. 7-2b). Even if the input to gate
2 returns to logic 1, the flip-flop remembers the momentary
logic zero and remains latched in the zero state (fig. 7-2c).

If the input to gate 1 is now momentarily changed to logic
zero, the circuit will latch in the one state (fig. 7-2d) and
remain in this state even after the input to gate 1 returns to
logic 1 (fig. 7-2a).
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After several hours of operation if we were to examine the
circuit and find it in the zero state, we would know that the
last logic zero applied to' the flip-flop was on the RESET
input. If it were in the one state, we would know that the
last logic zero was on the SET input.

Naturally, there is one exception to the rule. If both inputs
are momentarily at logic zero, then both outputs will be at
logic 1 until the inputs return to logic 1. When this occurs, the
resulting state of the flip-flop cannot be predicted. For this
reason, both gates of a R/S flip-flop should never be enabled
simultaneously.

Reset
© Q
S(e}t 9

Fig. 7-3. An R/S flip-flop constructed with two NOR

gates.
Inputs at t,; Output at t,+1
R s Q Q
(6] (6] Q at tp C_) at tp
0 I I 0
I o 0 I
I I ? ?

Table 7-3. The truth table for a NOR
gate R/S flip-flop. The output is not
predictable when both inputs are 1.

The truth table for the operation of a R/S flip-flop is given
in table 7-2. The momentary input at time t, is given on the
left, and the resulting output at time t, + 1 is on the right.
The first row shows the indeterminate state resulting from a
logic zero applied to both inputs. The last row indicates that
the output condition will not change when both inputs are at

logic 1.

A R/S flip-flop may also be constructed by cross-coupling
two NOR gates as shown in fig. 7-3. In this application, the
inputs to the NOR gates would be maintained at logic zero and
subjected to momentary transition to logic 1.

Unlike the NAND gate the NOR output is zero if any input
is 1. Of course, the truth table for NOR gate flip-flops will be
reversed (table 7-3).

CLOCKED R/S FLIP-FLOPS:

It is often desirable to permit a R/S flip-flop to change
states only during certain time intervals. This is most easily
done by placing an additional gate in the SET and RESET
inputs (fig. 7-4). Any input to gate one must pass through gate
three, and any input to gate two must pass through gate four.
Both gates three and four are enabled by a logic 1 on the clock
input. If the clock input is at logic zero, the output of gates
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three and four will be one regardless of the SET or RESET
inputs.

The clocked R/S, flip-flop permits synchronization of
memory input with any positive going signal. Furthermore, any
changes at the inputs will not alter the state of the basic
memory unit so long as the clock is held at zero logic. Of
course, if both inputs are at logic 1 upon the arrival of the
clock pulse, the resulting memory state w’i,ll be indeterminate.

Set
o——
3
Q

Clock

O——

Q

Reset 4

Fig. 7-4. A R/S flip-flop with a clocked input. The output will
change states only when the clock input is 1.

R/S MASTER-SLAVE FLIP-FLOP:

The master-slave concept of flip-flop design was intro-
duced to solve a major problem that”is associated with the
clocked memory unit. The inputs to a simple clocked memory
will not change the output until the clock pulse is applied.
However, during the clock pulse, the outputs are free to change
many times in accordance with any change at their inputs. In
many applications this is not desirable.

The operation of a R/S master-slave flip-flop is charac-
terized by a maximum of one oulput transition during a clock
pulse. Fig. 7-5 shows how this is accomplished.

The entire circuit is actually-composed of two clocked
flip-flops. Gates one through four comprise a slave memory
while gates five through eight are the master memory. Gate nine

Master Flip-Flop

Slave Flip-Flop

Fig. 7-5. A R/S master-slave flip-flop. The state of the master
flip-flop is transferred to the slave flip-flop when the clock
goes to zero.

permits information to be entered into the master section while
the clock pulse is at logic 1; then, be transferred to the slave
section as the clock goes to logic zero.

Notice that the clock pulse is directly applied to gates
seven and eight, but that its complement is applied to three and
four. Thus, when the master is gated ON, the slave will be
gated OFF and vice versa. When the clock is Lo, the resistor
keeps the input to nine slightly higher than seven or eight. In
effect, when the clock goes Hi, gate nine will respond just in

“advance of seven and eight. Thus, by the time the master is

enabled through seven and eight, the slave will have been
disabled through three and four. In this condition, and for as
long as the clock stays Hi, the master may change states many
times without affecting the slave.

This process is reversed as the clock goes Lo. Now, seven
and eight will be disabled just prior to the time three and four
are enabled, and the last information to the master is dumped
into the slave. Since the slave cannot accept information from
the master until seven and eight have been disabled, the out-
puts Q and Q can have only one transition per clock pulse.

Breadboards

d R/S FLIP-FLOP

1. Wire up the circuit on the breadboard using two NAND gates. Before applying power,
set S to the logic zero position and Sy to the logic 1 position.

2. Apply power, observing correct polarity.

3. When operated in this manner, lamp L should light and lamp L; should not light.
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That is, Q is at logic 1 and Q is at logic zero. Refer to fig. 7-2 of the fextbook.

4. Switch Sy to the logic 1 position. Since the last logic zero is remembered by the
flip-flop, L2 wili remain on and L off.

Momentarily switch S; to the logic zero position and then return it to logic 1. When
operated in this manner, a pulse is formed and applied to the R input. The lamps
should change state. showing that the last logic zero was at the R input.
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6. By applying another logic zero pulse at the R input, the output conditions should
not change.

7. Momentarily switch Sy to the logic zero position and then return it to logic 1. This
time. since the last logic zero pulse was at the S input, the lamps should change to
the corresponding state.

8. Switch Sy and S to the logic zero position.

9. In this state, both outputs are at logic zero. If both inputs return to logic 1 simul-

taneously, the resulting output condition is indeterminate. This type of operation
is not suitable for flip-flop applications.
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7b GATED R/S FLIP-FLOP

1. Wire up the circuit on the breadboard using four NAND gates. Before applying
power, set S7 and Sy to the logic 1 position and S3 to the logic zero.

2. Apply power, observing correct polarity.

3. When operated in this manner, the gated flip-flop will operate exactly like an ordi-
nary R/S flip-flop. The logic 1 input on C permits the complement of the R input to
appear at A and the complement of the S input to appear at B.

4. Use the logic probe to show that A - R and B - S.

5. Switch S to the logic zero position and repeat Step 4.

6. When the C input is at logic zero, A = 1 and B 1. When operated in this manner,
the Rand S input are isolated trom the flip-flop. Notice that the lamps do not change.

7. Switch S; to logic zero and Sj3 to logic 1. The lamps should not change. Test A and
B with the logic probe.

8. Momentarily switch S, to logic 1 and then return it to logic zero. The application of
a logic 1 pulse at C permits R to appear at A and S to appear at B. Then A - 1 and
B - 0, and the tlip-flop changes state. At the end of the pulse, A returns to logic 1
and B stays at logic 1, but the flip-tlop retains the last information that it received.

/C wrs MASTER-SLAVE

Direct reset

Clock

RV Direct set

4L

1 Wire up the circuit on the breadboard using four three-input NAND gates, four two-
input NAND gates and one inverter. Don't forget the resistor, Ry. Before applying
power, set switches, Sy and Sz, to logic zero and S, to logic 1. Also, connect
DIRECT SET and DIRECT RESET to +V.

2. Apply power, observing correct polarity.

3. Switch S, to logic zero. All three switches should be at logic zero now.

Truth Table
Input at t; Output at t, , ¢
R s [} Q
0 0 Qatty |Qati,

I I Unc virl.m\

4. Apply a clock pulse by switching So momentarily to logic 1 and then returning it to
logic zero. When S, is moved to the logic 1 position, gates 3 and 4 close, isolating
the slave from the master flip-flop. Then gates 7 and 8 open allowing the master to
be connected to the R and S inputs. At the end of the pulse when Sy is returned to
logic zero, gates 7 and 8 close, isolating the master from its inputs. Then gates 3
and 4 reopen to connect the master to the slave. When the clock pulse has been
completed, notice the condition of the outputs has not changed. As long as R and S
are at logic zero, the clock pulse wiil not change the outputs. This corresponds. to
the first row of the truth table.

o

Switch S; to logic 1 and enter the input statement on row 2 of the truth table.

6. Apply a clock pulse by switching S, momentarily to logic 1 and then returning it
to logic zero. Enter the condition of the outputs, Q and Q, in row 2 of the truth
table. Ly and L, show the condition of the master flip-flop, and this information
need not be entered in the truth table.

7. Switch Sy to logic zero and S3 to logic 1. Enter the input statement in row three of
the truth table.

8. Apply a clock pulse by switching S> momentarily to logic 1 and then returning it
to logic zero. Enter the condition of the outputs, Q and Q, in row three of the truth
table.

9. Switch Sy to logic 1. This corresponds to row four of the truth table.

10. Apply a clock pulse as above. The outputs, Q and Q, cannot be predicted in this
case. The student may find that the flip-flop he has constructed will always produce
a particular output for R - 1 and S - 1. This can occur if one gate is slightly taster
than another.

11. Switch Sz to logic 1. Then alternately disconnect the DIRECT SET and DIRECT
RESET inputs from +V and connect to ground or zero. These inputs will only function
properly when the clock is at logic 1 thus isolating the master from the slave. The
student should observe the output results as these inputs are alternately grounded.

‘Fast hands’: Good press...

“Gerry Cooney was excited. Had he just knocked out
a sparringpartner? No...Did he get an advance on his $10
million payday for his March 15 title fight with the WBC
heavyweight champion (Larry Holmes)? No...

