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The game that puts
space games in
perspective.

Zaxxon technology and
creativity present a 3-
dimensional-like playfield
which sets Zaxxon apart—and
makes Zaxxon the first of a
new generation of video
games.

An authentic fighter control
stick brings fantastic new
realism to Zaxxon game play.
Up, down, bank right, bank
left—the player uses the
control stick to maneuver his
space ship just like a real
fighter pilot.

From the daring attack on
the enemy’s floating fortress
and the blazing battle against
the enemy'’s fighter fleet to
the final showdown with the
deadly armored robot, Zaxxon

challenges the skill and
imagination of every player at
every level of skill.

Imagine yourself the pilot,

the pilot’s control stick in your,

grasp. You attack the enemy
fortress—climbing, diving,
strafing to score points and
extra fuel. The enemy fights
back with a barrage of
missiles and gunfire. Then
you face a fleet of enemy
fighters in a gripping dogfight
of altitude strategy and flying
skill. Survive this battle and
the enemy’s fortress

defended with laser barriers,
then you’ve earned the
ultimate challenge: a blazing
confrontation with the
powerful robot, armed with a
~ lethal homing missile.
Zaxxon is the one game
that you must see to believe.
You have to play it to feel its
impact. When you do you'll



- know what we mean when we
say Zaxxon gives space
games a fantastic new
perspective. ;

For more information on the
pace-setting Zaxxon and its
new dimension for cash
collections, call your nearest
Sega/Gremlin distributor.

R

GREMLIN INDUSTRIES, INC., 16250 ’
Technology Drive, San Diego, CA 92127, (714)
485-0910, TWX 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 90067, TLX 688433. ;
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by Arachnid

Special Features

One to four players

Players may select one of eight different games of
darts, quarter or fifty cent games.

The only coin operated game on the market offering
the player a choice of quarter games or more
challenging games for fifty cents, per player.

Safety, plastic-tipped darts will not mar, nor damage
game area.

Lighted numbers around dart board.

Self scoring, with LED displays. A revolutionary
sealed switch matrix scoring system behind the dart
face.

Maintenance free, solid state operation.

Microprocessor controlled with all U.S. electronic
components.

Self test mode to completely test all lights, sounds and
circuit boards.

The 5000 series unit has been completely redesigned
from its new top light for better game recognition and
dart board illumination through the double coin
mechanism door, an improved easy to remove coin
box with a larger coin capacity.

On Target With
High Earning Power



DARTS, the oldest game in the world . . .

English Mark Darts - the age-old game of darts
launches into the 20th Century. Add
computerized digital scoring to a game with
established world-wide popularity and the
result is play appeal with high earning
power...not only in your most reliable spots,
but in locations you may have not yet
considered.

English Mark Darts is not only entertain-
ment but a sport...a skill that can be nurtured
and polished, but never perfected. This means
staying power. A coin game that becomes as
permanent and welcome a fixture as a pool
table, yet occupies a fraction of the space.

Competition means earning power. As is the

nature of darts, players are compelled to
compete. And because players tend to identify
with the game itself, watch English Mark Darts
become a pastime in your area with leagues and
tournaments developing. T-shirts and
professional styled darts are available.

Occupying only 2% square feet of floor space,
English Mark Darts will open up locations
where coin game earning power has yet to be
tapped. Location owners who may feel that
pinball and video games are unappropriate will
welcome darts as an added feature for their
patron’s enjoyment. = Whether placed in
traditional locations or used to open new
territories, English Mark Darts is a proven

Accessories

Custom Darts—a must for consistent
accuracy, these darts have a longer
aluminum barrel for balanced flying.
(In sets of 3)

N

Pro Darts—a longer, slimmer shaft
allows these well-balanced darts to fly
better and squeeze together on the dart
board. Pro Darts come with a handsome
leather carrying case. Flights are
removable and come in a variety of
colors and designs. (In sets of 3)
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T-Shirts, Jackets, and Hats to help
promote dart playing and dart leagues.

Trophies :

success.

-
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Smart Darts—a non-electronic safety
tipped dart set for the home. Plastic
dart board will not wear out. Safer darts
and a more durable dartboard than
conventional dart sets. Uses the same
darts and dart board as the electronic
game.

Replacement Tips—safe plastic
replacement tips fit all dart sets.
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by Arachnid of lllinois, Inc.

208 North Madison Street
Rockford, Illinois 61104
800/435-8319 or 815/962-3919 in lllinois

DISTRIBUTED BY:

Contact your local distributor or call
Arachnid of lllinois, Inc. for ordering information.

800/435-8319

or 815/962-3919
in lllinois



BIG...BETTER...

BETSON BRINGS YOU
THE BEST OF
BOTH WORLDS!

Art Warner

Jovv Gordon
A Sales Mgr.

P. Sales

Bert Betti - Chairman

BUY FROM
THE BEST! i
*VIDEO GAMES
e VENDING ¢ MUSIC

1-STOP HOUSE

BEST SERVICE & PARTS
DEPARTMENT ON EARTH!

Ms.
Pacman

Rock-Ola my | AUTHORIZED
& & b | — : ol REPRESENTATIVE
e - el OF ALL U.S.

3 AT . MAJOR DOMESTIC
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* MOYER DIEBEL *NATIONAL REJECTORS
*NINTENDO *ROCK-OLA *ROCK-OLA
PHONOGRAPHS *SEGASA *STERN
*TAITO *UNITED BILLIARDS

*WILLIAMS ELECTRONICS

BETSON ENTERPRISES

“THE WORLDS LEADING INDEPENDENT DISTRIBUTOR”

BETSON/PACIFIC BETSON ENTERPRISES
960 Howard St., San Francisco, Cal. 94103 6 Empire Blvd., Moonachie, N.J. 07074

415-543-4495 | Telex - 340-552 201-440-2200 / Telex - 134-301

2444 West Pico Blvd., Los Angeles, Cal. 90015 1045 Rte. 109 N. Lindenhurst, Long Island, N.Y.
213-746-1191 / Telex - 181-318 516-226-0400

301 Brewster Rd., Milford, Conn. 06460
203-878-6966



n~~~~~~~~~~~~~~~~~~~-~~~~~~~~~~~~~~~~~““““*“““““

Publisher and Editor:
Ralph C. Lally Il
Editorial Director:
David Pierson
Managing Editor:
Laura R. Braddock
Assaciate Editor:
Mike Shaw
Administrative Assistant:
Valerie Cognevich
Art Director:
Katey Schwark
Circulation Manager:
Renee’ C. Pierson
Typographer:
Jo Ann Anthony
Graphics:
Jeanne Woods
Technical Writers:
Randy Fromm
Frank Seninsky
Correspondents:
Roger C. Sharpe
Mary Claire Blakeman
Charles C. Ross
Mike Bucki
Paul Thiele
Dick Welu
Tony Bado
Bill Brohaugh
Classified Advertising:
Valerie Cognevich
Advertising Manager:
David Pierson

Illustrator:
Bob Giuffria
European Representative:
Esmay Leslie

PLAY METER, June 15,1982. Volume
8, No. 12. Copyright 1982 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.; phone:
504/838-8025. For subscriptions:
504/837-7987. 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,

Volume 8, Number 12/June 15, 1982

LAY METER

The Twice Monthly Publication for the Coin Operated Entertainment Industry

BPA Circulation Audit applied for

FEATURES

42

The Video Industry’s Deceptive Horn of Plenty
Many who sought the Holy Grail of video profitability
have been left holding a leaky paper cup. Michael
Mendolsohn takes a summary view of the last three
years and analyzes the direction the video game busi-
ness has taken.

45

The Video Copyright Law Issue Through the Eyes of
Richard Stern

One of the nation’s noted authorities on copyright
law has been taken by the recent video game case
rulings. Richard Stern’s assessment of the issue is pre-
sented as is his call for a revised look at how the
current statutes apply to video game copyrightability.

57,

Why a Distributor?

Play Meter’s Valerie Cognevich took in this seminar
session at the recent Amusement Operator’s Expo in
Chicago and was impressed with Empire Distri-
buting’s Jerry Marcus’s explanation of the role a dis-
tributor plays in getting games to the public. You will
be too.

62

Video Public Relations, the Atari Way

A first rate company goes about its public relations
task in a first rate way, addressing the country with
something that says nice things about the entire
spectrum of the industry in a convincing way.

DEPARTMENTS

8 Up Front

11 Letters to the Editor

16 Equipment Poll

19 News Beat

62 P.R. Problem/P.R. Solution

64 Technical Topics

68 Frank’s Cranks

70 Coin of Vantage

71 Critic’s Corner

76 New Products

79 Classified

92 Last Word

PLAY METER, June 15, 1982




UP FRONT
(Point/Counterpoint)

Point: The problem is the forest

Members of our industry who are constantly dis-
cussing the problems we have are, maybe, as the
saying goes, “too close to the forest to see the trees.”

It would take a small book to list all the supposed
problems we have, or possibly could have. This is not
the reason for this article, but rather to consider one
specific subject that seems to be causing quite astirin
the amusement industry—i.e. the question of
operating the amusement poker machines.

The term ‘““gray area machines” would appear to
have been coined by those who either have a poor
working knowledge of our language, or those who,
by design, wish to cast a subtle slur on a successful
competitor. There are, by definition, only two types
of poker machines manufactured and sold on today’s
market—i.e. amusement only or gaming only. The
gaming type machines are legally sold and used in
only two areas of this country and that only with
special licensing requirements. The amusement
machines are legal in all other areas of this country, as
manufactured. There is no statute or licensing author-
ity in this country that identifies any machine as a
‘““gray area machine” either in amusement or gaming
statutes.

What should be recognized is that all manufac-
turers of amusement poker machines build and sell
them with the intent that these machines be used for
amusement only. Intent is the word that should be
understood. No one with any business sense would
knowingly build or sell a product with the intent to
break the law.

It seems that some people are upset with the
amusement poker machines because they could be
gambled on. In some cases | am sure theyare. But this
same truth applies to almost anything you can name,
and here truly is where the witch huntbegins. Do you

outlaw all television sets in local pubs because on
Super Bowl Sunday people sit, drink their beers, and
bet on the game? Do you outlaw all pool tables
because occasionally the players bet on the outcome
of the game? Do you outlaw the sale of decks of
playing cards because someone might gamble with
them? Silly, isn’t it? Again, the secret word is intent;
the television set, the pool table, the deck of cards, all
are intended to entertain, not to do anything illegal.
Can the manufacturer of any game on the market
today say that no one will ever wager on their game or
its outcome from playing it? People are by nature
competitive; they love a winner. When two people
get together to play any game and they say, “I bet |
can beat you”’; that’s gambling, mister.

Again, as | first indicated, let us, as an industry, step
back and take a good look at the trees; the forest is
really getting in the way.

We as an industry and as individual businessmen
get very upset when innuendos are cast upon us by
communities, trade publications, or members of our
own industry. Honest, law abiding operators and
arcades are having problems in some areas. Slander,
half truths, slurs, innuendos—we are experiencing
these by the bucketfulls. But then we do the same
things to our own—is it any wonder we have pro-
blems???

Bill Stanard

General Sales Manager
Bend Electronics Co. Inc.
Oregon
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Counterpoint: We don’t want any forest fires

You are right about one thing and one thing only. The
term ““gray area machine” is a poor choice of words to
describe video card games. In our opinion, these
games should be referred to as “subterfuge gambling
devices.” Because that’s exactly what they are. In fact,
there is no question that the IRSwould have classified
all such machines as coin-operated gaming devices
under 26 U.S.C. 4461-2. But since the repeal of the
$250 IRS gaming tax stamp on August 1, 1980, the
federal government has left the matter of deciding
what constitutes a gaming device up to state and local
authorities. To date, video card games have been
ruled to be gambling devices in Ohio, Pennsylvania,
Maryland, Minnesota, Oregon, and more states are
sure to follow.

While you would have us all believe that you would
not build or sell a product with the intent to break the
law, you openly admit that people gamble on video
poker machines. As you say, the word intent is the
word that should be understood. Would you have us
believe that makers of radar detectors for private
automobiles do so with the intent that they not be
used to break the 55-mph speed limit law?

And what about the manufacturers of drug para-
phernalia? Would you have us believe that the
people who buy drug paraphernalia do so foramuse-
ment only? Of course not. In fact, the Supreme Court
recently ruled that state and local authorities had the
right to ban the sale of such merchandise specifically
because they were manufactured with the intent of
breaking the law. And now you want us to believe that
video games with such themes as draw poker, five
card stud, black-jack, hi-lo, bingo, horse racing, and
dice are manufactured with the intent of providing
pure amusement? Just how naive do you think people
are?

Your argument about people being able to gamble
on anything such as a TV set, a pool table, or adeck of
cards is ludicrous. If a player bets with another player
on the outcome of a game of Pac-Man, the players
may be gambling, but the machine isn’t. Have you
ever heard of a Pac-Man game being confiscated as a
gaming device? I’'m sure you haven’t. But we know of
numerous cases wherein video card games have
been confiscated and operators convicted for gaming
violations.

So let’s reconsider that word you chose, intent.
Regardless of what you say, games of chance are
intended to promote gambling. Games such as poker,
black jack, five card stud, bingo, horse racing, and
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dice are all games of chance whether they are played
in a casino or on a video screen.

Pure amusement devices do two things: take a fixed
price per game and provide a challenging game of
skill (including, sometimes, the entertainment of an
additional replay or two). Gambling devices, on the
other hand, must always perform three functions:
accept more than one fixed price (the stake) for a
single play, apply pure chance, and control chance-
determined payouts (wins). A gambling device
cannot have any substantial skill element, because
then skillful players could consistently beat it.

There can be no doubt that video-card games flunk
the test for being pure amusement devices. Yet they
meet all the necessary requirements of a gambling
device. The only distinguishing feature between a
pure gambling device and the alleged “amusement
only” devices is the absence of a direct payout. That s
why the “gray area games”” are best labeled “subter-
fuge gambling devices.” These machines contain
circuity for “knocking off” and recording unplayed
credits. Some of these machines may award up to
4,000 credits on a single play. In a pure amusement
device, no one ever wins more than the number of
games that might be reasonably expected to be
played off—five, ten, sometimes up to fifteen. Who in
his right mind would ever expect to play off 4,000
games on a machine?

Regardless of what your real intent is or how you
say your machiries may be used, it is our opinion that
video-card games, by virtue of their construction and
inherent features, are camouflaged gambling
devices, and their use as such is a crime in 49 states
(and a crime of felony degree in many).

This industry does have its problems that we must
grapple with, but the problem of “subterfuge

gambling devices” is one we would rather do without.
In its proper form, your metaphor applies to your
position on this issue. “You can’tsee the forest for the
trees.”

We don’t want to see any forest fires. So why don’t
you and others like you go find your own forest and
and leave ours alone.

//(.' '

Ralph C. Lally 11 /

Editor and Publisher
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Letters to
the editor...

What's in a name?

I do thank you for your prompt letter
indicating that Fun & Games Ltd, of
Granite City, Illinois, is not the Fun &
Games that you had reference to in your
article on page 74 of the Play Meter issue of
May 1, 1982,

Fun & Games Ltd, is a distributor of
Elcon Industries Inc., convertible equip-
ment only, We do not attempt to sell cus-
tomers equipment where we can not service
the account, We are not a “road show"type
of company,

We have service technicians that make
on site repairs to the equipment that we sell
to our customers, thus we are limited in the
area we may sell equipment, as travel to
distant cities is not profitable nor possible
for us,

We do the best we can not to have any
customers dissatisfied with our firm, and
thus far we have succeeded,

B, L, Bradley
President
Granite City, Illinois

[Ed. reply: The Fun & Games spoken of in
our issue of May 1 is now defunct, We have
received no similar complaints against any
of the other many firms across the country
which bear that name.]

Richards' injunction noted

I have read with interest in your edition
of March 18§, the article you wrote regard-
ing the ATE and the American visitors'
viewpoints,

Throughout this article you draw to
everyone's attention the success or other-
wise of booths DL9 and 10, namely Com-
petitive Video and John Richards, and you
quote him extremely freely throughout,
even suggesting that he was producing
reproductions of Qix, a Taito game, You
also draw attention to the sort of poster
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that he displays,

It is a pity that the situation did not
allow your research to find out what the
attitude of major manufacturers in the UK
was on this subject, You must be well
aware of the efforts and successes currently
being achieved by Vic Leslie on behalf of
Sega in the protection of their games in the
UK, Mr, John Richards was served with an
injunction by my company during the last
day of the ATE and was forced to remove
any suggestion that he could offer Qix
conversions, That injunction has since
been upheld and a lifetime ban placed on
his attempts to provide Qix, resulting in
the gentleman in question now applying to
us to purchase authentic goods and

become a licensed converter of old
machinery into updated Qix machinery,
which would rather, in my humble opinion,
discredit the ad poster that you highlighted,
David B, Coren

Managing Director

Taito Electronics

London

[Ed. Note: I read with interest your letter
of April 23 and want to point out that the
situation at the ATE did allow me to find
out the attitude of the major game manu-
facturers on the game copying problem,
Obviously, the major game manufacturers
are, as you say, trying to do something
about the problem—although factory

Audio Visual

AV

Amusements

Offering the finest

new and used
equipment

REPRESENTING LEADING FACTORIES
® SALES, PARTS, SERVICE e

ARCADE PLANNING
SPECIALISTS

Every new and used video
in stock at all times

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)
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representatives at the show, while inti-
mating that legal action would be taken
against the copiers, offered no official
comment during my stay there. (Regret-
tably, I was not there for the last day of the
show to see what action was taken by your
company against Competitive Video.)
The subject of my article, however, was
not about the attitude of the major game
manufacturers on copyrights. It was on the
attitude of the rest of the industry toward
the copyright problem. And, quite frankly,
they didn’t see it as a problem. The remark
by the BACTA official whom I quoted in
the article—wherein he stated the national
association wanted to remain “neutral” on
the matter for fear it would offend some of
its members who are copiers—indictes the
lack of support the major game manufac-
turers are experiencing in your COuniry.
The result of this laissez-faire attitude by
the industry as a whole (and, by that, I do
not mean to include the major game manu-
facturers who are obviously trying to
protect their own interests) is a drastic
decline in video game activity.
That’s what the article was all about.]
David Pierson

“Short”-gevity
the problem

After being in the video amusement
business for a couple of years, a few cold
hard facts are becoming more and more
obvious to me and I am certain to most
other operators. To state the problem
simply—the combination of increasing
costs of new machines (and expenses), the
popularity longevity of a machine, and
decreased trade-in value are making the
bottom line look more and more unattrac-
tive to the operator. The longevity of
machines like Asteroids made them well

worth the investment, but there are few
machines that will never enjoy that kind of
longevity. Unfortunately, the “short™-gevity
of all other “once popular” games is the
primary factor affecting the bottom line.