“I'just made a score of 203,00 playing Pac-Man,’ the
25-year-old Irishman was saying from his room at the
Concord Hotel in Kiamasha Lake, New York,” wrote
sports editor Peter Finney, of New Orleans’ Times-
Picayune/The States-Item recently. And the sports
column called attention to a clean, hard-hitting, hero-
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image contender in a favorable relation to a coin-op
amusement. Finney wrote:

“For the last four weeks, Cooney has been spending
some of his idle hours mastering the popular video game,
mixing Pac-Man with five miles of road work, 90 minutes
in the gym, three squares a day...

“Apparently, Cooney enjoys the hand-eye coordina-
tion necessary to score well as you watch a screen full of
images and play with a series of knobs,” wrote Finney,
then continuing to describe and speculate about the
Holmes-Cooney match.

Headlined: “Cooney has Pac-Man in his corner.” ®
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10N on view

By Roger C. Sharpe

it

Home game compet

Consumer Electronics Show
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As promised last time in “Critic’s
Corner”/February 15, I wanted to
give all of you a brief overview of
some of the sights at the Consumer
Electronics Show, held in Las Vegas
the first week of January. Lest you
think this is a small potatoes event,
rest assured that it’s the second
largest convention held in this gam-
bling town, attracting approximately
70,000 visitors to the almost 1,000
exhibits. It is indeed the big time and
as such sometimes offers a telling
look at some of the trends that will
undoubtedly unfold in the coming
months.

What was more surprising to me
this time around, after having
covered this particular industry for
the past six years, is the increased
emphasis on games for home com-
puters as well as hand-held and
counter-top efforts that belie the
intensity of competition between this
business’ major companies. The
importance should not be missed
that they’re going hot and heavy after
coin-machine games for inspiration
and outright licensing in order to
appeal to what has become a rapidly
growing market.

If anything, the surge in interest
and product at this show should be a
warning to coin-machines that they
could well be competing against
themselves before too long. Just take
a look at the line-up from Entex
Industries, which is offering hand-
held versions of Crazy Climber,
Defender, Spiders, Turtles, Super
Cobra, and Black Knight pinball. Its
display even went so far as to have
the coin-machine versions in the
booth to further get their point
across.

At Coleco there was a full arcade
set-up as this company was trumpet-
ing portable versions of Pac-Man,
Galaxian, Omega Race, Donkey
Kong, Berzerk, and Frogger. In addi-
tion, this company was also
announcing cartridges for Mattel’s
Intellivision home computer system
and Atari’s video computer system
that included Donkey Kong, Round-
Up, Vanguard, Phoenix, Mousetrap,
and Venture.

It’s obvious that the action is
heating up to get in on the video
game bonanza. And the question for
the future might well become a moot
point of just how much the public can
take if they’re bombarded at the local
game room and then assaulted in the
living room by a home system. At
sometime there’s going to have to be
a trade-off unless the coin-machine
efforts stay ahead of the pack in

terms of play action and sophistica-
tion. But even this may be changing.

One need only look at the growing
number of software manufacturers
who are doing some pretty amazing
things for home computers that are
far more advanced than many of the
“popular” systems now available on
the market from Mattel, Atari, Astro-
vision, and a few others. High-end
users are gaining the benefits
of these unique creations and it
shouldn’t be too long before they too
are discovered for knock-down ver-
sions. In fact, Magnavox for its
Odyssey system has integrated
board play for a new strategy series
that promises much for the near
future in terms of application and
expansion from the limitations of
their current hardware.

The problem is that by and large
the home systems just don’t offer the
same action found on the coin-op
models, although this too is changing
as some of Mattel’s newest
announcements show, with the use
of voice integrated into the play of
the game. As it stands now, both sec-
tors are competing for almost the
same market in a race to get to the
next plateau. Admittedly, however,
the bucks may be bigger in terms of
development and research for these
companies than for the coin-op
counterparts.

The one fact is that video is creat-
ing and nurturing incredible growth
in two areas that shows no sign of
abating. The only obstacle might well
turn out to be the legal environment
prevalent in much of the country that
could cast coin-op video in a less
than flattering light.

But the times they are indeed
a-changin’ and with it has come a
further evolution for the coin-
machine industry, which I still believe
must not be content with the status
quo and antiquated business prac-
tices. The striving for excellence and
not just parity must become a grow-
ing goal by at least the aggressive
companies if they are to stay ahead
of the pack.

It seems interesting to me to have
the opportunity to watch both the
home market and coin-machine
sweepstakes as they enter this new
era. It’s exciting because the sky is
the limit for all types of games and so
does the public appetite seem to be
in spending quarters or larger sums
to get the entertainment they want.

Ed. Note: Roger Sharpe has
reported on the consumer games
market for GQ magazine. o

49



The manufacturers may be out-

doing themselves, saturating the-

market with too many good or even
great games, giving the players too
many choices too soon. If you buy
everything, some will collect more
dust than coins and if you merely buy
too many too soon you risk shorten-
ing the earning life of one of your high
volume games as the players shift to
one of the newer ones. But competi-
tion dictates buying at least a few of
the apparent “sure-fire” hits, games
like Qix, Tempest, and Fogger.

Everyone will have them sooner or
later so you jump on the bandwagon
early, before it becomes one, and
perhaps give yourself a bit of a lead.
But there’s a problem. The distribu-
tor says, “Sorry, but (so & so manu-
facturer) tells us there’s a hugh back-
order of that game. We won'’t be able
to deliver it to you for several
weeks.” Supply and demand, so it
goes.

So what do you do about that one
location of yours that’s crying for
something new? The players are
apparently bored, revenues are way
down, and you’re going to lose those
customers if you don’t do something
soon.

Standing there in the distributor’s
showroom, you look around. What
does he have in stock? Is there some-
thing that maybe you glanced at
before that deserves a second look?

At that point in time, let your eyes
wander over to Solar Quest and
Challenger.

Solar Quest by Cinematronics
appears to be one of the few games
this year that’s based, not on Pac-
Man, but on another big winner from
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the past, Asteroids. That in itself is a
big plus and this game offers more
than mere imitation. But it may need
a little on-site marketing help to
become a big hit.

A second look

at two

‘possibles’

By Mike Bucki

PLAYFIELD: Like Asteroids, Solar
Quest gives the player control of a
spaceship with left and right steering
buttons, a thrust button, fire button
and an escape-hatch hyperspace
button. SQ also adds firepower to
the player’s ship with a nuke button
that must be pressed twice, once for
launch and a second time for detona-
tion. Enemy targets enter the battle
from all sides of the screen. The
player can thrust his ship offscreen
and return it through the opposite
side. The enemy targets and the
player’s ship are depicted with white
line stick figures on a dark back-
ground.

Unlike Asteroids there’s a deadly
sun in the middle of the screen, all
the enemy targets are ships of
various shapes and sizes, there are
no space rocks to contend with, and
destroyed enemy ships leave behind
survivors floating in space.
ANALYSIS: Defender sired Stargate
and Galaxian has given birth to
Galaga, so the question must be
asked: Is Solar Quest too much of a
second cousin to Asteroids? If so,
and if Galaga and Stargate haven’t
proven successful by the time you
read this, despite and maybe because
of their genetic heritage, there may
be a way of rescuing Solar Quest
from the same fate. “Vive la differ-
ence!” say the French, with aplomb.
“Emphasize the difference!” | say.

Look at the “survivors” and the
instructions regarding them.
“Capture survivors for bonus points”
reads one of the printed instructions
on the panel alongside the screen.
The display mode carries the instruc-
tions a couple of steps further. It
shows that they look like smaller
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white versions of the center-screen
starburst. It tells the player that
they’re worth 250 if shot and 1,000 if
captured. And a printed line in the
display mode says: “Capture 25 sur-
vivors for extra ship.”

The problem with the last instruc-
tion is that 25, in this particular set of
computer graphics, more closely
resembles the word “as” than it does
the number “25.” Substitute “as” for
“25” in that instruction and you’ll see
the problem. Couple that with the
fact that players, in my observations,
rarely read the instructions.

And that’s where you, as an opera-
tor with conscientious employees,
can make the difference. Solar
Quest will probably attract a large
number of Asteroids aficionados.
The game play is very similar and the
controls, as in Asteroids, respond
precisely to the player’s commands.
The graphics, similar yet different
from the big “A,” will aid that initial
attraction. But holding the players,
keeping them, and developing their
interest might depend upon how
soon they learn about the survivors
and what can be accomplished.

They’ll try shooting all the survi-
vors, not worrying about capture,
and discover that a fairly high score
can be the result...but there’s no

bonus ship to be awarded. They’ll try
capturing all the survivors and pro-
bably rack up a lesser score, at least
on the first such attempt. Then
they’ll try combining those two
tactics, capturing survivors when
convenient, but not going too far out
of the way. Bonus ships and big
scores will be the result and you’ll
have a crowd enthusiastically
hooked on a game your competitors
may have overlooked.

But remember you can make the
difference if you tactfully make sure
the players know about the survivors
in Solar Quest. You don’t have to tell
them which tactic to employ; in fact
they’ll want to unravel that mystery
themselves. Just let them know the
survivors exist.

Solar Quest can stand on its own
merit, without the aid 've suggested,
but [ believe with a little marketing
boost from you it could prove better
than:

Rating
ITA -3 (Immediate Turn Away)
CB +7 (Come Back)
MO -5 (Max Out)

Solar Quest becomes progres-
sively difficult through “a possible
500 levels,” according to Cinema-
tronics. So you won’t run into the

“hours of play for one credit” that
both helped and plagued Asteroids.
But I'd suggest that you ignore the
all-too-easy level 1 setting. Start at 3,
move to 5 when necessary and on up
to 8 when you’ve hooked the players.

Where Solar Quest is nearly absent
of color and doesn’t need it,
Challenger by Centuri is almost
overloaded with bright hues, bells,
bongs, buzzes, and whirrs. It won’t
become 1982’s top video earner, it
won’t even make the top ten. But it
might squeeze into the top twenty
and that could make it a worthwhile
investment.

PLAYFIELD: (Imagine a circus
barker for a moment.) “Whatcha got
here my friends is what appears to be
yer basic spaceship-at-the-bottom-
of-the-screen, enemies-flying-down-
toward-you video gaaaaammmee.
Yes, sir that’s what it appears to
beeee. However—step closer little
lady so you can see the action as my
young assistant demonstrates; yes,
that’s better—however when we
push this magical button you can
plainly see that...What’sa matter boy
didn’t ya hear the cue? Go ahead,
push the button! There folks, see
how the “Warp” button flips your
spaceship to the top of the screen?
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PEACH STATE
DISTRIBUTING GO.

The Dependable Supplier with a complete inventory
for the Coin Machine Industry

From Billiard Supplies and Game Parts to Electronic Repair
Equipment and Solid State Replacement Parts

Now, more than ever, dependable service, and quality
merchandise, at competitive prices.

1040 Boulevard, S.E.

Atlanta, Georgia 30312

(404) 622-4401

Toll Free: 1-800-241-1346 (except in Ga.)
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WANTED:

Part-time technicians or operators to deliver
and service vending and video games in Georgia,
Alabama, North & South Carolina, Tennessee,
Florida, Mississippi, & Louisiana. Must have
access to pickup truck (lift gate preferable).
We pay per unit.

For more information call:

AMUSEMENT SERVICE CO.

Ask for Leon.

(404) 351-0414

(call collect)
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Like Magic, I say, like magic. Ah yes,
the wonders of modern technology.
But that’s not all, oh no!”

The controls which set Challenger
apart from the numerous bottom-of-
SsCreen outer-space games are the
Warp button and the Super Bomb
button which have been added to the
Left and Right dodging buttons and
the Fire button you’d expect. Your
spaceship is equipped with three
guns that fire simultaneously and
without hesitation; one shot travels
along a vertical line while the other
two blast objects approaching at
opposite 45-degree angles. The
Super Bomb—one per ship—
destroys all objects on the screen.
ANALYSIS: The controls respond
quickly, a factor that carries much
weight with me, but the graphics and
the sound effects seem a bit too
childish for an outer-space battle.
The energy rings, hexagonal shapes
that break into smaller and smaller
pieces when hit, look more like toy
boulders than a threat you’d expect
from outer space. The “Space
Bogeys” closely resemble caterpil-
lars in movement and shape. You
can hitch your spaceship to a “bonus
bug” that randomly walks across the
bottom of the screen and collect
bonus points for each second you
safely remain connected, but the
“bonus bug” looks like a walking TV
camera. Voyagers | & Il sent back
amazing and enlightening photo-
graphs of Saturn with the computer
enhanced cameras on board but
none of those cameras walked any-
where to my knowledge.

At higher levels, spaceships that
look like spaceships do appear and
the challenge becomes more so in
Challenger. The game’s bright
colors and its wealth of sounds are
well intergrated. But I believe the
appeal for adults is lacking. Kids, 13
and under is my guess, might go wild
over this Centuri attraction.

With that specific young audience
in mind, Challenger gets pretty good
marks from me:

Rating
ITA -3
CB +5
MO -5

That’s good? Oh well, maybe the
winter cold has chilled my bones too
deeply. Till next time, bundle up and
stay happy.

[ )
Ed. Note: For more discussion of
the merits of talking up the game
with its players, see columnist
Bucki’s “PR PROBLEMS/PR
SOLUTIONS” analysis, this issue.

PLAY METER, April 1, 1982



Game-A-Tron’s new video game
Got-Ya presents amaze in which the
player is presented the childhood
game of “Rock/Paper/Scissors.”

The one- or two-player full-color
video requires the player to fill in the
entangled maze (which instructs him
with an “Olyve Oyl” character on the
screen). He is hindered when the
hand appears and presents its
challenge: “Paper cover rock, rock
crushes scissors, scissors cuts
paper.”

Got-Ya will be on view at the
Amusement Operators Expo in
Chicago this month.
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All aboard!

A colorful new addition to the Kiddie
Rides America stable of machines is
Noah’s Ark.

The ride provides a secure seat for
even the youngest child and a steer-
ing wheel is fitted together with an
observation window so that the child
can see a small owl outside the Ark.
When a push-button in front of the
child is depressed, a hooting sound
from the owl is activated and its eyes
are illuminated.

During the ride time, an electronic
tune “We are all going to the zoo
tommorrow,” is played.

A telescopic handle in the base of
the machine allows it to be easily
wheeled around the site, when
required.

Dimensions of Noah’s Ark: 63”
long, 26” wide, and 50” high; weight
300 pounds.

Artic Electronics’ new video Deuvil
Fish features an undersea fantasy
environment, into which the fierce
Devil Fish breaks the aquatic calm—
and challenges the player.

The Deuvil Fish breaks out of cap-
tivity and challenges the Sea Dog,
which the player controls by use of a
four-way joystick. His Fire Button
drops fishes that bait the Devil Fish.

If he is able, the player captures
the devil in the narrow passages of
the maze on the screen, returns the
invader to its prison, scores points,
and completes the phase of game.

The player must continually
capture bait fish to elude the Devil
Fish.

Deuvil Fish made its debut at the
ATE in Britain and is now available to
North American operators.
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Legiess pingame
hits the table

Micropin, now being marketed by
Elcon Industries, is a miniature pin-
game that incorporates state-of-the-
art electronics.

The stainless steel machine holds
full memory and will accommodate
one to four players, automatically
calculating point spread between
players, according to the manufac-
turer.

High scores are LED-displayed
and kept in memory. If no one tops
the high score after 200 games,
Micropin will automatically display
the previous high score to date.

Other features of countertop-size
Micropin:

—Automatic volume control
reacts to ambient noise levels and
adjusts itself accordingly;

—a two-level tilt mechanism can
force loss of the ball in play or a
“major tilt,” resulting in end of game;

—rubber shock mounts allow the
players to steer the ball without
tilting (Micropin is designed to be
fastened to the counter top with
double-stick tape or screws);

—a battery back-up system
retains scoring even if the game is
unplugged;

—the game may be operated as a
separate cashbox unit or by direct
payment to an attendant; price per
credit is adjustable, 1—99 cents;

—an overhead lamp illuminates
the playfield and is springloaded with
a built-in spare bulb;

—steel cable may be used to pad-
lock the unit to the location.

Micropin’s bumpers, flippers, and
ball are chrome plated to resist
accumulation of residue on the play-
field as with plastic and rubber parts.
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SKU shootout

Two rocket ships fuse into a
powerful, agile space station and
venture together into deep space to
do battle with kaleidescopic enemies
in Space Duel, a new coin-operated
video game by Atari, Inc.

Space Duel features Atari’s
QuadraScan color video display
system thrusting the player into a
realistic three-dimensional universe
filled with waves of geometrically
shaped enemies—Ilethal flying
saucers, explosive mines which
relentlessly pursue their attacker,
refusing to be destroyed, spinning
paddles, whirling cubes and pen-
tagons, octahedrons—even arash of
“nuclear” hexagons.

A panel of control buttons allows
the players to maneuver the space-
ships through astral battles. The
ships rotate left and right, wrap
around the screen, and thrust away
from danger at the touch of a button.
Another button creates a protective
shield that diminishes with use, but
deflects saucer missiles and lethal
collisions. For attacking, a fire
button launches four shells that must
strike a foe or travel their full dis-
tance before the next volley is
launched.

The object of Space Duel is to
destroy this rogue’s gallery for points
before they destroy the ship’s three
lives. It can be played by a single
player and his solo spaceship, but
offers unique challenges to two
players fused together.

In the first two-player version, the
ships, connected by an astral
umbilical cord, perform a space
ballet as they dodge and destroy
their mutual enemies. If either ship is
fired upon it is ‘damaged but not
destroyed. The crippled ship has
limited firing ability and slow man-
euverability. A second hit to either
ship destroys that ship and sets to
burning the ‘fuse’ link between the
two. The second ship is destroyed
soon after.

The game ends when all lives of
the ship(s) are spent. If a score is
eligible for the high score table a fire-
works display lights up the screen
and the player can enter his initials
on the screen. The top five scores in
each category, along with corre-
sponding players’ initials, are dis-
played when the game is not being
played. A special non-volatile
memory retains the top score, even if
power goes out.
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Aids to the Trade

Vends anything,
paid in advance

If you’re in charge of copy
machines, parking gates, video
games, vending machines, heavy
equipment, or anything else that dis-
penses services, a new system is
available that is designed to collect
your fees in advance.

Usage Control System, developed
and marketed by Dallas-based
CopiShare, Inc., is an add-on device
that fits almost any kind of machine.
Company officials say the device

makes the vending or renting of
anything easier, faster, and free of
complications.

The system is simple for everyone,
says CopiShare. A UCS unit is
attached to the copy machine, video
game, parking gate, or other elec-
tronic device. A magnetic stripe
credit card that fits into the device
can be programmed to measure
minutes, seconds, dollars, cents,
number of copies, number of plays,
or other amounts. For the code you
decide on, CopiShare technicians do
the custom engineering to make the
system work the way you want it to,
said its product announcement.