We can only look to the designers and
research communities to improve the
“short”-gevity problem, but the manufac-
turers can reduce the cost of new games by
adopting, in part, the retro-fit concept. I
am using the word retro-fit to distinguish it
from the term convertible wherein one
buys a new whole game with the option to
buy additional plug-in kits that change the
game from game A to game B.

A retro-fit kit on the other hand is a kit
designed to change an existing game (such
as Space Invaders or Asteroids) to a new
game. The obvious main advantage to the
operator is that he can now transform his
graveyard into new games without the
additional cost of the cabinet, video, power
supply, wiring harness, and other hard-
ware. The average kit would consist of the
board, new marquee, new (or altered)
player panel, front plexiglass, (in some
cases) and a few decals. Other items may be
required depending on the design concept.

I have discussed this concept with a few
manufacturers and distributors and I will
share some of their comments and my
reaction to them with you.

“When a new game hits the market, it
should be brand new and shiny to attract
the players.” All well and good, but my
new games maintain their brand new and
shiny appearance for the better part of two
weeks, then the scrubbing operation
begins. Furthermore, if retro-fit kits were
available, most operators are smart
enough to realize that the cabinet would
have to be totally repainted to remove all
indications of the old game.

“The copyright laws are so complex that
manufacturers will not risk it.” I agree that
if manufacturer A sold retro-fit kits to

modify manufacturer B’s games, there may
be some copyright problems. But in my
mind, there shouldn’t be because it’s the
game that is protected by copyright laws
(and properly so) but not the cabinet, etc.
Anyway, I cannot believe that there is a
copyright problem associated with a
manufacturer retro-fitting one of his own
games. Brand name manufacturers selling
retro-fit kits for their own games through
existing distributors will not open any
additional doors to the knock-off artists or
garage shops that already exist.

Although none discussed profit with me,
I am sure that it is a concern. But the facts
of life may be simply that a larger and
larger demand for retro-fit kits is growing
and somebody somewhere will satisfy that
need. Why not incorporate it into the
existing system where it can be controlled?
Furthermore, this may soon be the only
market unless the problem associated with.
the cost of new machines and longevity
discussed earlier are resolved. A decent
profit for manufacturers and distributors
can still be enjoyed.

I can foresee two additional advantages
to the manufacturer. First, simpler and
cheaper market research. Many more
games could be placed across the country
to determine the degree of popularity if
done in kit form rather than whole
machines. Second, I am sure this concept
would greatly reduce the animosity that is
growing between the operator and manu-
facturer because of home game production
and recent legislation concerning speed-up
kits. This industry is not immune from the
importance of developing good customer
relations. Any manufacturer that assumes
that the customer’s needs are not vital to
the success of the industry will eventually
learn the hard way.

Robert J. Skerrett
Western Amusement
Coeur D’Alene, Idaho

EXPORTING ? Tokens are The Answer!
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We’'re Playing Your Song.

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

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.

COMING A unique video accessory that lets your

SOON!

guests sing along with the Ragtime Piano

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

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.

| ¢ ¢ T 0 o2 0 o V4

Marantz Piano Co. ® Morganton, N.C. 28655 ¢ (704) 437-7135



Pulling in the reins on
employvee embezzlement

The following article came to Play Metet
from Charles, Charles & Associates of
Kansas City, Kansas. CCA is a marketing
management consulting firm specializing
in market and product planning, psycho-
logical research and video game playing
behavior.

T he phenomenal growth in the video
game business can be attributed to
at least two key market trends,
both reflecting greater market penetration:

|. Enhanced consumer demand =
more people are playing these games more
frequently.

2. Broader distribution base - mass
retail merchants such as grocery, depart=
ment, drug, and other retail outlets, as well
as new arcades have expanded the distri-
bution of video games.

Unfortunately, these trends appear to be
softening. The distribution of video games
via mass merchants may be reaching a state
of saturation. Recent industry statistics
suggest that consumer demand for playing
video games may be leveling off.

Given these signs of a maturing industry,
operators may find their profits starting to
stagnate unless they find more effective

ways of getting a firm handle on operating
expenses. Indeed, successful operators will
likely be those who find new ways to con=
trol expenses, ways that many operators
might think are impractical today.

Take, for instance, the problem of
collection shortages. Many shortages are
due, of course, to the use of slugs, strings,
and other tricks devised by dishonest
players. But let's face it, whether we like it
of not, many shortages are due to employee
embezzlement.

What makes matters worse is that some
operators take a laissez-faire attitude
toward low-levels of employee embezzle-
ment. While few operators will tolerate a
flagrant violater who embezzles say $25 a
whack, many operators simply ignore sus=
pected violaters who occasionally pocket a
dollar her and a few bucks there.

Charles, Charles & Associates (CCA)
recently took on the task of assisting one of
its clients in coming to grips with the pro-
blem of shortages in video game collec-
tions. For obvious reasons, CCA's client
wishes to remain anonymous. He was,
however, willing to share this case study
with other operators who are interested if
pulling in the reins on employee embezzle-

NUMBER OF OVERAGES & SHORTAGES
BEFORE AND AFTER DISMISSALS
# Before # After
$25.25 or more overage 39 33
$ 5.00 to $25.00 overage 25 49
$ 0.25t0 $ 4.75 overage 209 597
Subtotal 273 679
Exact Count 110 198
$ 0.25to § 4.75 shortage 742 305
$ 5.00 to $25.00 shortage 113 44
$25.25 or more shortage 36 _41
Subtotal 891 390
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ment. To facilitate the discussion, the
clienit is referred to as Video Vending.

Background on Video Vending

Video Vending had operated for
almost three years in a large midwestern
city when it first became associated with
CCA. Like many operators who got an
early start on the video boom, Video
Vending’s revenues and profits had grown
geometrically.

With the aid of CCA, Video Vending has
recently computerized many of its oper-
ating procedures. For example, the move-
ment of machines from location to location
has been optimized through the use of a
unique program which provides informas=
tion for maximizing game revenues by
minimizing the effect of “game wearout.”
In addition, more effective accounting
procedures have been developed and coms=
puterized to enhance employee producs
tivity and to provide management with
crucial sales analyses. A collection pro=
gram outputs shortages and overages for
each machine and for each routeman twice
a month. The following information is
provided by the collection program:
location #, machine, service #, new meter,
old meter, coin read, shortage, overage,
and cash counted.

Computer programs are written in
Applesoft basic for an Apple computer.

Collection problems

Several months after the owner of
Video Vending began using the collections
program, he suspected that some employees
were embezzling money during route
collections. The suspicion was based on a
high number of shortages exceeding $5
which could not be attributed to unreliable
meter readings. In addition, there were a
lot of shortages under $5 which, at first,
were not as important to the owner as the
shortages over $5. (Later we will see that
these were more important than the owner
thought.)

Since the owner now had factual evi-
dence to back up his suspicion, he con=
fronted the employees and asked them to
submit to polygraph tests, As things turned
out, all but one employee failed the test.

By itself, a polygraph does not give con-
clusive evidence. When interviewed after
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Deep in the sea garden, there was a happy group of aqua-
tic creatures. One day a school of fierce Devil Fish™ broke
out of prison and occupied the sea garden.

The angry King of the Sea appointed the brave Sea Dog to

™

conquer the Devil Fish
Sea Dog would cleverly take advantage of the narrow pas-
sages by fattening them up with bait, then when immobile,
would attach and kill them. Can Sea Dog save the aquat-
ic creatures? Please give this game a try!

ARTIC ELECTRONICS CO., LTD.

HEAD OFFICE TAIPEI OFFICE

2, LANE 69, KAN SHAN HENG STREET, 37, SEC, 2, CHUNG HSIAO E, RD,,
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(Continued from page 14)

the polygraph test, however, those who
failed, admitted to having pocketed small
change. On the basis of these admissions,
the owner promptly dismissed them.

On an aside, the most common excuse
offered for embezzlement was that every-
one else does it. One employee who had
worked for other operators in the area said
his previous employers simply accepted it.

Analysis of collections

Did the owner’s action have an impact
on shortages? To answer this question,
CCA examined the shortages over two six-
week periods, one before the employees
were dismissed and one after.

In the six-week period before the dis-
missal, there were 891 shortages. In the
next period there were 390 shortages.
Additionally, there were 273 overages
before the dismissal but 679 overages after
the dismissal. These results are shown
in the chart.

Statistical analysis of these results shows
that the number of shortages significantly
decreased after the dismissal. But a more
significant finding is the dollars saved by
eliminating the shortages. In the “before”
period, shortages outweighed overages to
the tune of $1,568. In the “after” period,
however, overages outweighed shortages
by $470. In other words, $2,038 was saved
in the “after” period.

The most significant finding is how the
overage/shortage categories contributed
to this savings. By far, more money was

saved in the $.25 to $4.75 category, instéad
of the $5 to $25 category. In fact, by
reducing shortages in the $.25 to $4.75
category alone, the savings were $1,238,
while $800 was saved in the $5 to $25
category.

The message is pretty clear. Look at all
your shortages carefully, especially those
that you might not have considered impor-
tant because they are too small to mess
with.

“...the most common
excuse offered for
embezzlement was
that everyone else
does it.”

Setting up a monitoring system

A final objective of CCA’s assignment
was to set up an early warning system so
that Video Vending could detect potential
embezzlement even at a low level.

As noted above, the most sensitive area
ranges between +/- 25 cents to +/- $4.75.
That is, significant deviations can best be
accounted for by this category. Guidelines
were developed by looking at the average
deviation from an exact count based on

meter readings. After the dismissals, the
average deviation was a 42 cent overage. In
other words, each machine will typically
have an extra coin or two in it. Several
operators have told CCA that, under
normal circumstances, the average collec-
tion should be a little over an exact count
due to machine problems.

Given the typical overage, Video
Vending has adopted the following guide-
lines in monitoring employee performance:

Normal Performance: An employee
who consistently averages 25 cents
to 50 cents over on each machine.

Below Normal Performance: An
employee who consistently averages
0 cents to 25 cents over on each
machine. This employee will be
made aware of what normal per-
formance is and encouraged to more
carefully count his collections.

Unacceptable Performance: An
employee who consistently averages
below 0 cents over on each machine.
This employee will be administered
a polygraph test and interviewed
about the test results. Admission of
embezzlement at any level is
grounds for dismissal.

CCA cannot guarantee that this type of
warning system will work for other opera-
tors. Some type of warning system,
however, should be adopted. Finally, it
should be one that does not let those small
shortages go unchecked.
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! WARNING !

Contrary to all the publicity, there are many top

earning game boards that are legal and can be (
used by you to convert old turkeys into new W
winners - - We have them!

GAME PARTS AVAILABLE -

* GAME P.C.B.- HOT new games - Steady
earners and a few bargain boards for cheap
conversions.

Power Supply Modules: Edgeboard connector,
complete wiring harness, fuse block, line filter,
heavy duty D.C. power supply, rugged grounded
line cord, just add our P.C. board.

¢ (Clear English Documentation.

Lifetime Joystick - 4 way, 2 way.

S LN AR O NgUF SRR

Phone: (213) 768-7144

Los Angeles

NEW-GAME P.C.B. AND CONVERSIONS

VIDEO GAME &

AMUSEMENT MACHINE TOUR

2 TOURS FOR YOUR BUSINESS

TOURA:SEPT 28-OCT 12 TOURB:OCT 24-NOV7

1. Japan Amusement Machine Show 1. Japan Electronics Show

2. Taiwan Toys and Gift Show 2. Korea Electronics Show

3. Hong Kong Toys & Gift Show 3. Taiwan Electronics Show

4. Korea Trade Fair (optional) 4. Hong Kong Electronics Show

COMMERCE TOURS INTERNATIONAL, INC.

MAILTO:
Name 870 Market Street, Suite 740
Company San Francisco, CA 94102
Address Tel: (415)433-3072 / 433-3408

City State Zip VIDEO Al B
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Disney joins in as
Williams and Bally tangle
over game rights

The happy-go-lucky characters milling
around Walt Disney Productions are
frowning on Williams Electronics. They
say that Williams is offending their Magic
Kingdom of rights in regard to the word
“Tron.”

“Tron,” a Disney film due to open early
in July at theaters across the country, is an
adventure film which brings to life a series
of familiar video-game characters.

What Disney is upset about is Williams’s
new video, Robotron: 2084. Disney con-
tends use of the word “Tron” within the
title of that game is an exploitation of the
film to come and represents unfair com-
petition and dilution of the name.

Williams’s president has denied the
charges.

“It is a shame that time, energy, and
money has to be wasted in responding to
such frivolous claims,” Michael Stroll said.

“The game has nothing to do with the
movie,” said Norman Menell, a Williams’s
vice president. “There is no substance to
the suit.”

A similar case cited by Menell depicted
an action instigated by Bullova Watch who
accused a competitor with infringing on
the name “Acutron” by naming its watch
“Unitron.” The court found in favor of
“Unitron,” indicting that there was no
likelihood of confusion.

Tron is also a video game based on the
Disney movie and marketed by Bally/
Midway. In fact, Bally and Disney will co-
sponsor a Tron tournament. The initial
rounds are to be staged in Bally’s arcade
locations nationwide. Tournament finals
are scheduled for July 7 in Madison
Square Garden.

The Williams game has already been a
tremendous success.

“The response to Robotron: 2084 has
resulted in revenues in April 1982
exceeding by 19 percent revenues in April
1981, during which time the company was
manufacturing its highly successful game

PLAY METER, June 15, 1982

Defender,” Stroll informed stockholders
in a second-quarter earnings statement.
“By reason of the demand for Robotron:
2084 and the increased production capac-
ity now available to the company since the
opening of its plant in Gurnee, Illinois,
revenues and estimated earnings in the
month of April 1982 were higher than in
any previous month in the company’s
history.”

The suit against Williams comes on the
heels of an unsuccessful effort by Williams
to enjoin Bally from production of Rapid
Fire. In an action filed April 8 in Federal

District Court in Chicago, Williams
claimed that the artwork on Rapid Fire
was deceptively similar to that of Williams’s
Hyperball. ’

On April 15, the District Court denied
Williams’s request for a temporary restrain-
ing order against Bally. Then, on April 23,
after Williams presented new evidence in
the form of additional depositions, the
court denied a Williams appeal for a
temporary injunction.

Williams has since ceased production of
Hyperball, indicating that initial player
interest in the game had fallen off.

North Carolina looks at

“gray area’

North Carolina Attorney General Rufus
Edmisten has informed the state beverage
control commission, which regulates
amusement devices, that electronic video
card games are “probably illegal under
North Carolina law.”

Saying that attorneys general are quali-
fied to “pass on questions of law or the
application of the law to a given state of
fact,” but not to take the place of judges
and juries in finally resolving legal ques-
tions, Edmisten points out that “illegal
gambling appears to exist in all three states
of three elements” required to make the
devices considered illegal gambling
machines in North Carolina. These three
elements are “(1) consideration, (2) chance,
and (3) prize or reward.”

The attorney general applies a test of
nine law features to determine the illegality
of the machines. He surmises that:

(I) The game of draw poker or
blackjack is not a game of skill.

(2) The machine does not provide

''machines

genuine amusement for the money.

(3) The device accepts multiple coins for
a single course of play.

(4) The machine awards more replays
than any reasonable person would be
expected to play off.

(5) The machine contains “knock off”
circuitry.

(6) The machine contains internal
accounting devices or recording meters.

(7). The machine incorporates safety
features to prevent drilling or wiring to
establish extra credit points that haven't
been paid for.

(8) The machine is easily adaptable to
payouts.

(9) The playing time is too short to be
considered “for amusement only.”

“Any machine which contains as part of
its design or operation of play any of the
nine features described in the foregoing
numbered paragraphs is probably illegal
under North Carolina Law,” Edmisten
summarized.
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1. Asteroid. . ....oooiiii i $1100
2. Asteroid Deluxe ............... $1100
3. AstroBlaster................... $1100
4. Battlezone..................... $ 800
5. Berzerk ..., $ 900
6. Carnival ....................... $ 900
7.Eagle............o i, $1100
8. Galaxian ...................... $1100
9. Missile Command.............. $1000
10. Moon Cresta . ..ovvevennnnnn. $ 900
11. Polaris «.ovvvoe . $1000
12. Radar Scope.................... $1100
13. Scramble ...................... $1000
14. Space Firebird ................. $1000
15. Space Invader ................. $ 600
16. Space Zap ......ovvvvvinnennnn. $ 600
17. Star Castle..................... $ 800
18. StratoOVoX . v o vvveeee e $ 800
19. Super Cobra.....scssssosnvsnes $1000
20. TheEnd ..o ovvoeene .. $1000

SUMMER
SPECIALS

All games are in excellent condition.
All games are originals—no counterfeits.