Operators’ customers purchase
the magnetic stripe credit cards that
are programmed for a specified num-
ber of minutes, dollars, copies, or
other value. The user inserts his card
and, as he uses a machine, the card’s
value is debited. The UCS Unit gives
a quick, simple reading to let the user
know how much value is left on his
card. When no value remains on the
card, the machine simply won’t
accept it any more.

The UCS Unit reduces the need
for coin devices, allows the vendor to
give discounts to frequent users, and
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facilitates collecting fees in advance
for plays in the future, said the
manufacturer.

According to company spokes-
men, the unit has a wide variety of
uses. A user can get a card that
enables him to play a certain num-
ber of video games, get a certain
number of sandwiches out of a
vending machine, receive a certain
number of copies from a copy
machine, or park a certain number of
times in a parking lot with a mecha-
nized gate.

Company technicians point out
that the unit is housed in a strong
metal case resistant to vandalism;
the machine cannot be jammed by a
card, and the minimum number of
moving parts reduces the need for
frequent repairs.

The unit is now available from
company dealers. For more informa-
tion, contact CopiShare, Inc., 8300
Douglas Avenue, Suite 800, Dallas,
TX 75225, Telephone 214/692-1208.

Stops thieves
by killing engine

Within eight seconds after anyone
manages to start your car, Gard-A-
Car Stops the engine dead. The thief
can’t restore it and must flee or be
caught. It’s no game, but a simple 2-
wire installation that insures quick
installation and immediate protec-
tion. Gard-A-Car is operated by
flipping a hidden switch “on” when
you leave the car and “off” when you
return.

The control box is easily hidden
and measures 2”x2"x2”. Gard-A-Car
does not interfere with normal car
operation, and is designed for any
ignition system except diesel, said its
distributor.

Gard-A-Car retails at $21.95, and
is available from Mountain West at
4215 N. 16th Street, P.O. Box 10780,
Phoenix, Arizona 85064. National
toll free number: 800-528-6169. In
Arizona, Alaska, or Hawaii, call 602/
263-8831.

Master code keys
‘keyless’ lock

Mountain West Alarm of Phoenix
has announced a new, weatherproof
pushbutton door lock that eliminates
need for keys—and locksmiths. The
easy-to-install kit is practically pick-
proof and allows easy change of the
combination. It is designed to serve
many businesses, data processing
departments, banks, jewelry stores,
and homeowners.

The weatherproof solid state key-
board resists vandals and has no
moving parts to wear out or jam. Its
system can also be programmed on
keyboard with a secondary combina-
tion to allow temporary access to
neighbors or friends, much like
loaning a key, without revealing the
master code. Tamper alarm feature
activates electronic tone and locks
out keyboard for 25 seconds after 16
random numbers are pressed.

This keyless doorlock system
retails for $109 and is distributed by
Mountain West Alarm, distributor of
burglar and fire alarm supplies. For a
free catalog of products write
Mountain West Alarm, Box 10780,
Phoenix, Arizona 86064 or call 800-
528-6169.
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Flameproof resistor
catalog appears
Publication of a detailed, 16 page

catalog on Sylvania brand ECG
flameproof resistors has been

announced by the Distributor &

Special Markets Division of Philips
ECG, Inc.

Entitled “The Complete Line”
because it is the most comprehen-
sive flameproof resistor line available
in the industry, the catalog lists the
characteristics of over 1,000 individ-
ual ECG types, ranging in power
handling capability from 1/4 watt to
25 watts with resistance values from
0.1 ohm to 100 megohms.

The catalog also identifies some of
the replacement market potential for
ECG flameproof resistors.

Sylvania brand ECG flameproof
resistors can be used to replace
carbon composition, carbon film,
metal film, cermet film, wirewound
and fuse resistors.

The catalog plus information on
Sylvania brand ECG flameproof
resistors and ECG semiconductors
for industrial and commercial
replacement applications may be
obtained from authorized Philips
ECG distributors; or write on
company stationery to Philips ECG,
Inc., 1025 Westminster Drive,
Williamsport, Pennsylvania 17703-
3277.

Money processor unit

IS ‘intelligent’

The IMP, the Intelligent Money Pro-
cessor, has been introduced by the
Abbott Coin Counter Company of
Stamford, Connecticut.

Serving the needs of many
industries—banking, retail, vending,
supermarkets and others where
money is counted—the IMP offers a
completely new and accurate cash-
control and counting system.

A micro-processor based unit, the
IMP interfaces with Abbott’s docu-
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ment counters and coin counter/
sorters. The IMP provides many
unique program features, i.e., fit and
unfit bill categories for all bill denomi-
nations, operator selected program
flow, adding machine mode, and a
correction routine that allows the
operator to fix errors quickly and
easily. It is easy-to-operate, portable,
and lightweight, said the manufac-
turer.

The IMP synthesizes Abbott’s
experience in designing efficient
cash control systems. It answers the
often stated need by all money pro-
cessors for greater productivity and
improved efficiency, with minimum
capital outlay.

Abbott, manufacturer of money
handling equipment since 1911, is a
full service supplier of all related
products, backed by a nationwide
service network.

One combination opens
many cam-locks

Tech Manufacturing’s new Com-
bination Security Cam Lock can be
used in any standard 3/4” diameter
opening. It easily replaces standard
3/4” diameter keyed locks, elimi-
nating the need for special keys and
allowing the desired cabinetry or
equipment to be protected with a
security combination lock.

The new lock is directly inter-
changeable with most original
equipment locks and is completely
assembled, ready for immediate
installation without the need for any
modifications or redesigning of exist-
ing equipment. It is especially suited
for cabinets, coin boxes, vending
machines, storage files, and lockers.
Its unique push-pull knob easily
serves as a handle for cabinets and
drawers.

Any number of locks are available
with the same combination, or avail-
able with over 3,000 different combi-
nations. Each lock has an exposed
serial number for cross referencing
the combination number to
registered owners.

The new security combination
lock increases the resistance to
drilling, center punching, lock pick-
ing, and other forms of vandalism
while being as easy to use as any
standard combination padlock. It is
resistant to binding and freezing
from dust, dirt, and moisture.

For further information, contact
Jerry Mattson, president, Tech
Manufacturing at P.O. Box 88;
Rockford, Minnesota.

Panel-mounted LED
switches brighten

The Component Products Division
of Industrial Electronic Engineers,
Inc. (IEE), amanufacturer of displays
in diverse technologies, has
announced its snap-in panel
mounted “DH” Series line of Lighted
Pushbutton Switches.

These miniature lighted switches
require less than 1” of space behind a
.125” panel when using the PCB
type. The switches also come in
wirewrap and #110 solder caps, or
incandescent illuminated caps in
round or square styles. The square
version sports a .560” cap (round
.795”) and has evenness of
illumination across the face in the full
face version. The LED lighted units
are extremely bright, making it very
difficult to tell them from one
illuminated by an incandescent lamp,
said the manufacturer. They feature
snap-action self cleaning contacts,
standard 300 gm operating force
with a smooth positive level.

They are available in SPDT or
DPDT, alternate, or momentary
action with barriers to prevent mis-
operation, and with silver, gold over
silver, or platinum, gold and silver
alloy contacts.

For further information, contact a
local IEE representative or IEE, 7740
Lemona Avenue, Van Nuys,
California 91405, telephone (213)
787-0311, ext. 374.
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Because of widespread and growing violations of U.S. copyright laws.,
Play Meter is now reserving the right to refuse advertisements which, in
its opinion, are for unauthorized copies of legally copvrighted games.
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)
: ' |
' LIQUIDATION SALE! |
i
) ¢
’
i We Have Just Made A Buy Out Of 1,200 Games
M ¢
i ATARI WILLIAMS E
i ASIeroids .:cssias ssnsnssisin $1395. Defender...................... $1995 ;
| Asteroids Deluxe................ 1495. ¢
H Missile Command ............... 1395. MIDWAY 95 ¢
| Warlords ....................... 1495. Rally-X .......... PR ERREEE $15 /
! RedBaron ...................... 1395. Gorf (upright & mini) ............ 1995. g
Red Baron (sitdown) . ........... 1995. SeaWolfIl....................... 495. !
d Battlezone ....................... 895. Galaxian. .. e pae s BSBEE S GaAEED D 1195. ¢
SprintIl............c.cccvvvui... 495. Gorf (cocktail table)............. 1895. §
¢ SuperBug ....................... 495. :
u Smokey dJoe...................... 395. TAITO ¢
! Night Driver ..................... 495, InUaSion II (Space Invader upright) « « « .« . ... $795 E
1 Starship ......................... 395. ¢
F SkvRaider....................... 395. Star Fi EXIDY ;
' Super Breakout .................. 395. tar Fire..............oooiill, $595. M
! * , * Star Fire (sit down) .............. 995. M
Special Package Spectar (upright-& mini :
: Buy 2 Battlezones/$1395 total pectar (upright & mini)......... 1295. !
¢
: :
E ALL LOCATION READY & IN NEARLY NEW CONDITION ;
: **A]l games upright unless otherwise specified ;
¢ ¢
? ¢
a We also have 400 late model cocktail tables at $495.90 each ;
¢ TERMS: 1/3 Deposit — Balance/site draft !
$
)
: Contact Bruce at: 61 4/221 -3416 §
!
: THE GAME EXCHANGE ;
“ 313 Nielston, Columbus, Ohio 43215 ;
) (AT THE AOE SHOW SEE US AT BOOTH #832) %
¢
¢

v~

et e e e e e

57



g—ﬂ#fhﬁ’r

= BUY GAMES FROM FRANK “THE CRANK” J

5

+
i

——Hh g

H

-&:_—M“

58

All Games in Excellent Condition

Missile Command . ....... $1350.
Lunar Lander ............... 500.
Super Breakout ............. 375.
Phoenix.................... 1795.
Armor Attack .............. 1400.
SpaceWars................. 475.
Star Castle ................ 1250.
Astro Blaster .............. 1700.
Astro Fighter .............. 1200.
Carnival ................... 1525.
Moon Cresta............... 1400.
Pulsar ..................... 1650.
Space Firebird ............. 1450.
Galaxian................... 1400.
Gorf ...+ s vammwsinss s iesn 1945.
Pac-Man ................... 2350.
SeaWolfIl.................. 550.
Space Invaders ............. 800.
Space Inv. Deluxe . .......... 900.
SpaceZap ................. 1100.
Astro Invader ............... 995.
Vanguard .................. 1695.
Berzerk.................... 1495.
Scramble ................ $1895.
TheEnd ................... 1350.