Terms: 1/3 down—balance COD certified
check, you pay the freight.

Call 800/453/1064 anytime.
Utah call 226-0138.

THE
AMUSEMENT GAME
COMPANY

10 North Main Street, Box P
Salem, Utah 84653
801/226-0138 e 800/453-1064

NEWS BEAT
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Colleges use videos
to substitute for
shrinking government aid

Colleges and universities are using profits from their video
game centers to fund programs vital to the continuation of the
schools’ offerings.

The University of Pennsylvania is using video profits to pay
for a $500,000 renovation of its student union.

Temple University’s four campuses took in $125,000 for its
general fund that enabled the school to hold down its tuition
increase for next year to less than 10 percent—among the lowest
increase of any of the area schools.

Villanova University videos are pulling in more than
$100,000 a year gross and those monies are paying the operating
costs of the school’s Connelly Student Center.

LaSalle College uses more than $1,000 a week in video profits
to provide student scholarships and financial aid.

“In the Philadelphia area alone, video games in campus game
rooms have become a boon for schools hard pressed by rising
costs and shrinking state and federal aid,” states a story in the
May 9 edition of the Philadelphia Inquirer.

Richard Blackburn, executive director of the Association of
College Unions International, says that videos are producing
millions of dollars a year for schools throughout the country.

“There’s every indication that video games are being used
more and more as a dependable source of revenue at a time
when student activities are feeling the same financial pressures
as the schools themselves, including higher costs, lower aid, and
generally reduced funding,” he told the Inquirer.

Temple has about 31,500 students and the University of
Pennsylvania has an enrollment of more than 22,000 students,
but smaller schools are taking in significant profits from the
games. West Chester State College, enrollment 9,000, grossed
about $60,000 on the game this year.

The article reports that the video boom is great for the opera-
tors who supply the games to the schools, too. It cites Alpha
Omega Amusement of Edison, New Jersey, who specializes in
college locations. The firm supplies games to more than seventy
colleges in Pennsylvania, New Jersey, and Delaware.

Frank Seninsky, president of the company told the /nquirer
that his 2,000 college videos average about $250 to $300 a week
apiece, but he told Play Meter that the total picture of college
operations is not as rosy as the /nquirer painted it.

Vandalism is rampant and profits cease when school is out.

“It’s strictly a thirty-week season,” says Seninsky.

College locations also come with difficult ordinance pro-
blems. Currently, Alpha Omega is battling in court over
whether or not the township of Piscataway, New Jersey, can
level licensing fees on its campus machines.

Seninsky has “about eighty” machines placed on the
Piscataway branch campus of Rutgers University. The
municipal fathers want to charge Seninsky an annual fee of
$100 a machine for the right to place the games. Seninsky
claims that the township has no authority to create ordinances
for the state university campus.

“This case will set a precedent for county and state colleges
across the country,” offers Seninsky. “If the court decides in
favor of the town, it would reverse an earlier opinion that the
campus cannot be controlled by the city.”

In 1971, Piscataway lost a battle to impose building codes on
Rutgers’ buildings.
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AVA Show #1

“I see a trend among the small companies
of making giant strides,” observed Pet
Entringer, president of the distributing
firm, Audio Visual Amusements in St.
Louis.

The occasion for his remarks was AVA’s
springtime open house showing April 28.
AVA has been sponsoring a distributor
open house in the late fall to showcase new
equipment introduced at the AMOA
Show. With the success of the Amusement
Operators Expo, however, he says he now
plans to hold two open house showings
each year—the second to follow the AOE
springtime show.

Visiting operators were treated to a
buffet lunch in addition to a tantalizing

Len Schneller (center) of U.S. Billiards tells ajoke to Dynamo’s
Bill Rickett (left) and Pacific Novelty’s Bill Cravens.

Alan Stone of Nintendo and Pete Entringer of AVA are still
reporting strong interest in Donkey Kong, one of the year’s

giant hits.
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by David Pierson

menu of new games. But it was Entringer’s
assessment of the direction of the industry
toward profitable smallness that carried
more impact.

His industry appraisal was meant as a
dual evaluation—for smaller distributors,
like himself, and for smaller manufac-
turers, like the companies he represents.
The St. Louis distributor prides himself on
handling many of the so-called smaller
equipment lines—Nintendo, Universal,
Pacific Novelty, U.S. Billiards, Cinema-
tronics, Dynamo, and Venture Line. And
he’s reporting great acceptance from
operators and great success for his
company.

In the 21 months AVA has been in busi-

ness, Entringer claims his business volume
has swelled from around $100,000 a month
to more than $1.5 million a month. And his
payroll has increased from five employees
to thirteen.

“I’ve been very, very fortunate with the
small companies I represent,” he told Play
Meter. He attributes that success, oddly
enough, to his not having “to commit to
large numbers of games from the giants.”

Entringer maintains that his company is
“like a lot of other new-type distributors
who are giving the older distributors a run
for their money. The new distributors are
eager and aggressive,” he says, “and they're
going with the smaller companies.”

And, in turn, says Entringer, smaller

Rick Wood (center) of Venture Line with two operators next to
the company’s hot video game, Looping.

L=\

David Goldner with Universal’s follow-up to the successful
video, Lady Bug. This time it’s Snap Jack.
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manufacturers are turning more and more
to the smaller distributors because big
number commitments by the bigger distri-
butors restrict a small company’s chances.

“A big distributor can actually vote
down a game without giving it a fair

> i

1

chance,” he says. He cites two recent
offerings by two of the companies he repre-
sents—Solar Quest by Cinematronics and
Radarscope by Nintendo. Because of
large commitments to the giant video game
firms, he claims, these games didn’t get a

The AV A open house featured an all-day buffet right on the showroom floor.

contact:

ARCADE
SPECIALISTS
DON'T POP UP
OVERNIGHT

We have 50 years experience selling
and servicing arcade equipment. And
that's something you can bank on.

For the best games at the best prices,

BIRMINGHAM
VENDING COMPANY

540 2nd Ave. North

chance to achieve the market penetration
that was necessary.

“The way a game becomes a hit,”
Entringer says, “is through mass penetra-
tion. Take Radarscope. That was a good
solid game that could have been a hit if it
had gotten that penetration. But it
couldn’t. Now if that same game were
manufactured by Midway, I’'ve no doubt
Radarscope would have had a 50,000-piece
run.”

He claims that, with the proliferation of
video games and video game companies,
“no distributor—and I don’t care how big
he is—can represent every line and do
justice by it. It’s just impossible.”

As for Entringer, that suits him fine.
With a bona fide contender for top game of
the year (in Nintendo’s Donkey Kong),
and a whole host of hot games from such
companies as Venture Line (Looping) and
Pacific Novelty (Thief) on his showroom
floor—Entringer’s not complaining.

Perhaps emphasizing the importance
small distributorships such as AVA play in
their marketing program, Cinematronics
used the AVA open house as the occasion
to unveil a new video game— Naughty
Boy.

The significance? The game marks the
beginning of a commitment by Cinema-
tronics to produce more than one game at
the same time—just like the giants do.

BACK BY POPULAR DEMAND i

‘ “The Silver Selection” Part Il

S “«
l 0 © . Bars
{ Yoo FREE of
4 0\)“(' s'lllern

1 — 100 oz. bar FREE for every Arcade Purchase
(35 or more machines)
1 — 10 oz. bar FREE for everv 7 Machine Purchase

Interlogic Presents

1— 1oz bar FREE for every Single Machine Purchase
XUR ...... $2295
1 EXIDY MOUSETRAP U/R...... $2395
| STERN AMIDARU/R .......... $2395

TAITO QIX MINI
Special Value of the Month
CENTURI PHOENIX C/T

with 2 Custom Made Cocktail Chairs

|
}
§
i | CENTURI PHOENIX U/R
!
|
|
|

| T | -

plus
1 — 10 oz. “Silver Bar”

ALL FOR ONLY
5139

e O | "

ONLY 10 CENTURI PHOENIX C T LEFT IN STOCK

IST COME — IST SERVE

Birmingham, AL 35204
205/324-7526

§ 9506 W FARRAGUT AVE. » ROSEMONT. 11 60018

(312) 671-0305 ¢ TLX 270359 INTRLOGIC ROSM
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MOM defeats amusement tax proposal

A proposal to impose a four percent gross
receipts tax on amusement devices of all
kinds in Michigan has been defeated,
thanks to the efforts of the Music Opera-
tors of Michigan.

The proposed tax was part of a four-
week deliberation by the Michigan Legis-
lature in an attempt to bring the state out
of its deepest cash crisis in several decades,
reports a “special bulletin” from the
Michigan Tobacco and Candy Distribu-
tors and Vendors Association.

The tax proposal had been considered in
1980 and was stopped, but it was proposed
again at a midnight meeting of the House

Portland deci

“Bad asit is, it’s the best one around,” says
Bob Hasson of Portland’s Automatic
Cigarette Service about the amusement
games ordinance recently passed by the
city of Portland.

The tax is expected to assist the city
treasury with more than $225,000 in reve-
nues through permit fees for videos, pool
and foosball tables, and pinballs.

The ordinance requires each operator to
pay an initial annual fee of $500 for a busi-
ness permit within the city limits. Also,
game owners must pay $25 a year for each
game placed within the city. Location
owners must pay a $25 annual permit fee
for up to three games, $50 if they have up to
six games, $100 for up to nine games, $250
for ten to nineteen games on the premises,
and a $500 fee is required for any establish-
ment housing more than twenty amuse-
ment devices.

Previously, the city had wanted a $50 fee
to be applied to each video and pin game
placed by an operator within the city, but
the efforts of operators in Portland were
successful in getting the fees reduced and
spread out to cover operators, owners, and
lease locations equally. Hasson says that
the ordinance was, in effect, written by the
operators.

The effect of the ordinance has already
been felt by operators in Portland who
have reduced the number of games they
have on location, Hasson says. It has led to
an abundance of games in operators’
inventory and some real bargains on used
equipment.

“Anyone wanting to buy used games
really cheap can find them in Oregon,”
Hasson offers. “We’re selling them at
prices below what we still owe on them.”
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Taxation Committee on April 6, the
bulletin reports.

The defeat of the tax was followed by the
passage of one percent income tax increase
and a budget slashing move by Governor
William Milliken to eliminate $50 million
of expenditures.

“The timing of our opposition, the anti-
tax sentiment of the voters, and the four
weeks of deliberation by the Legislature all
combined to give MOM the opportunity it
needed to successfully oppose the tax,” the
bulletin reports.

MOM was well-organized to lead
the battle against the tax. April 13

Because of the increased fees in the city,
some operators have tried to place games
in other parts of Multnomah County. This
has led the county to consider adopting a
similar Ordinance.

brought an emergency strategy meeting of
operators in Lansing, where nearly a hun-
dred members and concerned non-members
showed up. The organization started its
drive to defeat the legislation by writing
legislators, lobbying by MOM officials
Walt Maner and Mike Spanolo, and con-
tinuous updating efforts to concerned
operators.

“Your association has been tested by the
threat of the proposed tax,” the bulletin
states, “and has succeeded in showing what
can be done by an industry acting together
—and acting in concert with other effected
organizations.”

des on amusement ordinance

“The county has asked us to show cause
why they shouldn’t adopt an ordinance
word for word like the city’s to affect all
games not located within the city,” Hasson
says.

O’Connor Distributing Company,

Dallas,
Company, Oklahoma City, Oklahoma, have been named “Distributors of the
Year” by The Valley Company for outstanding performance during 1981.
O’Connor Distributing was recognized as the No. | Valley distributor in terms of
total sales volume in 1981, while Culp Distributing was cited for the largest increase
in Valley purchases in 1981, as compared to 1980.
The award was a pool table/desk designed and manufactured by Valley.

Texas, and Culp Distributing

25



Games People Play Distributing had its spring showing of coin-operated
machines April 29 in Corpus Christi, Texas. Approximately 350 operators from
south Texas attended the show as well as manufacturers’ representatives from
Dynamo and Tornado Soccer. Service technicians set up a display showing the
latest test equipment and were on hand to answer questions from operators.

Namco initiates U.S. manufacturing
effort, joins ADMA

Namco-America, the stateside arm of the
Japanese firm that originated many of the
industry’s top games, including Pac-Man,
has begun production of its own games in
the United States.

Namco’s first game to roll off its Califor-
nia assembly line is Sweer Licks, an arcade
piece designed for the younger set featuring
eight Cake Monsters which pop up and
retreat back into a cake. To score points,
players must give the Cake Monsters a
bump on the head before they retreat. The
first game came out of the Namco-America
plant May 3.

“It has been a desire of Namco to begin
manufacturing in the United States for
four years,” says Joanne Anderson, mar-
keting manager for the firm.

The Japanese firm has a history of

participating in industry associations. In
addition to beginning production here, the
firm has joined the Amusement Device
Manufacturers Association. Its application
was recently approved for membership
along with a request from Data East, a Cal-
ifornia-based manufacturer. The announce-
ment of the firms’ memberships was made
May 14 by Paul Huebsch who hailed the
addition of the two firms to ADMA.

Masaya Nakamura, president of
Namco, started the Japan Amusement
Machine Manufacturers Association in
1980 and has been instrumental in getting
American and Japanese games people
together to solve mutual problems.

“ADMA is doing lots for the industry
and we want to be a part of that,”
Anderson says.

London Coin throws in the towel

After fourteen years as a leading distributor
in England, London Coin Machines closed
its doors to business April 30 and was
assumed by Entam Leisure Ltd.

London Coin will dispose of surplus
stock and fulfill outstanding orders, but all
subsequent business—including warranty
obligations—will be absorbed by Entam.
London Coin was part of a company group
known as Trusthouse Forte Leisure Ltd.
Entam will continue to purchase and
supply machines for the use of the
Trusthouse Forte group.

Jim Pryde, managing director of
London, said the industry’s trade had
been suffering badly of late in England.
been suffering badly of late in England.

“The bottom dropped out of the video
games market about twelve months ago,
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and we, like many other major distributors,
got caught with heavy stocks. But apart
from that, the whole trade is at a very low
ebb at the moment. The group, at the
highest level, carefully studied all of the
options open to them, but a decision had to
be reached and that decision was to cease
external trading as such,” Pryde said.

The managing director of London’s
strongest English competition, Nat
Solomon of Associated Leisure, said:
“This is a very sad day for the industry.
When a firm of London Coin’s standing
and history ceases to trade as a distributor,
it is a measure of the effects of the recession
and of the difficulties currently affecting
our industry. It would be a brave man who
would predict that the difficulties will end
quickly.”

——NEWS BEAT—

Britain's ATE settles
into permanent home

Olympia’s National Hall in London, the
home of the 1981 Amusement Trades
Exhibition, will permanently house the
annual British show, according to recent
published reports in the British trade.

There had been speculation that the hall
would not be available on even-numbered
years, but, after lengthy discussions with
Olympia’s administrators, the show’s
board confirmed the hall will be perma-
nent venue.

The 1982 show was held in Birmingham,
but the location was not judged a success
by the show’s organizers. Threats that they
would have to return to Birmingham every
other year encouraged the board toreach a
compromise with Olympia officials. In
even numbered years, the show will be
staged in the Grand Hall and will be held
toward the latter part of February.Odd-
numbered years will still find the show in
the National Hall but in mid or late
January.

DIRECTORY UPDATES

Southwest Vending Sales Co.
Dallas Office:

2455 Irving Boulevard

Dallas, TX 75207

Phone: 214/638-7002

General Manager: Tommie Chatten

Game-A-Tron Corp.
New toll-free number:
800/243-0200

Data East Inc.

Santa Clara, CA

General Manager: Bob Lloyd
Mkt. Director: Chuck Ryan
Chief Engineer: Lynn Watson

Leisure & Allied Industries

34 Palmerston Street

Perth, West Australia 6000

Managing Dir.: Malcolm D. Steinberg
(Note: Leisure & Allied have acquired the
assets of Goddard Novelty Co. of
Australia.)

Games People Play Dist. Co.
4156 S. Staples
Corpus Christi, TX 78411
Phone: 512/855-4811
President: Vic Lakatos
V.P.: Linda Lakatos
Sales: June Lopez
Service Dept.: Jack Corbett &
Bob Lawson
Representing: Game Plan, Centuri,
Game-A-Tron, Dynamo, American
Shuffleboard, Nichubutsu, and Amstar
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Runnhing Ahead of
the Rest...

Contact your local distributor or...

CINEMATRONICS, Inc.
1841 Friendship Drive

El Cajon, CA 92020

(714) 562-7000 - (800) 854-2666



GAME PLAY

Enthusiastic players help Jack in his perilous journey Colorful Jack the Giantkiller decal available for your promotions.
up the beanstalk to refrieve treasures and rescue the Contact yourlocal distributor or Cinematronics for details.
Princess from the Giant’s castle. The adventures up
and down the beanstalk hold many different obsta-
cles that add to the game’s challenges. The dangers
of climbing through the treacherous stalk are magni-
fied by the various creatures that will attack Jack to
keep him from reaching the top. The rewards for com-
pleting each phase of the climb include both scoring
opportunities and special animated cartoons that an-
nounce a player's successes.

The exciting action is enhanced by the continuous in-
froduction of new elements to the game play. Twelve
different levels of difficulty are included to challenge
the player and maintain interest foreven more repeated
attempts to rescue the Princess in Jack the Giantkiller.

There are five different scenes of action that Jack en-
counters in his journey to refrieve the freasures. Each
scene offers a different play action for optimum variety:

Scene 1—JACK CLIMBS THE BEANSTALK from his cottage
through the thick maze of leaves. Gathering beans as
he carefully climbs the stalk gives Jack points and
ammunition to use
against enemies.
In this scene Jack
can be aftacked by a woodpecker, caterpillars, a moth or a flying bee depending on
the difficulty level. Using the beans to protect himself from attackers will also add to the
score and help Jack reach the clouds.

Scene 2—JACK ENTERS THE CLOUDS and carefully makes his way to the castle without
falling. Lions and attacking birds cause additional barriers to be avoided by jumping
over them or throwing beans atthem. Jack must cross the lowered drawbridge to enter
the castle.

Scene 3—JACK CLIMBS THE CASTLE STAIRWAY leading to the Giant'sroom. There are
missing stones and steps falling that Jack must avoid as he runs and leaps up the stairs.
A cat and mouse running on the stairway create another obstacle to overcome as he
approaches the Giant’s room.

Scene 4—JACK ENTERS THE GIANT'S ROOM and must climb up platforms and stairs to
reach the top of the table where the freasures
are seen next to the sleeping Giant. Flying
magic lamps fry to keep Jack from reaching
his goal. As an extra bonus scoring feature in
this scene, Jack can catch falling golden eggs
from the Goose in his hat. The Singing Harp, a
Bag of Gold, The Goose that Lays Golden Eggs
and the Princess are all waiting to be refrieved.
After getting the item that is flashing, Jack must
safely return home.

Scene 5—JACK CLIMBS DOWN THE BEANSTALK
with each freasure he retrieves. While climbing
down, the Giant tosses rocks at Jack to chal-
lenge his descent. With quick responses he
canreach the coftage safely and be ready to
start again to get the next item. Afterrescuing
the Princess, Jack chops down the beanstalk;
Jack then begins his adventures again at an
even higher difficulty level.

LIVEMATRONNSS

/NCORPORATYN
© COPYRIGHT 1982




Gather the riches
with Jack’s adventure
up the beanstalk........

CINEMATRONICS, Inc. v 1841 Friendship Drive El Cajon CA 92020
(714) 562-7000 - (800)854-2666



Jack climbs the beanstalk

Jdack Rescues the Princess

Jack makes his way to the
Biant’s table

dack climbs the castle stairway

Jack the Giantkiller is filled with
new surprises that keep on
challenging players.

Twelve different combina-
tions of difficulty factors

are marked by the number
and types of adversaries as the
game progresses. Many high
scoring opportunities such as
extra points are awarded for
each completed scene, bonus
rewards for scoring accomplish-
ments and the exira visual
recognition for successes
encourage highreplay levels
on Jack the Giantkiller.

LIVEMATRONNS

/NCORPORATYLD

CINEMATRONICS,Inc. + 1841 Friendship Drive -« El Cajon CA 92020
(714) 562-7000 - (800) 854-2666



PLAY FEATURES

Jack the Giantkiller is designed to
maximize operator flexibility with
minimal need for maintenance.
The game features Cinematronics’
high quality engineering and du-
rability for higher play activity. It is
built to include the best features for
ease of operation and selectable
options:
* Four different coinage
seftings.
* Three of five "Jacks” per
game.
* Two alternative bonus settings.
* One ortwo "beans” picked at
atime.
* Two difficulty level options for
the start of the game.
* Free play switch fordemon-
stration or special promotions.
* Complete hardware diagnos-
tics check switch.
* Choice of a sleek cocktail ta-
ble design or upright cabinet
style.

RDEFIFIRRTINAIC
roulr i 'th

Jack the Giantkiller features
Cinematronics’ superior
engineering and workmanship. It
is designed for maximum quality
and durability in operation. A high
quality 19" color monitor is used
giving excellent color, resolution
and trouble-free operation. Built-in
hardware maintenance checks
together with the backing of a well
qualified Customer Service staff
will provide technical assistance
in the field. A toll-free service
number is available for all
Cinematronics customers—

(800) 854-2666.

LZIVEMATRONNS
/NCORPORAYTLN
1841 Friendship Drive
El Cajon CA 92020
(714) 562-7000 - (800) 854-2666

Dimensions:
Unboxed:
Boxed:
Weight:

Upright Cabinet
H70v." D 30" W 262"
H75%"D 33" W 29"
280 Ibs.

Cocktail Table
H27%" D 36%" W 252"
H 33%" D 382" W 28"
230 Ibs.

OPERATOR FEATORES

* Colorful cartoon animation on
completion of each level of-
fers extra rewards for player
accomplishments.

* Bonus points are awarded for
successful completion of
each of the five scenes.

* Twelve different difficulty lev-
els provide continuing new
challenges for more skilled
players.

* One exira "Jack” is awarded
at10,000 points and can be
set foreach 10,000 points
scored.

* New adversaries appearing
keep the game action mov-
ing at a fast pace to keep in-
terest levels high.

'RUOMU

Jack the Giantkiller has a built-
in promotion incentive to play
....Rescue the Princess. Special
promotions can be used to en-
courage higher play activity by
rewarding players whoreach
this goal. Feature photos of
players who Rescue the Princess
in the game location. Give spe-
cial prizes to the first ten players
to meet the ultimate goal of the
game and otherrecognition for
those who reach the different
plateaus in the game.

A colorful decal is available
and can be used for display in
a window, by the change sta-
tion in a game center or other
place to suggest play of Jack
the Giantkiller. These decals can
be obtained by writing directly
to Cinematronics Marketing De-
partment. They can be used in
various ways for promotion and
to advertise the exciting Jack
the Giantkiller game.



NEWS BEAT

Pizza Time on a roll

New pizza and games restaurants are
opening at an impressive rate nationwide.
Some are one-store-only operations,
others are attempting to franchise outlets
almost after their first opening. But all
restaurants will have to go a long way to
catch up with the concept’s innovator,
Pizza Time Theatres.

While releasing its revenue figures for
the first quarter of 1982—figures which
show a take of more than $17 million for its

100 centers—the company was also
announcing the establishment of a games
manufacturing division.

The Hollister, California site will
produce cabinets, play structures, and
other equipment used in its theaters.
Additionally, Chuck E. Cheese’s manufac-
turing arm will begin designing and pro-
ducing non-video coin-operated games
and a new line of educational games for
children aged three to ten.

PlayCable aims at nation’s homes

PlayCable, a joint venture of Mattel
Electronics and General Instruments
Corporation, is aiming to make home
video games available to the nation with-
out the purchase of video cassettes.

Marketing Director Jo Anne Chase told
Play Meter that PlayCable has contacts
with cable companies throughout the
United States and expects to be in opera-
tion in some sites from coast to coast by the
end of this year.

The PlayCable system offers fifteen
Mattel Intellivision games each month to
subscribers of the participating cable

system. The subscriber must have the
hardware to play the games, but the main
attraction of the system is the elimination
of video cassettes. Sources indicate that the
games can be played on Mattel’s Intelli-
vision Master Component or on the Sears
Super Video Arcade. Each month, Play-
Cable changes out three or four of the
Intellivision games, Chase says.
PlayCable is available in New York,
New Jersey, and Connecticut. Chase says
immediate plans include a system in North
Carolina. Contracts in parts of California
and Florida have also been signed and
these systems are waiting installation.

G.D.I. switches parents

G.D.I. Inc. of Chicago has been taken over
by Destron Inc., an Illinois firm which is
publicly marketed under the symbol
PLAY. Destron, the manufacturer of
Astrology, Biorhythm, and other coin-
operated machines, now moves into the
video game and slot machine field with its
new acquisition.

G.D.1., previously owned by Xcor Inter-
national, was sold at a reported $1.5
million.

Bruce Mullins moves over from Destron
to direct G.D.I. Mullins’ history in the
coin-op amusement industry includes
several years with Seeburg. Bob Breither
remains as G.D.I. marketing director.

Breither told Play Meter that G.D.I. will
continue to produce the cocktail version of
Thief, but Destron’s plans are to move the
company into a broader occupation with
video games by pursuing licensing agree-
ments and developing its own pieces.

Rock-0Ola eyeing video success

Rock-Ola Manufacturing’s Donald
Rockola has agreed with Techstar of
Miami, Florida, to market Techstar’s
video game Eyes. The agreement was con-
cluded at a meeting in Chicago with Tech-
star’s president Bill Olliges. Olliges also
heads up the Association of Independent
Manufacturers, organization for small
manufacturers.

“Eyes is a sophisticated, highly respon-
sive strategy game, and we are pleased to
acquire Eyes for the coin market,” states
Rockola. The game utilizes “hunter eyes,”
which challenge the player’s defensive and
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strategic playing abilities.

“Eyes is an entirely new concept which
will give Rock-Ola distributors an excellent
game geared to those skills players have
already developed on other current popu-
lar video games,” Rockola states.

Rock-Ola, best known for its jukeboxes,
has been manufacturing video games for
the past year. “We are confident that Eyes
will place Rock-Ola in the forefront as a
quality video game manufacturer,”
Rockola states.

Eyes will be available in both upright
and cocktail table models.

Immediate
Delivery
on

Nintendo/Donkey Kong
Venture Line/Looping
Gremlin/Turbo (cpt)

Gremlin/Zaxxon

Midway/Ms. Pac-Man

And Other Top Games

From

CENTRAL

the prompt
delivery people

Representing all major

manufacturers
We have the best recon-
ditioned games in the
country—no brag, just
fact.

CENTRAL

DISTRIBUTING CO.

.« 3814 Farnam St.
Omaha, Nebraska 68131

402/592-5300

“Our prompt delivery
really sets us apart.”
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BECAUSE THINGS ARE NOT ALWAYS AS THEY APPEAR...

ATOR’S INVESTMENT
2:§fvs|s (MONTH= S DAVS= 7 ,
--...'III'.....-...II- Ssesesae
MACHINE NAME
LOCATION
MACHINE #/TYPE

OPERATOR’S INVESTMENT
ANAL VSIS C(MONTH= S DAY= 7 )
.-.l'IIl.Ill........'...'.......
MACHINE NAME PAC-MAN
LOCATION

MACHINE #/TYPE

PAC-MAN
R

GROSS REVENUE .

LOCATION COST LOCATION COST

ADMIN COST . ADMIN. COST

NET PROFIT s : NET PROFIT

BOOK - VAL UE : BOOK-VAL UE

ANNUAL RO1 s ANNUAL RO1 A

ENTER (1=TOTALS ONLY)>? ENTER (1=TOTALS ONLY)?
e

GROSS REVENUE .

YOU NEED THE OPERATOR'S INVESTMENT
ANALYSIS COMPUTER PROGRAM!

Two Pac-Man machines with the same Revenues butthingsare notas they appear. The machines
are very different when you look at the Profits generated and the (ROI) Return on Investment.
Since Revenues do not tell the whole story you need the Operator's Investment Analysis
Computer Program. .

NOW YOU'LL KNOW. . .

e Which Locations Are e Which Machines Are
Producing Profits Losing You Money

e Know The Profit Of Every e Which Machine You Need
Machine At Every Location To Buy More Of

e When To Pull Out Of A e When To Rotate Machines
Location e When To Dispose Of Low

e Which Machines Have A Profit Producing Machines
High Return On e Which Machines Have a Low

Investment Return On Investment

THE OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM is the most advanced
management tool available to the amusement operator today. Not an accounting system the
OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM will aid in management
decisions regarding equipment. The program will work for arcade operators as well as route
operators

pThe OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM is designed for the
TRS-80 series of Radio Shack computers. The OIA Computer Program comes complete with
instructional books and cassette tapes plus consultation by the trained professionals at
INNOVATIVE MANAGEMENT CONSULTANTS

You can own the Computer and the OPERATOR'S INVESTMENT ANALYSIS COMPUTER
PROGRAM all for less than the cost of a video game. Send the coupon below for a complete
detailed brochure of the OPERATOR'S INVESTMENT ANALYSIS COMPUTER PROGRAM or
call collect 501/521-0868

Please send me more information on the OPERATOR'S INVESTMENT COMPUTER PROGRAM

Name
Company
Street
City State Zip

INNOVATIVE MANAGEMENT CONSULTANTS

2040 Lisa Lane, Fayetteville, AK 72701

Dynamo Announces

P o (e} L 1 A 8 L E

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

——NEWS BEAT —

Exidy offers
Mousetrap enhancement

Exidy is marketing an enhancement kit to
help prolong the life of its Mousetrap. The
Sunnyvale, California, company has made
the kits available to operators through its
distributors.

Additionally, the company has expanded
research efforts by appointing Arlen
Grainger as market analyst. Grainger will
assist the company in new product devel-
opment by keeping a running analysis of
the video market.

Grainger is not new to the Exidy opera-
tion. He has been with the company for
eight years working in the engineering and
customer service departments. He is
credited with the creation of Targ, a
successful piece for the company in 1980.

The firm also announced the inception
of a newsletter to distributors and opera-
tors detailing the company’s latest product
developments. The “Exidy Express” is
available to anyone who requests being
placed on the mailing list.

CALENDAR

June 26—27
Empire Distributing Follies ’82,
Fuerst Auditorium, Novi, Michigan

July 16—17
Montana Coin Machine Operators
Association convention, Outlaw
Inn, Kalispell, Montana

September 10—12
Joint North and South Carolina
Associations meeting, Radisson
Plaza Hotel, Charlotte

September 24—25
West Virginia Music & Vending
Association convention, Ramada
Inn, South Charleston, West
Virginia

October 7—10
NAMA convention and exhibit,
The Rivergate, New Orleans

October 14—17
ENADA (exhibition of coin-op
amusement machines), Congress
Building (EUR), Rome, Italy

October 15—16
Amusement and Music Operators
of Virginia, annual convention and
trade show, John Marshall Hotel,
Richmond

November 18—20
AMOA Exposition, Hyatt Regency
Downtown, Chicago

November 18—20
IAAPA annual convention (Parks
Show), Bartle Hall, Kansas City
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Broker is bullish
on Bally

While there is widespread concern among
institutional investors that the video game
business is facing slowed growth and
sharply rising competition, at least one
major brokerage firm believes that Bally
Manufacturing is still a good investment.

Miami news columnish Dan Dorfman
cites the brokerage firm of Ladenburg,
Thalmann & Company which is pitching
Bally to some one hundred institutional
investment companies here and abroad.

Though the firm’s report is partially
based on expectations that gambling will
be legalized in Pennsylvania, New York,
Michigan, and Louisiana, thus providing a
tremendous boost to Bally’s gaming equip-
ment division, the feeling is also positive on
Bally’s potential to sell plenty of video
games in 1982 and beyond.

Bally President Robert Mullane told
Dorfman that all Bally divisions, excluding
slot machines, are beating last year’s
revenue figures. Included in the Bally
ballpark is the recently acquired (January
1982) Six Flags amusement parks and
more than 350 Aladdin’s Castle family
amusement arcades which, according to
Ron Koenig of Ladenburg, Thalmann,
“give the company almost a motherhood
image.”

Bally’s chief investment enticement, the
article says, is its “booming” video game
business (40 percent of its '81 sales and
more than 40 percent of its profits).
Though there are fears that Bally may not
match its ‘81 figures, so dramatic because
of the sale of 96,000 Pac- Man games, com-
pany executives predict that Ms. Pac-Man
will fill the void with almost as many sales
as her predecessor.
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A new 60-by-23-foot island booth provided more-than-ample opportunity for
operators and distributors to play Sega/Gremlin’s new line of video games at the
recent Chicago AOE show.

Kaufman resigns from Stern

Stephen Kaufman, president of Stern
Electronics’ coin-operated amusement
games division has resigned.

“Stephen has been a valued member of
our company since the time it was formed,”
says Gary Stern, president of the firm. “We
wish him well in his future endeavors.”
Stern and Lawrence Siegel, president of
Stern Electronics’ Seeburg phonograph
division, will assume Kaufman’s corporate
responsibilities.

Meanwhile, Bob Lentz was named sales
manager for the Chicago firm. Lentz
comes to Stern from Xcor International
where he served for more than eight years,
working closely with distributors and

operators on a national basis. In his new
position, he will be responsible for the
administration of sales activities for the
Stern game line as well as Seeburg phono-
graphs.

Stern also appointed Ed Zylka, an
industry veteran, to their newly expanded
field service department. Zylka comes to
Stern from Liaros Vending, where he
worked as a service technician. He will
assist in the administration of the com-
pany’s toll-free service hotline.

In other Stern moves, the company
expanded its distributor network by
adding Northwest Sales Company of
Seattle, Washington.

-

MANY OTHER VIDEOSHIRTS

r_lntroducing Our Latest Videoshirta

® All shirts are printed on 50/50
Quality T-shirts.

® All shirts have 5-color silkscreen design.

® One dozen minimum per style

® Sizes:
Boys: 10-12; 14-16
Adults: S-M-L-XL

THE WIZ KI DS 161 Everest Drive, North Huntingdon, PA 15642

“PRINTERS OF THE OFFICIAL VIDEOSHIRT"

412/751-3020
IN STOCK

800/245-6178
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NEWS BEAT

Paul Jacobs finds new home

Paul C. Jacobs, former president and chief
operating officer of Universal U.S.A. Inc.,
has found a new home with Thomas Auto-
matics, Inc. as vice president-marketing
and a full partner in the firm.