HuAY
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E
]
=

Barrier...................... 500.
Crazy Climber ............. 1695.
Lunar Rescue .............. 1345.
Polaris..................... 1295.
Stratovox.................. 1295.
Defender................... 2045.
Magical Spot................ 995.
Asteroids .................. 1550.
Asteroids Deluxe. . ......... 1450.
Tomahawk. ................ 1325.
Football .................... 360.
Football4pl ................ 925.
Super Cobra............... 1795.
PINBALLS
Hercules ................... $995.
FireballIl . : . ..comnivisiias 1295.
Flash Gordon .............. 1195.
Skateball ..:..covonsiissins 875.
Viking ...................... 850.
Xenon .. .:sewwswwessssss s 1200.
Black Knight . .............. 1300.
FirePower.................. 800.
Pharaoh :.....ovaiiesenons 1595.

LARGE INVENTORY OF OLDER PINS (CALL FOR LIST)
ARDAC Bill Changer (complete with base)........... $1000.00

1/3 Deposit........

Balance on Delivery

PRICES ARE LOWER ON PACKAGE DEALS!

ALPHA—OMEGA SALES COMPANY
#3 Coral Street, Edison, New Jersey 08837

201/738-1800

AMUSEMENT
CENTER

Artiscally designed and
decorated arcade complete
with 30 up-to-date vending
games. Includes beautifully
landscaped Formula Race
Car Track with 15 miniature
Indy 500 cars and new go-cart
track with 14 go-carts. All on
7V2 acres of prime property
currently operating—high
density of population, local &
tourist traffic—located in
Orlando, Florida.
PRICED TO SELL!
Call: 201/684-1112
Or Write to:
RICHARD FIERSTEIN
Room 500, 100 Hamilton Plaza
Paterson, NJ 07505

|
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= OLDIES FOR GOODIES

NP:efi > WE PAY CASH FOR JUKE
==t BOXES. PINBALL MACHINES.
| ANTIQUES. ARCADE GAMES.
@ GUM BALL MACHINES,

ELECTRONIC GAMES $
. REGARDLESS OF

CONDITION
CALL DR WRITE TODAY' $ I

$

omputes Earning Games, inc.

51 Monroe St 18th Floor Rockville MO 20850
Phone (301) 424-0600

VIDEO MONITORS
Black & White

IDEAL FOR:

Video Games * Security Systems
Home, School, Office * Computers

Video Display * Hobbyists
Priced for immediate sale!

Several Models & sizes to choose

Call Dale Henry: 408/942-3157

7777777777777 7rzrrrrririaiiiiii
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FOR SALE

Armor Attack ............ ... . .. $1895.
ASEErolds: ..o i sswmmmasomss swwsresismine o 1595.
Asteroids Deluxe ...................... 1695.
Astrolnvader ......................... 1195.
Battlezone .................... ... 1195.
Berzerk ....................... ...1595.
Carnival ... avats .
Centipede. . .2895.
Challenger . ..

Crazy Climber

Defender-. .. ..... .
Donkevy Kong s asssosmins swmorersiae o 2795.
Drag Race :: sovoves v o swmsns svas 795.
EQGIE i sssimmissononnn esosomsimioss sie sisnasogousss wsois 1595.
EBMIRGLOY. s 5 svwsmonss svsnwsisness siwve 2895.
ExtraBases................cccoiiiionns 695.
Football. . ..

Frogger .
Galaga .
Galaxian
Gorf ....... %
GunFight.............coooiiiiiiiii, 495.
KAOS . sowsron i woames S8 SEaeE v i gvems 1995.
Lunar Lander .......................... 895.
Make Trax. .. cacais s svwwamse s 2395.
Missile Command ..................... 1295.
Miss Pac-Man
Monaco GP .. ..
Moon Wars ..
Mouse Trap ..
New York. ...

Omega Race . ..
Pac-Man': suicpsnss spapsess apamsnsis s
Phoenix.............cooiiiiiiiiiiiann
Pléiades; . . ssmnvin s sierssvss ssares
QUX...: s s immms a6 FREES TOTEEG 5
RACEI ix uaossssies v wsmimisnaissoisne sissssosssopsnase sis:asss
Radarscope ..
Rally-X ...
Red Alert .
Robot Bowl
Scramble .. .. ..
Sed Wolf . & covvmev swwvvin i s
Space Attack
Space Encounter ....................... 795.
Space Fury . ::su: i oo o snsmsesavs 2795.
Space Invader......................... 1195.
Space War .....c: o: svwvvs e vaiin :
Spectar ........

Sprint.......
Solar Quest .
Star Castle .
Stargate .......

SEATSRID! o.ccriocr s sussminissss 53 70, EHREFTEE SHRHT
SIATOUOX :c:ix swsmwmivirs son sissimrassse win sisisinis
Super Bug : :: cacosas s i vaenvin oy seee
Super Cobra .......................... 2295.
Targ svvsisn ssmmesenn v s o sasgmms s
Tempest ........cooviiiiiiiiiiiiaanns

Tri Pool . . . i

Vanguard .
Venture. . ... s

Warp-Warp ........ccovvvvviiiiieaces 1595.
Wheels wsmos i s sosessg s 495.
Wizardof Wor . ....................... 2495.

ELECTRONIC PINBALL

Alien Poker . .. .uvuii s wmomissone s simemins
Black Hole . i svsiman o s o sumass
Black Knight .. ........................
BlacKoiit - oo oo o ssnvmmromnge sistasmarsiisss
Eight Ball . ... o somai s s o
Firepower. ....... . ..
Flash oo v
Flash Gordon .
Flight 2000 . . ..
Gorgar .......... v A
Haunted House ....................... 2495.
Ldzer Ballicuuun o savsansn sesosivs se s 995.
SCOrpian s o i swimiss svswEanes 5 s 1095.
Stellar Wars ... 895.
Tinie 20005 sosonssoin o sassanzez esemamvaess
Barracora. . . o
Fireball II ...
Jungle Lord

COCKTAIL TABLES (new in crate)
ExtraBases ..........c.oooeveeauaneens $995
Defender.............coooviiaiaiaiens 2295.
WarLords ........cooovveieeiiaaeennns 1795.

MECHANICAL PINBALLS/YOUR CHOICE
$299.90 or best offer

GRAN CHAMPION FOOSBALL TABLES
$295.9° or make offer

1/3 down plus tax & freight
FUN FACTORY, INC.
5177 Ledgewood, Milford, MI 48042
313/474-7840
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COUNT COINS FAST

s OF /€D GAMES FOR JALE s
‘ f Y ( Wit (@) b N Coin Sorter with

ﬂ@@/ @i u/j o D @ ~‘ % J Q > j/\ ) Automatic Coin
} Feeder sorts, stacks,

'.‘ counts coins. Does
A S A an hour’s work in
10 minutes!
® Cuts tedious hand
work
® Sorts up to 500

Locations throughout the United States

Videos and Pinballs always available at good prices
from out chain of 41 gamerooms.

Contact Bruce Cherubin at

in Caliiorie (P13)103-0022 el < Specds roll wrapping
n allfornia - e i COMPLETE: $114.0°
for location address Maliby| © Sak.

$ - 3-year guarantee on
fentire unit. Write for
. \ ‘details or order now

* for 2-week free trial.

EXPERT PROFESSIONAL SERVICE GAME SALESMAN NADEX INDUSTRIES INC.
on most game boards & monitors Nationwide distributor Dept. 17426
Very reasonable rates/fast turnaround seeks sales manager. No Travel. 220 Delaware Ave. Buffalo, NY 14202

Call: Submit Resume to: Steve Rodo“l\ﬁNcg
PROFESSIONA DIXIE AMUSEMENT COMP. :
AMUSEMENT AgsNoé[ATES 2803 Pass Road, Biloxi, MISS 39531 AVAILABLE: MANUALS & SCHEMA-

1 TICS for any electronic pinball. Also
404/433-4524 ONLY WINNERS NEED APPLY! some videos. Call: 212/458-5005.

T-SHIRT M & LICENSE PLATE

TOTE/SCHOOL BAG

Increase your PAC-MAN profits with these winning sales promoters!
"I LOVE PAC-MAN"...

|| [ g - SRR Yellow Cotton/Poly with Color Print..................... $48/dozen
License Plates ................. ColoronDurable PIastiC...........coeeveoeieeeeiiciieeeenn. $2.60 ea.
Bumper Stickers.............. ColorSilk Screened 15" X33/4" ........ccceeeeuveeeeennen.. (12-500) $1.25 ea.
(501-5000) 75¢€ ea.
Tote/School Bags............ Quality Canvas Carry-All...........ccocoveeeeeeeeeeieeeenenn. $4.00 ea.
BigLabels........................ COIOr SEICKEN 6" X 3" ..o (12-500) 55¢ ea.
(501-5000) 35C ea.
Roll of 100 L'il Labels........ One Hundred 31/2" x15/8" Color Stickers........... $7.00 ea.
POSLErS .....iccisssiissssssnsoces Printed in COIOr, 157 X 24" .......ooveeeeeeeeeeeeeeeeeeen. (12-500) $2.00 ea.

(501-5000) $1.75 ea.

Minimum Order: 1 dozen of any item. Over 5000 special prices!

SHIPTO: Sizes (S,M,LXD | Quantity Unit Price Total Price
Street T-shirts
City _— 2ip Bumper Stickers
License Plates

Phone ( ) Roll of L'il Labels
TERMS: Check with order or send C.0.D. Big Labels
Please make checks payable to: Posters

Amusement Marketing Concept, Ltd. Tote Bags

P.0. Box 3002, Springfield, MA 01101. Subtotal

TOTAL | POST. & HAND. Postage

contact us now to order — $15-:30 $3.95 Tos
use this form or call (413) 781-1220. $31.75 5.75
© MIDWAY TM of MIDWAY MFG. CO. S75+ 7.75
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P.O. Box #47 ==
New Richmond, Ohio 45157

(513)553-2672

e e e X T PVVVVVVCIVVVVVVVVVVV VD D o o O b o

WHEN YOU CAN'T FIND WHAT YOU'RE LOOKING FOR
YOU HAVEN'T CALLED BENSAR. ¢

LEADERS SERVING OPERATORS IN THE INDUSTRY

FOR NEW AND USED EQUIPMENT. o
AoV
\9‘80 Q@‘\ :
.
0‘\\\;\0@6@‘\)\0
\ e@\a@/ ,

— -

(800)543-0368 (Toll-Free outside Ohio)
(810)460-2875 (International TWX)

r

( DISTRIBUTING
co,

;' o ALL TOP VIDEO GAME
v < B
3 L » %, = UPRIGHTS
& 2y, <P 9 { s COCKTAIL
S O o Gp = P.C. BOARD
Y ‘Lo,y ' @ |.C. SPARE PARTS
VENDING DRAW POKER QUICK FOLLOW-UP

&
PROMPT DELIVERY

Contact us for lower price and list.

KYUGO
COMPANY

LTD.

2-6-14 Higashiyama, Meguro-ku
Tokyo, Japan
Tel: (03)710-5995
Telex: 2222143 sintoa j.
ATTEN: Kyugo Co.

PHOTO MACHINES
WE BUY & SELL

CHEMICALS, FILM, PARTS
BEST PRICES GUARANTEED!
HANNA MANUFACTURING CORP.
P.O. Box 5249, Utica, NY 13505
(315) 738-1122

i o

T
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SPECIALISTS IN ARCADES
SERVING TRI/STATE AREA

COIN MACHINE
DISTRIBUTORS, INC.

425 Fairview Park Drive
Elmsford, NY 10523

914/347-3777
NYC 212/538-1285
L.L 516/222-4540
NJ & CT 800/431-2112

PN K KKK KK KKK KKK KKK KX

NEED NEW CABINETS?

We manufacture formica’ed
Galaxian-style cabinets &
cabaret-style cabinets
Quantity
$275 each
$250 each
..call for quote

F.O.B. LONG ISLAND, N.Y.

Complete with cut-outs
and interior braces
Also available: metal hardware,
cash box doors, & control panels.

SYSTEMS
(516)842-3332

X K K X K X X K K KKK KK XXX

25 or more

100 or more ..
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FOR SALE: Late "80 & ’81 video games
and pinball games, OK Bingos, &
Sweet Shawnees. Penny Falls (like
new) $3,000.%. Super Cobra $1600;
Armor Attack $1200; Space Invaders
$700; Space Invader Deluxe $800. Call
or Write for special price: D & P
MUSIC COMPANY, 659 W. Market St.,
P.O. Box 243, York, PA 17405. Phone:
717/848-1846

FOR SALE: USED $ BILL CHANGERS.
Factory reconditioned trade ins &
some floor demos available. Reason-
able prices: Bulk & Coin Magazine
Models. Call: 800/227-8428. M.M.I.,

P.O. Box 10951, Palo Alto, CA 94303.

512/250-0775

LT T T o7 L 5 T 5 LT T L7 L 5 5 A

CRT Monitors
for Video Games

High quality and low price
® Color Monitors
® Black and White
® X-Y Monitors
® GCreen Monitor

Also carry computer grade monitors

HANDWELL CORP.
257 Castro St. 2-G
Mt. View, Calif. 94041

415/962-9265

OMEGA MACHINE PRODUCTS INC.
381 Hwy. 1431, P.O. Box 669
Cedar Park, Texas 78613

PP 7727272222222 222 L LLLld sl 2
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OMEGA MACHINE PRODUCTS INC.
MANUFACTURING RIGHTS WANTED:

We are currently building 14 types of games and would like
to expand. We will buy the rights to build complete games
using your printed circuit boards or we will pay vou for
the right to build your copyright PC board for use in our games.

PIPIIIITII I I P27
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ORIGINAL ATARI
UPRIGHT ASTEROIDS

$1595.00

¥ Plus many more late model

video & pins completely
reconditioned at right prices

SAL’S DISTRIBUTING
3807 N. 35th Ave., Phoenix, AZ 85017
602/233-0676
602/233-0791

A K K X K K K ¥ K ¥ ¥ XK ¥ kK kK X ¥

ASSOCIATED
AMUSEMENTS,

a leader in the coin-op
industry for 10 years, has
many successful
used games on sale.

VIDEO
Armor Attack ..... $1495.
Battlezone ........... 995.
Crazy Climber. . ... .. 1295.
Polaris .............. 1195.
Space Panic . ......... 995.
Space Encounters ... .845.
Super Cobra ........ 1645.
PINBALL
Alien Poker. ......... $845.
Firepower ............ 795.

Plus many, many more
at low, low prices!

o
All machines reconditioned
and location ready

®
Inventory Changes Weekly
o

- 800/521-9500 US
800/482-6569 MI

A R

15191 Telegraph, Redford, MI 48239
313/534-7880

Please Cal

Sk Ok % Ok b % Ok b Ok % % % % k% ok % O O %k ok % 3k b ok % ok % %k % % % % 3 % % % % % %
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Back by popular demand

NEW IMPROVED
DESIGN

Asteroid operators: DON'T LET THIS HAPPEN TO
YOU! Our modification Kit Il is adaptable to all
Asteroid games allowing you to vary any of 3 speeds
virtually eliminating machine turnover even with
your best players! TESTED & PROVEN. Games
with this modification kit take in more money and
faster than any other game on the street. Kit Ifin-
stalls in minutes without changing chips. Kit Il was
designed to improve play and increase profits & is
operator adjustable. INCREASE PROFITS
IMMEDIATELY. Send $25.95 + 2.9 shipping
(includes all parts necessary to modify one game.)
DESIGN WIZARDRY, LTD.
P.O. Box 519, Brooklandville, MD 21022

NEW! BELITA

LIGHTWEIGHT PORTABLF
COIN COUNTER

NEW! BELITA

LIGHTWEIGHT PORTABLE
COIN COUNTER

Manual or Electric

Automatic Stop
Inexpensive

Coin Tray Support
Bag Holder

Fast

Only 9 pounds
Long Lasting

R.H. BELAM CO., INC.
1 Delaware Drive
Lake Success, N.Y. 11040
Phone: 516/488-5600
Telex: 221568 or 7978093

PLAY METER, April 1, 1982

ALL IN EXCELLENT
CONDITION!!!

Tailgunner
Gorf
Scramble

Super Cobra

Space Invaders Midway). . . .
Space Invaders eluxe) . . .
Radarscope

Space Firebird

Wizard of Wor

Asteroids Deluxe

Battlezone
Shark Attack
Sea Wolf Il
COMPLETE AS IS
M-79 Ambush
Atari F-1

WE ARE INTERESTED IN
PURCHASING KIDDIE
RIDES & NOVELTY GAMES

(812)376-0636

JUNGLE JIM’S INC.
355-A Courthouse Center
Columbus, Indiana 47201

GAMES FOR SALE

LARGEST INVENTORY
IN THE SOUTH!!

VIDEO UPRIGHTS

STAR GATE ........... call
TEMPEST............. $2795
MAKE TRAX .......... 2595
DEFENDER ............ 2595
SPACE ODYSSEY....... 2595
ELIMINATOR ......... 2595
FROGGER ............ 2595
MOON WAR ......... 2595
TURTLE............... 2595
CENTIPEDE. ........... 2575
DONKEY KONG......... 2550
QIX oo, 2495
PAC-MAN ............ 2495
VANGUARD .......... 2395
CHALLENGER ......... 2395
ROUND-UP........... 2395
SUPER COBRA ........ 2395
ASTEROIDS oeiuse) - . . . .. 1895
BATTLEZONE.......... 1295
COCKTAIL TABLES
DEFENDER ........... $2550
CENTIPEDE. ........... 2475
PAC-MAN ............ 2395
MOON SHUTTLE ........ 1895
CARNIVAL............ 1795
CRAZY CLIMBER ...... 1695
WARLORDS. .......... 1650
PINBALLS
BLACK HOLE. ........ $2350
CENTAUR............. 2095
CATACOMB .......... 2075
8—BALL DELUXE ...... 1795
FLIGHT 2000 .......... 1295

MUSIC BOXES
Centuri 2000 (special) + « .$1950
3k 3k 3k 3k 3k 3k % 3k %k 3k %k %k % 3% %k %k 3 %k Xk Xk 3k % %k %k %k k¥

HUNDREDS OF GAMES
IN STOCK

3k 3k 3k 3k % 3k 3k 3%k 3k % % dk 3k 3k 3k 3k 3k 3k %k %k 3k 3% %k %k % %k
Ready for immediate sale

INVENTORY CHANGES DAILY

Call for close-out specials
at AMAZING LOW PRICES
and for our complete list.