Jacobs, a nineteen-year veteran of the
industry, previously held executive posi-
tions with Chicago Dynamic Industries,
Vectorbeam Inc., and Exidy Inc. Prior to
his experience in the manufacturing busi-
ness, he owned and operated his own distri-
buting business in Milwaukee, Wisconsin.

Thomas Automatics Inc., completing
its first year as a manufacturer of coin-
operated video games, is principally mar-
keting a line of counter-top and cocktail-
table games. Recently the company moved
into a new 37,500-square-foot facility in
the heart of Silicon Vally (Santa Clara,
California).

Jacobs’s partners in Thomas Automatics
are Thomas Tol, Kyle Field, and Michael
Germono. Tol, founder and president,
originally was in the video game business in
in his native Holland for about six years.
After coming to the United States, he
worked for a Midwestern coin-machine

firm for two years, then moved to Caiifor-
nia to start his own company, Thomas
Automatics.

Fields, vice president-engineering, was
Tol’s original partner in Thomas Auto-
matics and provided the design expertise
for its initial product. He is completing a
new hardware system which is reported to
have extensive software capability. An orig-
inal game is being developed on this system
for introduction to the trade at this year’s
AMOA show in November, said Jacobs.

Germono, vice president-manufacturing,
started in the video business as general
manager of Project Support Engineering
of Sunnyvale, California. After leaving
PSE, he co-founded Diversified Wood
Products, a supplier of cabinets to the
game industry. After selling his interest in
DWP, he formed Timberline, a new
cabinet company which has been merged
into Thomas Automatics.

“All of us at Thomas Automatics are
enthused about the future of the video
game business and the role we intend to
play in it. We, indeed, intend to be a factor
in the marketplace,” Jacobs stated.

Mike Massey, Valley trick-shot artist and magician, casts his spell as he draws a
bead on the 8-ball at the IMA (International Amusement and Vending Trade
Fair), in Frankfurt, West Germany. Watching closely are Charles P. Milhem (left),
Vally Company president, and Dr. Gunther Fleuchaus, a Valley distributor in
Dusseldorf, West Germany. Valley found that recent television exposure has
dramatically increased European interest in pool.
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Arnold A. Kaminkow

Kaminkow to preside
over Centuri

Arnold A. Kaminkow, former president
and chief executive officer of Bally North-
east Distributing has been named presi-
dent of Centuri, Inc.

“We are extremely pleased to have a
man of Arnold Kaminkow’s caliber
heading up our management team at
Centuri,” said Milton Koffman, chairman
and chief executive officer of Centuri.
“We're certain his extensive experience
and vast knowledge of the industry will be
a tremendous asset to the company.”

Prior to joining Centuri, Kaminkow
spent seven years as executive vice presi-
dent, president, and CEO of Bally North-
east Distributing Inc. During his tenure
with the Massachusetts-based firm, sales
jumped from $2 million in 1974 to $50
million in 1981.

Georgia operators meet

The Georgia Amusement & Music Opera-
tors Association (GAMOA) recently held
its first annual meeting at the Greater
Southern Amusement distributorship in
Atlanta, Georgia. Approximately fifty
operators attended the meeting.

GAMOA elected officers, conducted
general business, and discussed the local
impact of zoning regulations, sales taxes,
and licensing. They also discussed ways to
counter negative publicity that might be
unfairly directed toward operators and
ways to improve the image of local game
rooms.

Newly elected officers are: Roy Echols,
treasurer; Barbara Broyles, secretary; Don
Hankinson, president; and Bob Plato, vice
president. Les Schneider has been retained
as the association’s attorney.
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FOR ALL MAKES OF GAMES,
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PRIZE REDEMPTION & TRADE CHECKS

CASINO SLOT & GAMING COINS

Phone or write for catalog & samples

VAN BROOK OF LEXINGTON, INC.
P.0.BOX 5044, LEXINGTON, KY. 40555

606/231-7100

BELAM

WAREHOUSE CLEARANCE

1 Delaware Drive
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Counterforce . . .............

R. H. BELAM CO., INC. CALL

VERY SPECIAL LOw LOW PRICES
ALL BRAND NEW MACHINES

PINBALLS

........... $1500 JEMNBEBOM .« -2 s x5 rssa s naxn s us Eu 2w
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........... 1100 TimeWarp . . ... ... e
........... 1000 TrZone . . . . ..
........... 1000 Orbitor . . .................
............ $750 Iron-Maiden . . . .. ....................
............ 750 Devil'sDare . . .. ........c.uuuiuuunnnnn
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WRITE

Lake Success, NY 11042

Toll Free (800) 645-6573

BELAM FLORIDA CORP.

1541 NW 165th St.
Miami, FL 33169
Tel: 305/621-1415
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Gremlin adds convenience
phones and NY distrib

Telephone calls may now be dialed directly
to conduct business with Sega/Gremlin
personnel at the company’s new head-
quarters and manufacturing facility in
Rancho Bernardo, California.

New Direct Dial numbers include:
Customer Service: 714/485-444]
Sales Dept.: 714/485-4420,4421, 4422

Toll Free numbers are:

Technical Service: 800/854-1938
Parts Dept.: 800/854-1900
Information number is 714/485-0910.
Belam Co. of Lake Success, New York is
now distributing Sega/Gremlin video
amusement game products throughout the
greater New York area. Belam has long
been a distributor for Sega/Gremlin
through its Miami, Florida distribution
operation.

“We are pleased to announce the addi-
tion of Belam in New York as a new distrib-
utor,” said Duane Blough, president of
Gremlin Industries, Inc. “The appointment
reflects the excellent job they have done for
us throughout the years in Florida.”

Belam in New York, as in Florida, now
carries the complete line of Sega/Gremlin
products.

“The addition of Sega/Gremlin pro-
ducts to our New York office comes at a
perfect time,” said Marc Haim, president
of Belam. “It coincides with extremely high
operator demand for Turbo and Zaxxon
products.

Belam in New York is fully stocked with
Sega/Gremlin game parts and its staff of
service professionals is fully trained in
operation and repair of the product line.

Gorman to Game Plan

Hugh Gorman has been appointed director
of marketing for Game Plan Inc., an
Addison, Illinois, based firm.

Wendell McAdams, vice president and
chief operating officer, said: “We are
pleased to add Hugh to our staff, and we
are confident that his twenty years experi-
ence in the industry will contribute
appreciably to Game Plan’s growth.”

Regarding future plans for Game Plan,

Gorman noted that “many exciting new
products and programs are under develop-
ment at Game Plan. It is our corporate
intent to provide the industry with the
optimum in profit producing equipment.
In addition, our equipment will be mar-
keted through the finest network of distri-
butors available to the trade so that
operators and distributors’ acceptance of
Game Plan products is insured.”

The Gold Mines served as exclusive locations for “ The Century's First Sensational
Centipede Conquest,” an 38,000 tournament held in late March in Atlanta. The
promotion was staged in the company’s five game rooms in Atlanta malls. The
Gold Mines are owned by Dallas-based Nickels and Dimes, Inc. Here, Jim
D'Englere presents keys to a new Centipede 10 tournament winner Stephen Jones.
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Egging named

Keith J. Egging has been promoted to vice
president of project development for Taito
America Corporation.

A 29 year veteran of the coin industry,
Egging has been creative development
manager at Taito America for the past four
years.

His expanded responsibilities include
new product conception and development,
product diversification, and supervising
special projects. He will report directly to
President Jack Mittel.

“In the coin industry,” Mittle said, “a
company’s fortunes are decided by a hand-
ful of dedicated and versatile people
working under pressure. Our record of
success is proof that Keith is a pressure
player. His promotion is proof that he has
thrived in this atmosphere.”

Bally names

Donald B. Romans has been elected an
executive vice president and chief financial
officer of Bally Manufacturing.

Romans was recently associated with
Sunbeam Corporation as an executive vice
president and its chief financial officer
since September 28, 1981. Sunbeam was
recently acquired by Allegheny Inter-
national.

Previously, Romans had been associ-
ated with Trans Union Corporation of
Chicago since 1962 and was executive vice
president and chief financial officer and
president of Trans Union’s leasing sub-
sidiary, Trans Union Leasing Corporation.
Trans Union Corporation was acquired on
February 10, 1981, by the Marmon Group.

According to Bally President Robert
Mullane, “Mr. Romans brings to Bally an
excellent background of financial expertise
and senior management experience. With
Romans, Bally will be further enhancing
its senior management depth and flexi-
bility which are so important to a corpora-
tion of Bally’s size and broad operating
scope.”
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Aladdin’s

Aladdin’s Castle, the arcade chain that is a
subsidiary of Bally Manufacturing, has
made three executive appointments.

John Menzer has been appointed
director of finance, Phillip Faris has been
named director of human resources, and
Ron Malinowski has been selected as asso-
ciated director of equipment and logistics.

Menzer will direct both the financial and
accounting groups and will be responsible
for long-range financial planning and the
continued development of strong financial
controls required for the division’s expan-
sion program.

He will participate in the evolvement of
the Bally’s operations group. This group
encompasses Bally’s Aladdin’s Castle Inc.
Bally’s Tom Foolery, Bally’s LeMans
Family Fun Centers, a service division
providing amusement game management
to Six Flags theme parks and amusement
centers, and various foreign amusement
game operations.

Faris will provide staff and line assis-
tance to the managers of Bally’s Aladdin’s
Castle Inc. to enable them to meet the
expansion goal of the national scope
amusement business.

NEWS BEAT

Castle promotes three

Announced growth objectives indicate
the potential doubling of numbers of
employees (from 1,200 to 2,500) in the
future.

Faris will also participate in the evolve-
ment of the Bally’s operations group.

Malinowski will assist the director

TS table still alive

In the wake of the world championships
fiasco in Chicago this year, some distrib-
utors and operators have assumed that
the demise of Lee Peppard meant the sub-
sequent demise of the Tournament Soccer
tables he represented.

“He marketed the games for us, but we
manufactured them and continue to do
s0,” said Donald Spetkar of Sutra Cor-
poration.

“We have been getting many calls from
operators asking where to purchase our
games,” he said. “We have been telling
them to contact our distributors.”

Bascially, the network of distributors is

equipment and logistics in the daily
operations of this department.

Also, he has been delegated to directing
the management and administrative
personnel concerned with traffic, equip-
ment sale, purchasing, property ledgers,
and related clerical functions.

and playing well

the same as before for the Tournament
Soccer products. “We have even added a
few lately,” informed Spetkar.

Spetkar said that operators will want
the table which became the industry
standard, and even though the bad pub-
licity from the tournament hurt Sutra
initially, sales have rebounded and are at a
brisk pace again.

“To tell you the truth,” Spetkar com-
mented, “I've been swamped with calls. The
tables play so well that demand continues
to rise. Others are trying to imitate our
table, but we have the industry standard.”

TheVideo Qutpost advantage:

Put any two
video games

ANYWHERE!

How many profitable locations have you passed up because of security risks?
How many outdoor locations could be producing profits for you right now?
The all-steel, weather-repellant, vandal-resistant design of The Video Outpost
makes nearly all locations possible. Count your potential new locations

tonight. Call us tomorrow.

The Video Outpost produces and protects profits with:
» One-man game installation and service.
» Complete security for coins

« Easy assembly « Easy mobility
« Steel inserts for total nighttime lock-up

* Dupont “S.A.R”" viewshield for game security
« Vinyl exterior appliques over 2 coats baked-on urethane over nickle-plated steel.

TOTALLY IMPERVIOUS TO ALL WEATHER AND TEMPERATURES.

For more information or the name of the distributor nearest you, call collect

ALLWEATHER AMUSEMENTS

Building 131, Avenue B, Westhampton Beach, NY 11978 516-288-5252

Patent Pending

TM-Registered Trademark
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North Jersey operators unite

Perhaps more than in any other state, New
Jersey operators have been besieged by
adverse local legislation. Such a deluge of
ordinance writing has caused them to
spend as much time politicking as they
spend working. But now, just as in many
other parts of the country, operators are
banding together forming new local asso-
ciations to deal with the problems en masse.

The North Jersey Amusement and
Music Operators Association is just eight
months old. It was formed to help defray
legal costs in challenging unfair local
ordinances.

Jamgs Cuccio, the association’s chief
and also the owner of Chess Amusements
in Lodi, recognizes that individual opera-
tors have trouble fighting the prohibitive
ordinances because court costs are over-
whelming. He wants standard regulations
established statewide and said that
NJAMOA will pursue that effort in New
Jersey courtrooms.

The operators are grappling with age
restrictions, the number of machines
allowed in any one establishment, the
hours during which the games may be
played, and the distance games must be

located from schools, churches, and each
other.

Recently, New Jersey operators won a
significant court decision when a Superior
Court judge overturned a Garwood city
ordinance that prohibited play by people
under eighteen. That decision is expected
to pave the way for other favorable rulings
in New Jersey. In fact, several counties
throughout the state have requested copies
of that decision so they can examine any
impact it could have on their current
statutes.

In fact, Cuccio claimed, age restrictions
are on the way to elimination in his state,
and if they are a thing of the past in New
Jersey, could the rest of the world be far
behind?

The North Jersey association’s main
drive has been to reduce prohibitive
licensing costs.

“Why should we be set apart, arbitrarily,
from other businesses?” asked Cuccio
whose expertise in dealing with town
councils was finely tuned during six years
as Lodi’s councilman and two years as its
mayor.

The association is suing the New Jersey
towns of Garfield and Union City where

excessive licensing costs have made doing

business at least improbable, if not
impossible.
“We would like to see a statewide

licensing fee of $25 per game. We think
that would be fair,” Cuccio said.

What isn’t fair, said Cuccio, is for town-
ships to burden one industry for their
increased needs. If a city needs an addi-
tional one or two percent revenue, let it
spread the burden evenly.

The North Jersey association will merge
with the state association to help coordi-
nate their statewide objectives. But even
before that merger, Cuccio and his opera-
tors have already found that organizing
helps; it is even a necessity.

“We knew we wouldn’t be able to survive
at the rate they (licensing fees) are going.
Now, by organizing, we have found that we
will get concessions,” he said.

Cuccio said he always has at least twenty
operators at a meeting, and the time and
money spent by operators to get things
done is not as burdensome as one might
assume.

“Organizing costs the average operator
about $100 to $500 a year, and we meet
abeut once every five weeks,” Cuccio said.

AMES

PEOPLE PLAY

. Ofe1ce

o

AVAILABLE

512/855-4811

DISTRIBUTING CO.
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As the Player begins his flight into
Adventure-Land, his airplane is quickly
surrounded by hot air balloons.
WATCH OUT! These seemingly
innocent colorful objects mean
destruction.

A7 naR*B2BRe

Immediately the Players flying skills
are tested.The hot air balloons
challenge and engage the Player in a
fierce dogfight.The lﬂa er must loop
his plane to avoid and destroy the
swirling balloons.

CHANGE-A.GAME.

copyright VENTURE ZINEIINL'- 1982

As the Player continues his journey
3731 E. LaSalle Phoenix, AZ 85040 into Adventure -Land he encounters
tel 1-800-528-1442, 602/243-6289 the Maze Tunnel. Now the Player must
telex 667-499 guide and loop his airplane through
the labyrinth with precision movements.

looping is manufactured under license from Video Games GMbH
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Profit is spelled CVS!
It’s a fact-—

Game saturation has created a
more fickle player and made short
site-life the rule ratherthan 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 heart of CVSisa5)," x 8" x1"
program module that plugs into
the universal printed circuit
board.

" THE COMPACT
cvs

GAME MODULE

SIMPLE iod

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

EFFECTS

Ultra modern electronics allow
awide 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

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
order is placed.

PRICE

The revolutionary CVS system
makes previously-unheard- of

low costs areality. With or without
trade-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
2 NEW LOOK.

g

Ny e 7.

1SMOS S

potential of—tape. DISTRIBUTORSHIPS
AVAILABLE IN
XARI ETY SELECTED
Ow you can present fresh, AREAS.

new games with the same

ease with which customers
change theirgame 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.

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

Tempe, Arizona 85284
(602)968-7257 TELEX 165819
800-528-1409

12004 N.E. 95th Street
Vancouver, Washington 98662
800-426-4790 TELEX 152031
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As they leave the land of the rich and plenty, some video game operators see
‘ bankruptcy on the horizon.




Video Industry
Directions

The place is southern California. Itis
springtime 1982. The general
feeling among video game opera-
tors is “pessimistic.” Wait a minute! Isn’t
this the video game business? The land of
rich and plenty?

What happened to the fabulous claims
being made by nearly everyone at that time
in 1979, 1980, and 1981?

It seems as though, for many game oper-
ators, the tide had turned. Bankruptcy is
becoming a not uncommon term to this
industry in southern California.

Let’s go back to the beginning of the
revolution in the game industry to under-
stand how this instability developed.
About three years ago, a video game by the
name of Space Invaders was introduced by
Midway. “An interesting game,” most of
us said, “but maybe a little too strange for
aninvestment of $1,700.” The attitude was,
“let’s wait and see.” The profits from Space
Invaders proved it was indeed a bargain, a
better investment than any game produced
before it. When the industry realized how it
had caught on, orders poured in, and
demand far outweighed supply. Space
Invaders went on to be the highest selling
video game yet produced.

So for many of us, the summer of 1979
was a very good one, mainly due to instal-
ling Space Invaders in our better locations.
Then came in the fall of 1979 another
game equally as different as /nvader, intro-
duced this time by Atari. The attitude was
once again, “wait and see.” The price
started at $2,300 (selling later in the run for
much more), and this was a pretty out-
rageous sum of money to pay for such a
funny looking game. The game was
Asteroids, and its fabulous success sur-
prised all of us (including Atari). Asteroids
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By Mike Mendelsohn

took over from Space Invaders as the
hottest game around. The demand was
extraordinary and propelled Atari into the
leadership of the video game industry.
Soon afterward, Galaxian came out by
Midway; it did not enjoy the tremendous
success of Asteroids, but it too was a hit
game in its own right.

By the spring of 1980, it was quite
apparent that Asteroids and Galaxian
were the games to have in most of your
locations. The summer of 1980 was the
best ever for operators as revenues from
these games were fabulous with
Invaders still hanging in there (although
somewhat less than the previous year).

Most of us went into the fall of 1980
flying high! Revenues were high for those
who purchased right (and that was easy to
do at this time in the industry). Soon
Asteroids and Galaxian collections were
beginning to soften a little, but no one was
complaining yet. In fact, we were hungry
for more! The fall of 1980 offered us some
new choices for the next generation of hits.

The choice was now getting more diffi-
cult, as many new and established manu-
facturers wanted a piece of the pie. Dozens
of new games were being introduced. The
favorite choices were Battlezone, Star
Castle, Berzerk, and Pac-Man.

Battlezone was the hit of the fall pre-
view; it was challenging and exciting with
three-dimensioned effects and a working
radar system. The price ($3,000) was a bit
higher than the other games available, and
this slowed down, somewhat, the number
of Battlezones sold.

Star Castle was another “shoot’em up”
space game, following in the tradition of
Asteroids, Galaxian, and Space Invaders.

Berzerk and Pac-Man, however, were

very different than the usual space mold.
The next six months would indeed be an
anxious period while each operator made
his educated guess as to which games to
buy.

Moving into January of 1981 here were
the results: (a) Battlezone had started well
and then fell flat on its face. Distributors
were soon selling them new in the crate for
$895. Operators who had bought them
were trying to figure how to make their
payments when gross revenyes coming off
the games had dropped between $50 and
$75 per week, and apparently were still
falling. Locations were demanding them
out and better games put in to take their
place.

(b) Star Castle started strong and
slowly died out. By spring, it was evident it
too did not have the staying power opera-
tors were looking for.

(c) Berzerk loked like the big winner.
Revenues began nearly as high as Aster-
oids, and sales of the game were high as
well. But by summer, Berzerk had also
dropped off—another bigdisappointment.

(d) Pac-Man started off doing well, not
great. Revenues from this game stayed
level throughout the summer of 1981, and
it wasn’t until after the game received all its
publicity that it began to increase to “hit
game” levels. Pac-Man sales went wild,
and Midway again had the hottest game of
all time. Meanwhile, an incredibly chal-
leng 'ng game called Defender was intro-
duced by Williams. Defender became an
overnight sensation and propelled
Williams into the limelight.

With mixed optimism, the industry
moved into the summer of 1981. Those of
us who bought right were still riding high.
Those stuck with too many Bartlezones,
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Star Castles, Berzerks, and other not-so-
hot new games, were counting on summer
vacation to help them get through rough
times.

Meanwhile, the publicity that the video
games was getting was moving us to the
saturation level. The media played on the
tremendous success stories of the incred-
ibly hot locations. Buy some video games,
and find someone who will let you put
them in or lease a space for an arcade and
you will be rich beyond your wildest
dreams. Eager to cash in on the video
craze, arcades were being opened every-
where with little regard to the foot traffic
needed to keep them profitable. Games
were put in bakery shops, laundromats,
gas stations, etc. Everywhere you looked,
you found another video game. As the
games being installed were new and novel,
and saturation had not yet fully been
reached (not to mention summer is obvi-
ously the best season for games), most of
these operators were able to make a decent
living through the summer.

However, when summer ended, a
number of dreadful realities were being
faced: (1) Saturation was cutting per game
revenue; (2) The Asteroids, Galaxian, and
Invaders whose revenue had kept us going
were dropping quickly, and the market to
sell them was not very good; (3) The games
we had guessed wrong on, like Battlezone
and Star Castle were a huge drain now that
summer vacation could no longer support
them; and (4) Many of the locations which
looked good in the spring and summer
were real losers in the fall.

Now, the realities are hitting the hardest.
Operators who had risked badly are out of
business. Arcades which had opened in
inconspicuous places are closing up. Many
of the others still operating do not make
enough to be able to afford to bring in the
hottest new games, and profits are
marginal at best.

The fallout of marginal video game
operators is, for the most part, the natural
process of a growing industry which grew
too fast. A new growth pattern will most
likely appear evident during 1982. The new
direction of the industry will be in three
areas: (1) Continued improvement and
investment in the better game locations; (2)
The expansion of successful corporate
chain concepts combining games with
other attractions; and (3) The opening up
of successful restaurant chains to video
games for the first time.

This new growth will cause another
fallout of marginal game operators in the
late fall and winter of 1982. This second
one should be a little less catastrophic as
most of these operators will have substan-
tially greater equity in their machines. The
loans they took out to pay for them will be
paid down to a greater extent; hence, they
will go out of business more quietly. Less
bankruptcies will be declared and fewer
lenders left holding the bag.

Enough for the dismal cries of despair.
There is a good side to all of this. The
massive influx of new people into the video
game market has also brought with it new
outlooks on a sometimes archaic industry.
They have brought with them new con-

cepts of marketing and promotion and a
glamorization we never had before! The
playing population has increased signifi-
cantly. Pac-Man and Ms. Pac-Man have
increased the average playing age and
attracted women to play games for the first
time. We are being taken seriously by
many types of locations, which would not
have considered video games before, and
our lending institutions no longer turn deaf
ears to our financial needs. So, the “new
blood” has brought definite advantages
with it.

As for the operators who have kept a
good overview of their operations, saw
past the deceptive horn of plenty, and kept
to business as usual, they are being
rewarded for their patience and good
sense. As games are being pulled from
places they never should have been,
saturation is slowing down, and in some
areas, reversing itself. As we put the hot
new games in our good locations, more
players come to us instead of to those who
cannot afford to upgrade their games.

The industry is returning to a place
where good businessmen succeed and poor
one fail. I feel badly for those who have hit
hard times. Not all of them were entirely
responsible for what happened to them.
Those of us who made exaggerated claims
to the media, or told just the good and not
the bad, share much of the blame. The
bloom is off the rose. Oras John Houseman
says in his commercials, “We will now
make money the old-fashioned way. We'll
have to earn it!” I, for one, will enjoy
earning it more the old-fashioned way.

TURNSTILES & VENDING MACHINES

PRIZE REDEMPTION & TRADE CHECKS

Phone or write for catalog & samples

VAN BROOK OF LEXINGTON, INC.
P.O.BOX 5044, LEXINGTON, KY. 40555
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CASINO SLOT & GAMING COINS

"= pLAMOR®"

-® | ANES -

Copyright © All Rights Reserved
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Video Copyright:

The ROMs and Reasons
Richard Stern

Richard H. Sternis anoted attorney and
writer in the field of patent and copyright
law, and especially computer copyright
law. He is currently employed at the
Washington branch of the Cleveland based
firm of Baker and Hostetler. Previously he
served as chief of the Intellectual Property
Section of the antitrust segment of the
Department of Justice. Stern’s column
“Micro Law” appears regularly in 1TEEE
Micro magazine, and he also contributes
articles to Computer Design magazine. He
serves on the board of the European Intel-
lectual Property Review, submitting
articles and information on U.S. intellec-
tual property law issues and is the anti-
trust and copyright law editor of
Computer Law Reporter.

t is the first week of spring in the
nation’s capital and the kind sunshine

has calmed the city’s wintry mood.
Pennsylvania Avenue’s most erudite
employees nibble on sandwiches at picnic
tables in front of the Treasury Building and
the White House front gates are guarded
by officers who are politely conversational.
It’s a lovely day and the nation’s most
prestigious neighborhood is at peace with
itself.

Except within Hotel Washington.
There, just a block away from the White
House lawn party, a bevy of young lawyers
are hovered over their papers, scribbling
away in a windowless room, hardly aware
that the winter’s cold has passed.

A storm of objection prevails here. It is
couched in the explanations of a man who
could be the only dissenting voice on an
issue of law that has enabled a few com-
panies to strengthen their hold on almost
the entire riches of one of the decade’s most
dramatically successful industries.

The man is Richard Stern—partner in
the firm of Baker and Hostetler, former
chief of the Intellectual Property Division
(patents, copyrights, trade secrets, trade
marks) of the Department of Justice—and
he-is telling his audience at the 5th Annual
Copyright Law Conference that, contrary
to judicial opinions of the last twelve
months, copyright law does not support
the protection of video games.

He is doing so as the single dissenting
voice on a panel formed to discuss the
copyrightability of video games, a panel
which features Paul Plaia, a partner in the
firm that represents Midway Manufac-
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The defense dissents

turing in its copyright litigation; Jack
Simmons, an attorney for the International
Trade Commission which has given its
official seal of approval to the Midway
march on video piracy; and Marybeth
Peters, the chief examiner of the Copyright

For the first time, Richard
Stern is stepping out of the
realm of theory into the ring of
practice in the video game law
field. He is representing Los
Angeles based Video 2000, an
arcade which was temporarily
restrained by the federal dis-
trict court there from employ-
ing speed up Kkits on three
Midway Pac-Man games. The
games in question were seized
as part of an injunction against
some 25 companies last Febru-
ary 16. (Play Meter, April 1, p.
11.)

Stern will contend that the
employment of speed up Kkits
on legal machines should be
legal and will ask for the return
of the three games to Video
2000. He will insist that, at any
rate, enhancing a video game
so that it can produce more
income through extended life
should certainly not be con-
sidered a violation of copyright
statutes.

Office which has protected its position on
protecting the games under the current
law. And in doing so, he is voicing a slim
hope—though perhaps unwittingly—for a
plethora of manufacturers whose chance
for survival in the video market is based
on producing less expensive variations on
Pac-Man, Donkey Kong, and other indus-
try hits.

A scenario “in error”
When the 2nd Circuit Court of Appeals

affirmed an earlier decision in the case of -

Stern v. Kaufman, et al, the legal precedent

By Mike Shaw

had been established to determine the
copyrightability of the “sights and sounds”
of video games. In that instance, Stern
Electronics won injunctions and impound-
ment orders against infringers of Scramble.
(See Play Meter, March 15, 1982, p. 11.)

The Stern victory came just two days
after a January 18 Midway success with the
International Trade Commission. On that
day, the ITC served interlocutory orders
against eighteen companies—and later
added almost forty more firms—to cease
and desist importing or selling copies of
Pac-Man.

The ITC action was argued to be appro-
priate because most of the infringers were
producing in Japan and Taiwan.

Since those decisions, Richard Stern
contends, Midway has “run amuck”
halting manufacturers, distributors,
operators, and locations from dealing with
anything that vaguely resembles Pac-Man.

The owner of the Pac-Man copyright
has indeed put a scare into the nation and
the wave of legal activity has extended over
the entire broad spectrum of the industry.
Even the nation’s 7-Eleven stores have
been called onto the carpet for housing
offenders, and as a result, have instituted
a policy of eliminating any game which
might even have the slightest chance of
encroaching on Midway’s rights in regard
to the yellow gobblers.

The effect within the industry has been
dramatic. The small manufacturer, unable
to compete with payment for the rights to
the hit games, faces extinction. The opera-
tor, already faced with the problem of
buying games that will profit enough to
pay for themselves before they become
passe, now must pass up the deals he was
getting on less expensive machines, out of
fear that these games will be declared
pirated copies and seized.

The whole scenario, Richard Stern
suggests, has unfolded in error. Midway’s
financial might and an outmoded system
of copyright law have combined to foster
the mistake.

Initially, it is doubtful that Midway’s
copyright to Pac-Man has provable basis
for validity, Stern says, for the origin of
the game is still in doubt.

“The copyright form does not require a
listing of the elements of origination,” he
explains. The name of the author on the
Midway copyright registration form is

45



“Each game is...authored by the player. His actions determine the unfolding of
the video drama before him.”

simply listed as Namco Limited, the
Japanese firm that licensed the game to
Midway. But how Namco came to acquire
the game is in doubt, according to several
industry sources. There is even an indica-
tion—through a Japanese journal—that
Namco is paying another Japanese firm for
the rights to the game.

At any rate, it is always difficult to track
the Japanese geniuses who create the
games, for there is no copyright law in that
country and sources there tell us the rights
to some games are exchanged by unre-
corded cash payments and enforced by a
Japanese edition of the Mafia.

But beyond the problems with registra-
tion, does current copyright law protect a
video game from being copied, or better
yet, enhanced? Stern cites several reasons
for saying “No.”

Under current copyright law, video
games are registered for protection as
literary works. As such there are certain
factors that must be investigated in deter-
mining violation of copyright.

In a book, or a movie, or a play, reading
or performance is always the same. The
words of the book never change, the movie
never alters its plot. The work is exactly the
same each time it is used. It is “fixed.” But
with a video game, the work is different
every time the player enacts the play mode.
Each game is, if you will, authored by the
player. His actions determine the unfolding
of the video drama before him. And this
lack of fixation, under current statute, is a

problem to establishing copyrightability.

Additionally, Stern disagrees that
ROMs (read only memories) are protected
under the current law.

The ROM is a small electronic circuit
consisting of thousands of tiny switches
chemically imprinted within a silicon chip.
(The ROMs in a video game produce two
possible types of audio-visual display. One
type is.a fixed pattern expressed in the
attract mode of the game. The other is the
play mode spoken of above.) The pattern
of the switch connection within the chip is
referred to as object code. The code can be
read only in binary terms of 1’'sand 0’s and,
therefore, is unintelligible of itself to
humans. Therein lies basis for complaint
against the games’ copyrightability.

“U.S. copyright law does not prohibit
others from unloading object code from a
ROM, loading the code into another
ROM, and using or selling the ROM, even
though the object code is a counterpart of a
copyrighted source program.”

What all this seems to mean is that
current law does not prohibit the pur-
loining of the action of a video game for
use in another machine.

“In a nutshell,” offers Stern, “object
code is not a copy protectable under the
U.S. copyright laws because it is not intelli-
gible to human beings. A copy must
be intelligible. Everyting hitherto
recognized as protectable under the copy-
right laws has been capable of visual or

auditory perception by a human being.
Such object code is intended to be used in
the operation of a machine, not to record
something intelligible to humans and on
command disgorge it for comprehension.”

Beyond the technical rationale for
differentiating video games from what is
currently copyrightable under the law,
Stern points to the fact that neither the idea
or concept of the game is copyrightable,
nor are the rules of a game.

It is obvious that the concept of Pac-
Man is not protectable. A plethora of
uncontested maze games have followed the
little yellow fellows off assembly lines
lately.

Rule of doubt

Richard Stern does believe that a video
game should be protected from outright
theft. But he also believes that the current
law is an inappropriate standard on which
to make the judgments that the courts have
made over the last year.

“If you’ve seen the popular trash bag
commercial where someone keeps stuffing
more and more trash into a brand “X” bag
until it bursts under the pressure, then you
have seen what is happening to the copy-
right law as it exists.”

Further, the Copyright Office, by
accepting copyright registrations of video
games gives these pieces a “presumption of
validity,” objects Stern. This presumption
is accepted by the courts and the rulings

[ = wngle « R -

—Photos by Edward Earnshaw

“Midway has been allowed to ‘run amuck’ through the courts, unilaterally
victorious on such a doubtful issue...”
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they make are based on their assumption
that if the game carries a registered trade-
mark, then indeed it is undeniably pro-
tected under the law.

But such is not the case, insists Stern:
“Anyone who deals with the copyright law
often enough understands that there is an
unwritten rule of doubt that exists in cer-
tain circumstances.”

What Stern would like to see happen is
that the Copyright Office write out this
“rule of doubt” and classify things like
video games as such. Then, the courts
might not act so unilaterally, at least due to
some “presumption of validity.”

He would also like to see a commission
of industry representatives assess the
instances of copying, and enhancing, and
make decisions on what extent games
infringe on earlier models.

“The remedies are not appropriate,” he
says. Currently, a judged infringement is
enjoined. The game is completely put to
rest. But Stern would like to see some
middle ground established as a remedy. He
would like to see a commission decide on,
say, a royalty payment to cover enhance-
ments.

“That would provide the public with
better and faster games,” he believes.

Fighting the majors

That Midway has been allowed to “run
amuck” through the courts, unilaterally
victorious on such a doubtful issue bothers
Stern. But it has encouraged other copy-

right holders to do the same.

Nintendo of America is currently pur-
suing these trodden paths through the
courts in attacking a wide perspective of
Donkey Kong infringers. Signatron
U.S.A. boss Mike Stone is an angry defen-
dant in the battle.

His Crazy Kongs, he feels, are better
games than Nintendo’s edition and he
points to the record in Japan as proof.

“Crazy Kongs have outsold Donkey
Kongs three to one in Japan,” he says.

There, Falcon Industries paid nearly
$100,000 to Nintendo to produce Crazy
Kong boards. But, according to that con-
tract, their sales were to be confined to
Japan. Now that Falcon has transgressed
that agreement and sold games in the
United States, Nintendo is taking action
against the offending boards.