Trades? Yes, we take ’em
Knock-Offs? No, we don’t
touch ’em

“Everything sold is 100% Iegal"’

BIXIE ¢
ﬂmusmi‘*eo.

2803 Pass Rd., Biloxi, Miss 39531
601/374-2681

Contact: Steve Rodolfich
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WIZ KIDS

The VideoShirt Company

DON'T BUY ANYWHERE
UNTIL YOU COMPARE!

ROCK—OLA 480 .. $1695.

ROCK-OLA 484 ... $1995.  ASTEROIDS (peiuxe): $1895.

VENTURE @ew). . . . ... 1895. Eagle................ 1795.

MOON SHUTTLE .. .1695. Space Zap miny. . ...... 995.

SPECTAR........... 1395. NY—NY............. 1295.

VANGUARD ........ 1895. Battlezone mini) . ..... 1095.

PLEIDES ............ 1895. Phoenix ............. 1995.

SPIDER (new) . ........ 1995. Football . .......... 450

WIZARD OF WOR ..1995.

Space Invader-style 21” monitor cocktail tables (new) . .$995. PAC-MAN
Clay Shoot video cocktail table mew) ............... $2195. GORF
CRAZY CLIMBER (TAITO) ....................... $1295. GALAXIAN
SPLITSECOND ..........coouuuiiiannnnnnnii $1695. WIZARD OF WOR
Space Invader cocktail table (Nichibutsu style) . ..... $695 Trademark of Midway Mfg. Corp.

ASTEROIDS
MISSILE COMMAND
CENTIPEDE
BATTLEZONE
TEMPEST

Trademark of Atari Inc.

SPACE INVADERS

Trademark of Taito America Corp.

SCRAMBLE
BERZERK

Trademark of Stern Electronics Inc.

DONKEY KONG

Trademark of Nintendo Corp.

MANUAL: $395.00
ELECTRIC: $495.00

PLAY MORE GAMES DISTRIBUTING, INC.
1121 East Seminary Drive, Ft. Worth, Texas 76115
817/429-7705
U.S. WATS 800/433-2908 TX WATS 800/772-2703
TELEX: 732-561 TELESERV (Dallas)

ALL SILKSCREENING
IS DONE BY HAND
AND IS FULLY
GUARANTEED!

CALL OR WRITE
FOR MORE INFORMATION

THE WIZ KIDS,INC.
P.O. Box 451
Irwin, PA 15642
412-751-3020 in Penn.
Call Toll Free:
800-245-6178 (Order Dept.)

SSSSS
MECHANIC
NEEDED
JUKEBOX, VIDEO, PINS

To do service work in the
New Orleans Area.
EXPERIENCE NECESSARY
Great Salary/Benefits

MALL GAME ROOM
FOR SALE

In Northern Indianapolis area
Annual Gross: $150,000

. . Approximately 40 games o illitse o Sl il n
Repl : Pl M M &4
PO Bex 4170, New OnsmerLA ot oD Syearlease } VIDEO GAMES |
$240,000/Terms available =
Call: 812/376-0636 FOR SALE 4
Excellent Condition =
Professional g ASTRO FIGHTER . $1295.

Amusement Associates { BATTLEZONE . ... $1295.
SPECIALISTS IN THE Exmxmxg RALLY-X (cocktail) $1595.
ARCADE INDUSTRY GIVE YOUR ASTEROIDS :

Sound professional advise and THAT TEMPEST LOOK! % 412/658'1913

el

experience in all phases of
the arcade business. for only $19.9° you can replace 4

e

=

Custom tailored programs to
fit your needs and pocketbook
by a nationally know executive
in the arcade industry.
Wirite:
750 Ponce de Leon Place
Atlanta, Georgia 30306

vour clear plexiglass with a

darker tinted one, like

/ TEMPEST. It will look like

b= a cocktail ASTEROIDS!

* SERVICE * SERVICE * SERVICE *
CPU Boards, Monitors (conventional &
XY), Power Supplies, Audio Boards, etc.
Call or Write:

CHAMPION SERVICE—(813)546-6091

4000 54th Ave. N, St. Petersburg, FL 33714
0000000000000 000000000000

Call:404/433-4524 1733 W. Citrus Way, Phoenix, AZ 85015

i _Ssniftiee e =]

6 S & G ENTERPRISE
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WurLiTZER PPARTS
T

“THE LARGEST SUPPLIER OF WURLITZER PARTS IN THE WORLD”
PARTS FOR MODELS 2600 THRU 3800 AND 1050

We also carry a complete line of parts & accessories for:

* DEUTSCHE WURLITZER
* ROCK-OLA * ROWE/AMI

AMUSEMENT ROUTE FOR SALE

IN THE PACIFIC NORTHWEST
GROSS INCOME $80,000.°°
OPERATED BY OWNER

This route is easily operated by one man.

Owner will carry financing
with proper down payment.

Send replies c/o: Play Meter Magazine, P.O. Box 24170,
New Orleans, LA 70184, Dept. #PN.

PLAY
- MEYER

DeMoya International Corporation

’ - | LE JEUNE NORTH INDUSTRIAL PARK
\0\‘- 7| 4139 N. W 132 STREET The O”'y
7/ | OPALOCKA, FLORIDA 33054 USA .
PHONE (305) 685-5681 TELEX 52-2157 Mamzjne
MO KON N N K MK N M K MO N NN MM N K
You'll Ever Need

LIST OF PINBALL GAME CHIPS—look  WANTED: TEST EQUIPMENT for pins
up the GAME ROMs by the part# or, g yideo games. Need Bally, Williams, &
look up the games alphabetically to Gottlieb test fixtures, Kurz-Kasch
find respective game ROMs. Over 100 Tfg50 & game cards. Good quality
PINS listed from 1/77 — 12/81. Price  jliscopes, parametric analizers and ~ ARCADE OPERATORS: We can repair

'3 8.2.2.2.0.0.8. 223207207072 272727078727 2°0°2 8.8 288 8.0 0981
7 e e A e A T A s S R AR R A R R R R A A R RO K

Only $5.%. One Year/$15.% (new lists  3ny other misc. test equipment,  your equipment on a contract basis. 7-
per year-3). TECH SALES CENTER, 2400 h55rds, or parts. Call (collect): day week service. New York City area
(\;\égéﬂler St., Rahway, NJ 07065 201/499-  305/752-2348 with list & prices. only. Call: 876-2424
y
/,J ?? WHY PAY MORE ?? Nﬂ\\{ WAREHOUSE SALE
Mention this ad and receive

$50.% off!! RE-CONDITIONED

the listed price. All games are
reconditioned and location ready. 30-DAY GUARANTEE ON
We ship all over the United States. WWER SUPPLY
Fr:ogger ......... $1895.|Missile Command .1595. ’
g);fzééllér.t;:.().t;r;t.ér's. -Iggg- Ilg_is% f?ommand ct Iggg- *ASTEROIDS ............... $1445.
Head On.."". 445, glﬁck Knight ... 1545. * DEFENDER ................. 1945.
........... 1495. itch...........975.
Carnival ... .. 995, Superman. .. ... 595, * BERZERK ................... 1245.
}Szcgaglble ......... 1250. ’\:/’()Ic:no .......... 1600. * SCRAMBLE ................. 1345.
| —— 1895.\Flash .............. 645.
Route 16 ... ... 1550] Make Trax " 1795. * SUPER COBRA.............. 1495.
e * STAR CASTLE ... ............ 995.
(Delvery ot included) * ASTRO FIGHTER ............ 945.
All these games and many more N

WIZARD OF WOR .............

YT YT ey L L L L L L L
super special
Asteroids & Berzerk
$2495.00

e e e ¢ e Y de Je e de de e Fe I de e v e e e o ol se ok ol o de

available. New games added to list
on a regular basis.

James T. Chapman
313/487-9724

Pins as low as $200.90

GAMES UNLIMITED

9059 Venice Blvd., Los Angeles, CA 90034

213/836-8920

PLAY METER, April 1, 1982 .

r mcgee
amusement company
523 West Cross

Ypsilanti, MICH 48197
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FOR SALE
RECONDITIONED

Omega Race
Pac-Man

Defender
Scramble

Monaco GP sit down)
Monaco GP (upright)
Vanguard
Asteroids

Missile Command
Galaxian

Star Castle

Moon Cresta
Space Encounters
Space Invaders .
UBI Zenith Pool Tables ..595.

NJ 201/729-6171

EDUCATION

Is the key to success in any
technical career and especially
the pinball and video game
repair business. Now you can
learn-not only practical know-
how-but also a solid
background in electronics and
microprocessor technology. This
knowledge will enable you to
keep abreast of this fast
changing business. At E.IB. we
offer courses at all levels. Day
and evening courses are

available.

For further information & application:

ELECTRONIC INSTITUTE
OF BROOKLYN
4823 Ave. ‘N’, Brooklyn, NY 11234

212/377-0369 (collect)

BELIEVE IT
OR NOT!

A video, pin & jukebox
route for sale

Annual Gross: $375,000
100 locations located in PA

ESTABLISHED 40 years...
Time To Retire!

SEND REPLIES C/O: Play Meter
Magazine, P.O. Box 24170, New
Orleans, LA 70184. DEPT. #SP

64

LOOKING FOR EXPERIENCED
PERSON to coordinate complete
board repair center for a large
amusement company located in New
Jersey. Salary commensurate with
experience plus benefits. Write or
Call: #3 Coral St., Edison, NJ 08837.
(201)738-1800

WANTED TO BUY: Old slot machines
(Jennings bingo-belt/sun, chief/star
cheif and similar types), juke boxes
from 1945 - 1960 and all other antique
arcade equipment! Please send photo
and your price to: AUTOMATEN
HOFFMANN, Zur Kanzel 2-4, D-43,
Essen-Kettwig, West Germany

We ship from stock
All orders placed
at AMOA should
be re-ordered
through us.

Will fit in uprights
and cocktail tables

NEWPORT
MODEL 125

STRONG, RELIABLE JOYSTICKS

Made in the U.S.A. for the needs of the American
Market. Will replace joysticks in imported and domestic
machines. Interchangeable gateplate for two, four, or
eight positions. Engineered and built to last. All parts
easily replaceable. FAST SERVICE.

IDEAL FOR PAC-MAN GAMES

y Satisfaction Guaranteed

AACHINE DESIGN
Bishop, CA 93514 USA
4)873-4431

.LECTRONIC TECH-
for expanding south

business. Must have

e in all phases of
privee video repair. Shop
management experience a plus. Salary
open. If you can fix and game board
that comes your way call: 305/752-2346
or write: AMUSEMENTS, 10980 N.W.
19th St., Coral Springs, FL 33065.

X X ¥ ¥ & ¥ ¥ ¥ X ¥ ¥ ¥ ¥ ¥ X ¥ ¥ X

ASTEROIDS #1

With my Odyssey kit your Asteroids will be #1
Here’s what you get:

SPECTRASTAR MONITOR SHIELD-Replaces old
acrylic monitor shield. Spectrastar is a laser etched
holographic difraction grating which turns ordinary
missiles into eye-catching fireballs, size 23%," x 19" x ;.

DECAL-Screened 5-color 10 Mil Lexan-fits over
Atari Asteroids control panel. Size 26'/7" x 23!1/1¢",

CONTROL BUTTONS-5 new red and green buttons.

RATE MULTIPLIER BOARD-Replaces I.C. 74161 in
location C5 on main logic with rate multiplier board.
It controls the speed of the entire game. It starts the

Asteroids slow like normal and speeds up as time goes
on, so the longer a player plays, the more difficult it
becomes. This lets the novice player receive a good
score and makes the game far more challenging for the

expert player.

For Your Kit: Send $110.% to Avery Petty, 1001 West
Stevens Ave., Suite 170, Santa Ana, CA 92707 or for
C.O.D. orders call: (714)966-2001. Also available
Battlezone kits.

% % % % b % %k % %k % % % % % % % % % % * %
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00000000000000000000000000
HIGH COST OF NEW

GAMES CUTTING INTO
YOUR PROFITS?

Why not convert dead pieces
into new money makers for
less than half the price!

VIDEO CONVERSION KITS
Easy to install...guaranteed!

Also new & used games available
Call in New York:
SYSTEMS
(516)842-3332
T T

ELECTRONIC REPAIRS
VIDEO & PINBALL

“Anything you send, I can fix!”
On site repairs made in Kansas
GOLD STAR ELECTRONICS
2548 Sunny Lane, Wichita, KS 67205
(316)945-7246
24 HOUR
GAME & PINBALL BOARD
REPAIR SERVICE
Ship us any game or pinball board. In
most cases it will be repaired and
shipped out within 24 hours of receipt.

(Same day carry in service also
available.)

LOW FLAT RATE PRICES
ON MOST BOARDS

©0000000000000000000000000
000000000000000000000000000

Our modern equipment and highly
trained technicians let us fix them fast
and pass the savings on to you.

For further information
or price sheet call or write:

PYRAMD

VENDING REPAIR SERVICE CO.

4823 Ave.'N’, Brooklyn, NY 11234
212/252-1380 Telex: 181160 US

NEW VIDEO
CABINETS
FOR SALE
Upright & Cocktail Models

High Quality...Low Prices!
Ready for immediate shipment

For information call:

214/641-4286
800/527-6054
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REVIVE YOUR
OLDER GAMES

- Players

. ,,) can identify
» Rapid Fire™
equipped games.

It'sa provenfactthatthe
more the playerslikea
game, the more they play it.

Rapid Fire™ can revive
the interestin yourolder
video games by allowing
playerstohold the fire but-
ton down and the game will
fire automatically...like on
Centepede and Tempest.
It'saprovenidea.

Already hundreds of
games hereand abroad have
been converted to automatic

e
TOMMY IK_g GATE

Designed for

e Mini Compact Pickups

e 2 Ton to 1 Ton Trucks

¢ Pick-ups and Walk-in Vans
. ® 1 Ton Stake Beds &

Van Bodies

33’
Depth Model 64

ode
Platform Fleetside Chevrolet, All GMC
Fleetside, Ford and Dodge with 64
to 65 inch opening, International
wide box 1969 and later.

WOODBINE MFG. CO.

WOODBINE, IOWA 51579 PHONE (712) 647-2050




High Court decides not to rule:

Industry suffers supreme setback

The anti-arcade rumblings of the city of Mesquite
are vague enough even to confuse the nation’s
supreme decipherers. In a landmark non-decision,
the U.S. Supreme Courtruled on February 23 that ““it’s
not my job” to decide whether or not this Dallas
suburb has the right to keep young Mesquiteites up
to seventeen years old from playing video games in
the town mall.

For the town of Mesquite, the failure of the
Supreme Court to render a decision is a resounding
success, for the matter must be reconsidered now by
the appeals court in Texas whose earlier decision
against Mesquite and in favor of Aladdin’s
Castle/Bally Manufacturing was thoroughly torn
asunder by the high court.

For the industry, the remand back to the Court of
Appeals is a sad defeat and opens the way for every
narrow thinking town councilman in the country to
save the children of his city from associating with
these games that are designed, manufactured,
sold, and operated by crim-

by Mike Shaw

But such is not the case. Asso often occursin courts
of law, the decision rendered was based on legal tech-
nicalities rather than the substance of the issue.

The Court of Appeals was ambiguous in its dealing
with the constitutional question of the youngsters’
right of association, the supremesruled, seven to two.
Whether the lower court used Texas law or federal
law to decide that the right of association was violated
was left in doubt. Therefore, the Supreme Court feels
that the Court of Appeals must clarify the basis of their
decision before the higher court has jurisdiction to
rule, because the Supreme Court will not tinker with
decisions made that are based on state constitutional
law except where that law is contrary to the federal
constitution.

However, more regrettably, in dealing with the
Appeals Court ruling that the ordinance’s term “con-
nection with criminal elements” was unconstitu-
tionally vague, the Supreme Court soundly reversed
the appellate decision, contending that “the Federal

inals. o “The Federal Constitution does not
Yes, criminals. You see, preclude a city from giving vague or

Mesquite’s main objection

to Aladdin’s Castle is that it | @mbiguous directions to officials who

Constitution does not pre-
clude a city from giving
vague or ambiguous direc-
tions to officials who are
authorized to make investi-

is owned and operated by | @re authorized to make investigations| gations and recommenda-

Ballv Manufacturine. which | and recommendationc

s

tions. ”’



CHALLENGING — FUN — PROFITABLE

Produced By é} (ﬁ(

Game-A-Tron ‘

Innovative Leader (-
in Video Games

Game-A-Tron’s -

Exciting New

1 or 2 Player Distributed By

GAME-ATRON State-of-the-Art | -

New Britain, Conn. 06050

Tel: (203) 223-2760 Video Action Game
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- 005

'YOUR SECRET FOR SALES

gent 005 brings new cash
A collections to you. His mission is

to deliver secret attache cases
to an awaiting helicopter. Through wily
street chases and the shadows of
warehouse darkness to slippery skating
rink maneuvers and the blazing aerial
getaway flight . . . Agent 005 steals the
scene and delivers customers to you.

Fun-filled music attracts them. Four

thrilling escape scenes challenge them.
Andthe continuing fun keeps them
playing and playing. The unique audio
and video excitement matches every

player’s skill level. Py

™

And 005 is a RasterScan Co
a-Game, which can later be co
a brand new top earning game
substantial savings. ‘

nvert-
nverted to
ata

Put Agent 005 on your side today . . .

and win the chase for higher pr
more information on the latest i

ofits. For
n video

game action, call your nearest Segax‘

Gremlin distributor.

sech /Cre

GREMLIN INDUSTRIES, INC., 8401 Aero Drive, San Diego, CA 92123, (714) 277-8700, TLX: 910-355-1621. SEGA
ENTERPRISES, LTD., #2-12 Haneda, 1-Chome, Ohtaku, Tokyo, Japan, TLX: 781-22357. SEGA EUROPE, LTD., 15 Old
Bond Street, Mayfair, London, England, W1X 3DB, TLX: 847777. SEGA ENTERPRISES, INC., One Century Plaza, 2029

Century Park East, Suite 2920, Los Angeles, CA‘9‘0067, TLX: 688433.

© 1982 Gremlin Industries, Inc.