What disturbs Stone is that Nintendo
has taken no action against Falcon, but has
against the operators in the United States
who have purchased boards with stickers

on them saying they were licensed from

Nintendo.

Stone went to Japan and met with the
president of Falcon. “He assured me that
Nintendo had not even written him a letter
telling him to stop shipping the boards to
the United States. Apparently, Nintendo
doesn’t want to impose upon their relation-
ship with Falcon; they would rather go
after the fifth party down the line, who the
boards have been sold to.”

As a result, Stone is determined to carry

his case further than others have. He is
determined to fight the majors’ millions,
and to do so he is hoping that he can devise
a legal fund that will attract contributions
from others around the country who feel as
he does.

“There will be a jury trial in this case that
Nintendo has brought against me, and it
will be the first one,” he says. At that
trial, maybe, just maybe, Richard Stern
will make an appearance.

Test of strength

Assuredly, the issue at hand is worthy
of continued debate. Although Paul Plaia
certainly believes the courts were right in
determining that Midway was due pro-
tection under the law in regard to the
ROMs of video games, and ITC’s Jack
Simmons believes that the Commission
appropriately handled Midway’s pleas to
establish jurisdiction over foreign manu-
facturers, both of these rulings represent
new territory covered by existing copyright
law. And both are challenged by Stern’s
queries regarding the parameters of the
current law.

But whether or not the issue will be
sorely tested is doubtful. It is simply not
within the power of any current defendant
to match the financial strength of the
major manufacturers who are bringing
actions against the infringers. In most
cases, Stern foresees, infringers will con-
tinue to back off before they are absorbed
by court expenses. °
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Course Description:
1. Basic Electronic Theory
2. TTL Logic

5. Using a digital meter
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Industry is now available on video tap .
hands-on troubleshooting work. If you're worried about noth

3. Power Supply (Theory & Repair)
4. Monitor Theory & Repair (B&W, X-Y, Color) 1
1

Home Study Electronics Course Now Available

Electronic Institute of Brooklyn announces its complete classroom course for the Video Game Repair
e for home study. This includes all material necessary for
avingaV.T.R., we'llrentyou onefor the

Also available to home study students is a free Hot Line to the instructor.

Our course covers the following:

Using a Logic Probe

Soldering techniques on double sided boards
Microprocessor and memory theory

. Electronic Pinball troubleshooting and repair
. Video Game troubleshooting and repair

. Reading & Understanding Schematics

For more information, call collect
(in NY State) 212/377-0369
(out of State) call Toll Free: 1-800-221-0834 e or write

Our classroom schedule for evening Classes (5 weeks):
Monday, Wednesday, Thursday — 7 p.m.—11 p.m. e call for next starting date

Eleconic Institute of Brooklyn

4801 Avenue N (corner E. 48th St.), Brooklyn, NY 11234
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BUYERS BEWARE!!
Naughty Boy™

Cinematronics, Incorporated, is the exclusive licensee in North
America and South America of the video amusement game
NAUGHTY BOY™. No one, other than Cinematronics,
Incorporated, is authorized to manufacture, import, or
distribute NAUGHTY BOY™ video amusement games or printed
circuit boards in North and South America. Our logo and the
words, “Manufactured under license from JALECO,” on the
marquee, along with the copyright displayed on the video
screen in the attract mode “©1982 Japan Leisure Company, Ltd.,
and Cinematronics, Incorporated,” should identify a legitimate
NAUGHTY BOY™ video amusement game. Cinematronics will
use every available legal means to enforce its proprietary rights
to NAUGHTY BOY™ against any and all infringers who violate

its exclusive license and copyright rights.

BUYERS BEWARE!!
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Dear Operator and Distributor:

When you purchase a coin operated video game, you are making
an investment. It is an investment in your business as well as the
future of our industry.

Where do you want your dollars going? Would you like them
reinvested in research and development on the factory level?
Or do you want them going into someone’s pocket?

When you purchase a copy of a machine, or a questionable
machine, without a manufacturer’s name on it, your money is
going into someone’s pocket and staying there.

When you purchase a machine from a manufacturer that has
designed or licensed the product, part of your investment goes
into designing and looking for bigger and better games. You
make the choice. Where you spend your dollars dictates the
future of our industry.

To protect our investment, Cinematronics will prosecute any,
and all, copies and importers of JACK THE GIANT KILLER™.
Cinematronics is the exclusive licensee for this game in the
United States and Canada.

BUYERS BEWARE!!

- LINVEMATRONNS

ZNCORPORAYY™D
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Video Game Litigation:

Copyright Infringement Issues

by Elliott N. Kramsky

‘Two recent decisions
involving Atari include
instructive analyses of the
issue of infringement of
the audiovisual display
and represent a “second
wave” in video game
litigation.’

‘Clearly, present-day
technology allows the
copying of a ROM
without the necessity for
production of a listing.’

50

s the previous discussion in this

series of copyrightability indi-

cates, the issues of scope of copy-
right protection and copyrightability tend
to merge and depend for their resolution
upon distinction of the ideas being acted
out on the screen of the CRT from the
expression of that idea. Generally, as
shown above, the scope of copyright pro-
tection for the “movie” shown on the
“game board” should depend upon the
arbitrary features of the characters, etc., to
avoid appropriation of scenes a faire. Of
course, the arbitrary element of any game
follows from the breadth of the generic
statement of the game. The determination
of the genus of the game should be made in
light of, among other things, the plot and
type of the game. While the development
of software for a new game may require
extensive effort, video game strategies fall
within a number of recognized “types.”
Included among these is the “maze” theme
of Pac-Man.

Two recent decisions involving Atari
include instructive analyses of the issue of
infringement of the audiovisual display
and represent a “second wave” in video
game litigation. These cases do not argue
the copyrightability of the various modes;
rather, they assume the existence of
exclusive rights and attempt to analyze the
breadth of the monopoly appurtenant
thereto.

In Atari, Inc. v. Amusement World, et
al, Civil No. Y-81-803 (D.Md., November
27, 1981), plaintiff sought to enjoin the
alleged infringement of its Asteroids games
by defendants’ Meteors. The Court noted
twenty-two (22) similarities between the
games and nine (9) differences. Among the
differences were the facts that one game was
in black and white, the other in color; one
game’s symbols had a three-dimensional
effect; the rocks in Meteors “tumbled;”
backgrounds, speed of spaceship and of
firing, pace of game, and other seemingly
minor variations were noted. In rejecting
the plaintiff’s motion, the Court stated:

“This Court has held that plaintiff is
entitled to a copyright on Asteroids,

Part 111

because the idea of a video game in
which the player shoots his way-
through a barrage of space rocks is
an idea that is sufficiently general so
as to permit more than one form of
expression. However, under the
doctrine set forth above, the Court
must be careful not to interpret the
plaintiff’s copyright as granting
plaintiff a monopoly over those
forms of expression that are inextri-
cably associated with the idea of
such a video game. Therefore, it is
not enough to observe that there are
a great number of similarities in
expressing between the two games.
It is necessary to determine whether
the similar forms are forms of
expression that simply cannot be
avoided in any version of the basic
idea of a video game involving space
rocks.”

(emphasis added)

Atari v. Amusement World, Slip
Opinion at page 13.

The Court found that “most” of the
similarities between the games were
“inevitable.” Yet,

“Given the unavoidable similarities
in expression, the ordinary player
would regard the aesthetic appeal of
these two games as quite different...
to put it bluntly, defendants took
plaintiff’s idea. However, the copy-
right laws do not prohibit this.”
Atari v. Amusement World, Slip
Opinion at page 15.

Plaintiffs Atari and Midway were
unsuccessful in establishing a likelihood of
success at the District Court level on the
infringement issue in Atari et al v. North
American Phillips Consumer Electronics
Corp. et al, 81 C 6434 (N.D. Ill, December
4, 1981). The suit alleged infringement of
Pac-Man copyrights by defendants’ “K.C.
Munchkin” home video game. Although it
was established that the creator of
defendants’ game had seen and played Pac-
Man prior to development of K.C.
Munchkin and evidence showed that

PLAY METER, June 15, 1982



Al 724y

| Pc Barp
| MOYMTED #o

NS VR

| RELIABIIYE

LA c:,fMW

V27770, AN
717CALS

D

LUSTRATE,

ANEL -

1GURAT

AY

ALY EMERT—

e operation af these game:
prein may. be subject to vari

and the fea

tures

us state andllocal

i

s or regulations. It is not i
icit the sale df such

htended herg
in any jurisdi

in to

herein the same may not!

NTED INUS A

be lawfully

sold

© 1982 Bally Manufacturing Corporatio

All Rights Reserve

h




BoNUs
240 comn

’l‘ {Eh)r lf

- FEATURE

0% OPTO SWITCH s
SuPER {BRA S/ /- TANT )
LUCITE| SURFACE for | | LLYS
CELRBLY € LOW MANTENANCE BOTTOMULESS

v / Al HOFPER
aﬂ? f‘ﬂ M’/ ' -A 7. BALLAED

0% ﬂgfi;lgﬁlﬁ ?// g }g—_ﬁ"ﬂﬂ/

The onarat on oi these ga les and the 'e atures

] laws or regu ations. It |s n mtended herem to
solicit the sale of such games in any jurisdiction
wherein the same may not be lawfully sold

or operated.

_~_.._....,_.__
s o S,



Munchkin was recognized as a Pac-Man
type game, the lower court cited nine areas
of difference including shape of maze,
variability of Munchkin mazes, appear-
ance, shape and relative “spookiness” of
characters, movement of center of maze,
number, shape, spacing and movement of
dots, and audio tone sequence.

It not only denied the motion at hand
but indicated that it expected defendants
to prevail upon the infringement issue at
trial.

“..in order to prevail...plaintiffs
must prove that defendants per-
formed and distributed games
copied from...Pac-Man. In this
court’s judgment, plaintiffs, on a
trial of the merits, will not be able to
make this proof.”

Atari et al v. North American
Phillips et al, Slip Opinion at pages
18, 19.

This decision has recently been over-
turned by the Seventh Circuit. Atariet alv.
North American Phillips, 81-2920 (Cir. 7,
March 2, 1982). The appeals court found
that the lower court had abused its dis-
cretion by failing to make findings on the
combination of issues comprising the
Circuit’s test for a preliminary injunction.
In addition, the Court, noting that
infringement is based upon “ocular com-
parison” and is devoid of issues of material
credibility, proceeded to pass upon
infringement de novo.

The Court defined the idea of the copy-
righted game thus:

“Pac-Man is a maze-chase game in
which player scores points by guid-
ing a central figure through various
passageways of a maze and at the
same time avoiding collision with
certain opponents or pursuit figures
which move independently about
the maze. Under certain conditions,
the central figure may temporarily
become empowered to chase and
overtake the opponents, thereby
scoring bonus points. The audio
component and the concrete details
of the visual presentation constitute
the copyrightable expression of that
game ‘idea.™

Atari et al v. North American
Phillips, Slip Opinion at pages 20,
21.

Having made the foregoing analysis of
Pac-Man, the Court then viewed as scenes
a faire the maze, scoring table, “wrap
around” tunnel exits and the use of dots to
gauge the game’s progress. Thus, similari-
ties and dissimilarities between Pac-Man
and Munchkin in these areas are irrelevant
to the infringement issue.

The Seventh Circuit found that, in the
context of its definition of the game, “The
expression of the central figure as a
‘gobbler’ and the pursuit figures as ‘ghost
monsters’ distinguishes Pac-Man from

PLAY METER, June 15, 1982

conceptually similar video games.” Azari et
at v. North American Phillips, slip opinion
at page 20 (emphasis added).

In applying its analysis to the accused
game, the Court appeared to confer a
relatively broad scope of protection upon
the Pac- Man characters. The district court
had found that:

“The characters in K.C. Munchkin
are different from those in Pac-Man.
In K.C. Munchkin, the central char-
acter, the munchkin, appears as a
blue figure with horns, normally
with a smile, but when he is attacked
by a monster, his smile turns to a
frown; and then he evaporates
upwardly from the screen. The char-
acter, or the appearance of the
central figure, is that he initially
faces the viewer rather than showing
a profile. As he moves along the
maze he shows a profile, and when
he stops, he turns around to face the
viewer with another smile. Thus the
central character is made to have a
personality which the central char-
acter in Pac-Man does not have.
K.C. Munchkin has munchers
which are much ‘spookier’ than the
goblins in Pac-Man. Their legs are
longer and move more dramatically;
their eyes are vacant, all of these
features being absent in Pac-Man.
The munchers are red, green and
yellow.”

Atari et al v. North American
Phillips, 81 C 6434, Slip Opinion at
pages 7, 8.

As opposed to the District Court, the
Seventh Circuit found reiative sizes and
shapes of the bodies, the V-shaped mouths,
gobbling, and disappearing of the central
characters to be “blatantly similar fea-
tures.” Additionally, the games’ ghost
characters were found to be of virtually
identical size, shape, and manner of move-
ment. In evaluating similarities, the Court
referred to the “setting” in which the char-
acters are observed:

“Video games, unlike an artist’s
painting or even other audiovisual
works, appeal to an audience that is
fairly undiscriminating insofar as
their concern about more subtle
differences in artistic expression.
The main attraction of a game such
as Pac-Man lies in the stimulation
provided by the intensity of the com-
petition. A person who is entranced
by the play of the game, ‘would be
disposed to overlook’ many of the
minor differences in detail and
‘regard their aesthetic appeal as the
same.”

Atari et al v. North American
Phillips, 81-2920, Slip Opinion at
page 24.

A final issue relating to copyright
infringement in video game cases relates to

BETTER SOUND MEANS
BETTER BUSINESS...

and you can favorably affect your
bottom line by specifying Quam
when making a loudspeaker
replacement in your juke boxes,
video games or background music
systems.

For more than 50 years, Quam has
been a leader in the loudspeaker
business. With a full line of
microprocessor-compatible
replacement speakers—ranging

in size from the small speakers used
in many electronic games, to the 8”
configuration found in most ceiling
systems, to the 12" and 15" juke box
models—there’s a Quam speaker to
suit your application.

There’s also a Quam distributor near
you, to supply that speaker quickly.
Call us today for free literature and
the name of your local source.

Quam Speakers:
The Sound Decision

Quam-Nichols Company

234 E. Marquette Rd., Chicago, IL 60637
312/488-5800
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the software which animates the game. As
mentioned earlier, little question exists as
to the copyrightability of computer pro-
grams under the new copyright act.
However, a split currently exists between
district courts of the Seventh and Ninth
Federal Circuits regarding whether or not
a ROM which has been programmed
without permission, in accordance with
copyrighted software constitutes an
infringement of the copyright.

In the Seventh Circuit, the case of Data
Cash Systems, Inc. v. JS&A Group, Inc.
408 F.Supp. 1063, 203 U.S.P.Q. 735(N.D.
111, 1979) (affirmed on other grounds in 628
F.2d 1038 (Cir 7 1980)) says “no.” In that
case, the infringement issue was decided
under pre-Copyright Act of 1976 law and
the Court relied heavily upon the rationale
of White-Smith Music Publishing Co. v.
Apollo Co., 209 U.S. 1 (1908), character-
izing the computer program, as stored in
the ROM, as a part of a mechanical tool or
machine rather than a copy of the source
program.

In denying a defendant’s motion to dis-
miss in Tandy Corporation v. Personal
Micro Computers, Inc. et al, C-81-0744
(N.D. Cal, August 31, 1981) upon being
faced with the identical issue the Court
stated that it was “...not compelled to
follow the reasoning of the district court in
Illinois, now are we convinced of the merits
of the basis of that decision.” Tandy Cor-
poration v. Personal Micro Computers,

Slip opinion, page 7.

Although the Tandy decision was based
upon the present statute while Dara Cash
was not, it is questionable whether a
different decision would have been com-
pelled in Data Cash by the present Act.

“The copyright law will
serve public policy inso-
far as the broadest scope
of protection is afforded
those games which exhibit
the greatest amount of
creativity.’

Further, the Court in Tandy relied heavily
upon a finding that the copying of the pro-
gram had involved, as an intermediate
step, the production of a listing of the
copyrighted program. Clearly, present-day
technology allows the copying of a ROM
without the necessity for production of a
listing. Thus, the teachings of Data Cash
should not be dismissed lightly.

Conclusion

Copyright appears to provide the body
of law most suited to the peculiar needs of
the industry in the United States. Such
protection is not available for video games
in Japan; yet a considerable number of the

most popular games have originated in
that country. Obviously, this leaves much
room for analysis of different societies’
views and assumptions with regard to the
role of copyright in stimulating creativity.
However, the protectibility of original
games within this country appears to be
beyond question.

The most fertile battleground for defen-
dants appears to lie in attempting to
narrow the scope of protection of propri-
etary games when litigated to prevent the
assertion of overreaching claims based
upon relatively conclusive registrations in
the areas of games’ software and/or dis-
play. Plaintiffs’ positions seem to be
similarly well-defined and the copyright
law will serve public policy insofar as the
broadest scope of protection is afforded
those games which exhibit the greatest
amount of creativity. [

Elliott N. Kramsky is an attorney with the
Los Angeles law firm of Nilsson, Robbins,
Dalgarn, Berliner, Carson and Wourst.
Kramsky, whose practice is concentrated
in the areas of patent, trademark, copy-
right, and unfair competition law, received
his legal education at Boston University
School of Law (J.D. 1973). He also holds
degrees in engineering and in economics
and has held professional positions in these
fields. Client counseling and litigation con-
cerning video games forms a substantial
portion of his practice.

replacement part needs.

Let Penn-Ray be your #1 supplier for all of your

ARE YOUR VIDEO GAMES
ON THE ““SICK UIST?”

Don't let your profitable games get “‘laid-up’’ due to worn-out or broken parts.

‘ @\ penn-ray international corporation
1705 Winchester Road e P.O. Box 390
Bensalem, PA 19020

TOLL FREE

1-800-523-8934

a2l

TWX#
510-667-1537

IN PA
1-215-638-4720

at a low price is traditional,
this buy is

At Penn-Ray where fine quality

g

ALMOST UNBELIEVABLE!

PUSHBUTTON ASSEMBLIES

ANY SIZE
ANY COLOR

ONLY $ .40 EACH
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ROCK OI.A’S

_RockOlas newest video game plays for keeps.

®Rock-Ola Mfg. Corp., 800 N. Kedzie Avenue, Chicago, lllinois 60651 phone 312-638-7600
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Bl This month's specials:
1 Cinematronics Armor Attack, $1000.
2 Gremlin Space Fury, $1400.
3 Gremlin Eliminator, $1400
4 Centuri Vanguard, $1500.
S Gremlin Space Odyssey, $1400.

All with Banner's exclusive 30-day,
unconditional guarantee.

A y

What “unconditional” means to you.

4

Our guarantee applies for the first 30 days S
from shipment. It applies to the whole unit, §&
notjust parts of it. And, if you're dissatisfied §

for any reason, we'll replace it or refund
your money, no questions asked. That's
unconditional. Banner does a lot more for

the operator than recondition equipment. %
You can depend on us for parts and service S

as well as for financing and business

advice. We also run money-saving technical S

seminar/workshops for operators. Make
your equipment purchase bear the
exclusive Banner Guarantee.

You'll like doing business with

“the operator’s distributor.” Call today
to get guaranteed satisfaction in your
next equipment purchase.

Philadelphia
Baltimore
Pittsburgh

(301)944-5060

Toll free, PA
Toll free, NJ/DE
Toll free, VA

(800)822-3788
(800)638-3818

(215) 236-5000
(412)782-0800 8

(800)523-3888

FBANNER

For Blue Chip Investments.




The Distributor:

Order taker

or

essential middleman

By Valerie Cognevich

he product chain in the coin-op

amusement industry begins at the

manufacturer, goes through the
distributor, to the operator, and finally tc
the location. Many an operator has, at on¢
time or another, asked the question, “Why
a distributor?”

Jerry Marcus, of Empire Distributing
Co. (one of the largest distributorships in
the country), met with operators at the
AOE in Chicago this past March and tried
to answer that question in a seminar titled
“Why a Distributor?”

First, it would be humanly impossible
for the manufacturers to deal directly with
each operator in the country. Manufac-
turers appoint distributors to represent
their products and, in effect, represent the
factory itself—much the same way auto
makers appoint dealers to sell the cars.
Consumers don’t buy automobiles directly
from the auto factory. In the same respect,
operators don’t buy games directly from
the games’ manufacturers.

Distributors, Marcus says, are in the
business of selling games. They have
showrooms to give operators a chance
to view new equipment hitting the
marketplace. Of course, he goes on, with
the “Hot Game” syndrome (only wanting
the latest popular game and not willing to
settle for anything else), many times there
are more sales than games available.
Although many manufacturers accuse
distributors of being merely order takers,
the function of a distributor goes much
deeper than just taking orders. Marcus
points out that salesmen can’t sell games
that operators just don’t want—no matter
how well salesmen sell. The day of the filler
piece is gone. The Hot Game Syndrome is
here to stay, he says.

Distributors pretest much of the new
equipment. They will, in turn, try, to
preselect from the manufacturers games
which will hopefully become successes. A
distributor must make a commitment,
Marcus continues , to the manufacturer so

Empire’s Jerry Marcus

that he can plan a production run. If there
is no commitment made, and the game
coming out of the factory is, say, Pac-Man,
then the distributor—and in turn the
operator—will more than likely have a
long wait for that game since the
distributors, who have made a commit-
ment, will be first in line for the games.
By the same token, if the game turns
out to be a lemon, the distributor is
still committed to the manufacturer. So,
there is a tremendous burden on the
distributors’ shoulders just to have the
games available that are in demand and
not have the ones that will never be in
demand.

Distributors have close-out sales.
Though Marcus views this as a mixed
blessing, it can be a plus for the operators.
There can be some very good deals made
on some of the games through the
distributors’ close-out sales.

Marcus also expounds on the avail-
ability of parts, service, and warranties
through the distributor. A factory
will usually have an X -amount of days
warranty on the games it puts out.

However, that warranty applies from the
day the game is shipped from the factory.
By the time it leaves the manufacturer, gets
delivered to the distributor, and finally is
bought by the operator, the factory
warranty may already be expired although
the game may have never even seen its first
quarter. Marcus explains that then the
distributors will apply their own warranties
using their own service people for the
operators.

Distributors carry more parts in stock
than most of the factories. Some
distributors have as many as twenty lines
of parts. The lowest turnover for a
distributor is in his parts inventory,
Marcus explains. But distributors still
keep a large inventory to make the parts
readily available for most games, and they
are as close as the distributors’ showroom
for operators.

Many distributors, Marcus goes on, run
service schools and send out bulletins to
the operators. This can prevent downtime,
and bulletins provide advice about making
the games play better, and have useful tips
on the idiosyncrasies of certain games.

Distributors carry their own staff of
specially trained service people to meet the
needs of today’s problems, Marcus says.
This specialized service is readily available
from local distributors.

Distributors, Marcus points out, can
also help with financing. They can help the
operator with financing or can also
arrange for financing through a bank. This
has the advantage of helping the operator
establish his own credit with the bank,
making it possible for the operator to
arrange his own financing at a later date.

Distributors are available for advice too.
They can be helpful, besides helping with
games selection. They can many times
advise on game room selection and design.
The distributors can also help secure
locations and help sell or buy a route,
Marcus says. Distributors can also help
with location contracts.

‘Manufacturers...represent the factory itself—much the same way auto makers
appoint dealers to sell the cars.’
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THE
NEWEST/FASTEST
ELECTRONIC REFLEX
GAME ON THE
MARKET TODAY

=QuikDraw.

- Fits Easily Onto Any Bar Top
(Stand-Up Games Use More Space)

- Solid State Circuitry

« No Costly Video Tubes To Replace

« One-Minute Rounds = More Plays
Per Hour

« All-New Electronic Sound Effects

- Extended Warranty Program

- Western Theme Lends Itself To All
Types of Locations

« Full-Scale Merchandising Program

Quik Draw, Inc., a St. Louis-based
firm specializing in the manufacturing
and merchandising of electronic games,
is now offering its number one money-
maker — QUIK DRAW — for nationwide
distribution. Already a proven success in
such states as Missouri, Texas and Florida,
this electronic reflex game-of-skill comes
with its own unique marketing program
of promotional and merchandising ideas
—ways to help you generate additional

demand for QUIK DRAW and therefore:

additional payout.

Remember, you may have seen ads
for other reaction timing games but
nothing compares to QUIK DRAW.

Manufactured By:

=Quiks jDraw.

-,

555 N. New Ballas Road,
Suite 303,

St. Louis, Missouri 63141  314/997-1010

Member AMUSEMENT & MUSIC OPERATORS ASSOCIATION
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Besides all of the above, Marcus also
says that distributors can also be a
sounding board for operators. They can
listen to the gripes the operators have, and,
in turn, can relay these gripes to the factory
representative. Or the distributor can
arrange for the operator to talk with the
factory representative when he comes to
the distributorship.

Marcus also stresses that distributors
can be an effective public relations firm.
One distributor invites church groups to
his showroom and familiarizes them with
the games and gives the folks from the
church the chance to play the games and
see what all the kids are talking about. This
helps the industry as a whole, Marcus
continues. Just letting the community see
that everyone in the industry does not wear
pinstriped suits, white ties, carry a .45
magnum, or is out to steal kids’ lunch
money gives industry the good image it
deserves.

Marcus then points out that distributors

“concerned parent” fights against video
games with a ferocity unimaginable. She
advocates cities outlawing kids under 18
from even playing the games and wants to
ban the games themselves. There may be
more of these ludicrous laws if there were
not someone out there saying enough is
enough and doing something about it.

Marcus says that distributors are
spending more and more of their time on
legislative matters and are trying to keep
ahead of the laws aimed against the
industry.

Associations can also make stands on
certain issues of supreme importance to the
whole industry. One example Marcus gives
is on “gray area” games. He states that
the Illinois association has taken a public
stand against the gray area equipment
infiltrating into the industry.

Contrary to what some operators
believe, Marcus says, distributors
discourage location selling. However,
sometimes it happens. A distributor

World Wide's Harold Schwartz

are probably more aware of local pro-
blems facing the industry than operators.
When local problems plague a community,
the whole industry suffers. Marcus
gives Chicago as an example. An ordi-
nance was introduced, and if it had
passed, 53 percent of the video business
would have been lost. Local distributors
attended the meetings and because of these
efforts the ordinance was not passed.

Marcus strongly recommends belonging
to a state association and says that the
forms can be obtained from a local
distributor. By supporting the local
associations, Marcus continues, war chests
can be set up to fight battles against
legislation detrimental to the industry.
Many of the laws aimed against the
industry are absolutely ridiculous, but if no
one fights them, legislation will go into
effect that can put the whole industry out
of business, Marcus says.

The industry has had a taste of bad
publicity lately—Ronnie Lamm, a

cannot be in a position to be accused of
restraint of trade and refusing to sell. Rip
off equipment is something Marcus says
major distributors will not deal with.
Marcus also believes that the convertible
games concepts entering the marketplace
may be an advantage to the arcades but
may not be strict enough.

Another distributor in the audience,
Harold Schwartz of World Wide
Distributing, Inc., stressed the importance
of operators in this industry. “Without
operators there would be no industry,” he
said.

As mentioned before, the distributors
are representing manufacturers by selling
their products. All manufacturers paneling
the “Early Bird” session at the AOE Show
agreed that they want to hear from
operators if they are experiencing
problems with a distributor. The
manufacturers appoint distributors and
are interested and concerned about how
the operators are treated. °
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by Rogen C. Sharpe

don’t know about you, but I've

become just about electronic-game-

hyped to death. And it’s not sour
grapes as some might think. I feel that
much of the attention is super and much
deserved. However, there’s a limit even
for me and everywhere I turn there’s
sill more that’s ready to hit me over the
head. You have to understand that in
my capacity at GQ as managing editor,
I wind up seeing a heckuva lot of publi-
cations—newspapers and magazines.

And everyone is doing something with
electronic games, whether they be of the
coin-op variety or hand-held games or
even computer game cartridges. There are
stories everywhere and it’s gotten a bit
crazy, especially when you see something
like Oui magazine devoting almost an
entire issue to Pac-Man, complete with
nudies to grace the visuals.

Now, lest anyone gets the wrong idea
about my comments and reactions, realize
that I have always been and always pro-
bably will be an ardent game player.
Besides the eight pinball machines in the
apartment, I also have an Atari game com-
puter, Bally arcade model, Mattel’s Intelli-
vision, and Odyssey from Magnavox. If
that weren’t enough, I also have a full com-
plement of hand-helds and various other
standards that probably fall into the classic
category of board games. So playing
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around has been a way of life, and I indulge
myself whenever the feeling calls.

But the point becomes one of overkill.
Right now the world is being inundated by
news on all fronts about electronic games.
And not only is there something to talk
about regarding the various games, but
also the companies involved in all the busi-
ness. Financial analyst Dan Dorfman can
report on projections for Bally and the rest
of the video game explosion entrees and
there’s the fear, in terms of Wall Street,
that the action may be slackening off. Are
they going to be right or wrong? No one
can tell, although the bonanza can’t last
forever, but where the lid is, or the plateau
that is yet to be reached, is anyone’s guess.

Then you see the reports of Coleco
becoming far unore aggressive with their
upcoming home computer game system
and licensing agreements with almost
everyone of consequence such as Sega/
Gremlin and a few others. Or how about
Bally and CBS with their tie-in to Ideal
Toys. The surge continues on all fronts.
People are being swamped with games,
games, and more games in more forms than
they’d probably care to know about. The
blitz for Pac- Man not withstanding, things
have reached a fever pitch.

Just look at the number of books
already on the stands and those waiting in
the wings to hit the scene. There are no less
than thirty titles covering all methods of

madness on how to beat anything and
everything in sight, as well as roundups of
home and arcade models and other litera-
ture planned for the budding hobbyist
ready to make his own versions for fun
and illegal profit.

The new counter culture no longer
revolves around a Vietnam war or drop-
ping out from society, which were the
staples of the Sixties, but rather on
parlaying some BASIC knowledge on
floppy discs and other peripherals that
make up the growing home computer
phenomenon where kids are no longer
trading baseball cards but programs
they’ve broken on a rainy afternoon. It is
frightening to think that the next genera-
tion will be on a first name basis not with
rock musicians or professional athletes but
microprocessors, bytes, K, and the
vernacular of an entirely new technology.
If New Math, that failed experiment of a
latter age, brought palpitations to the
hearts of parents, wait until the dawn of
solid state arrives and becomes the “in”
thing, if it hasn’t already.

The thing that distresses me above all
else is that the games have become sucha
life and death issue. Think about the
impact that there are books actually giving
tips on how to beat particular games. Who
cares? Only millions of people. The fine
line has gone beyond enjoyment or even
amusement. It’s now a matter of winning
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although no one can ever win in the purest
sense of the word.

I have yet to hear of anyone who has
beaten a machine, whether it be pin, video,
or even a shuffle alley. The impossible
dream comes to life in the form of a video
game. Strange isn’t it? And then you look at
the television news specials and interview
shows with their incisive reports on the
proliferation of games, and one gets the
sense that parents have lost total control
over the actions of their children. Why else
the unbridled concern? Lunch money, bad
company, hanging out, drugs—all the
same arguments used for so long and now
resurfacing again as the ammunition,
although it holds the mirror more for the
inability of adults to cope and better
understand today’s youth. A Supreme
Court case all were looking to for salva-
tion, which only stagnates and is then
thrown back in the laps of those who are
really ultimately responsible. And there
are no real solutions to the problems.

It’s staggering really when you take the
time and effort to step back and observe
the goings-on. It’s like the circus come to
town and all the performers are in the
center ring vying for attention and adula-
tion, when the whole issue needn’t be that
big to begin with. The fact remains that
with all the brouhaha there is still a real
world out there, which many seem to have
ignored for the sake of what they appear to
think is the greater picture.

But these times we live in are alarming if

P.C. BOARDS

—Fully Licensed, No Knock-Offs!

CABINETS

—Easily Adaptable To Any Game!

MONITORS

—The Latest In Video Technology!

GAME PARTS

—Power Supplies, Isolation Transformers,

Joysticks, and More!
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even you want to stick your head in the
sand of revel in the glories of video. There’s
a war going on (at least at this writing in the
beginning of May), the depression/reces-
sion has become an almost accepted way of
life with millions out of work and the
economy suffering, prices of goods and
services continuing to escalate along with
inflation, a best seller revolves around
nuclear holocaust which makes me fear for
my two young sons, and the list goes on.
Yet, video takes the spotlight time and time
again as the end-all, be-all, when, in fact,
it’s just a game—a novel form of amuse-
ment—and nothing more.

What has happened to priorities? It’s
funny, when I first sat down to write this
column I was going to focus my attention
on the legal problems a friend was having
in getting a zoning variance to open an
arcade in the greater New York city area
(and I still might do this in a future issue),
but somehow it all seemed so unimportant
compared to state of the world and the
current perspective of electronic games.
There seemed to be a crying need for at
least someone to sound off and hopefully
offer a reasonable platform on which to
view all the events.

But over the years I've also become
something of a realistic pessimist when it
comes to the greater picture. And I realize
that what I have been able to offer is only
words, sometimes, admittedly, a scream
for action or attention, when I feel strongly
about certain issues or circumstances.

I have been even called outspoken for
some of the stances I have taken, when I
would have chosen to be considered
passionate about righting wrongs or
exposing injustices. However,  am only in
the position to prey on your conscious-
nesses to do the honorable thing in any
given circumstance, but even time has had
an effect on the urgency I often feel about
specific activities.

It is, after all, your livelihoods, not mine.
I feel myself involved, but it is, unfortu-
nately, as an outsider, not as someone who
must face each day within the confines of
the industry. I am just someone who
happened upon an exciting business before
the sky came falling and parting around.

You're on the battlelines and in the
trenches having to cope with the surround-
ing turmoil on a day-to-day situation. [am
still on the sidelines, though I harbor
dreams and hopes for what could be a
better possibility and potential for the
future.

In closing, for now, just believe that you
have the power to change those things you
would like to have different and that the
world of tomorrow is limitless in scope if
you believe that it can be.

Anything is possible not for the idle
dreamers or self-centered egoists, but
rather for those with the compassion to
open all doors and test all waters in an
effort to accomplish the unattainable and
leave a lasting legacy for those who will
follow in your footsteps.

EASTERN MICRO
ELECTRONICS, INC.

12D World's Fair Drive
Somerset, NJ 08873

(201) 469-9690
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OVER 100 ITEMS IN STOCK!

Trains ® Bumper Cars
Cartoon, Baloon and
Egg Machines
Carousels ® Boats
Animals, etc.

524-2nd St. Rock Island, IL 61201

We represent
more factories

than anyone in
the business.

e UBI

® MHI

® FGW Associates

® Bafco

® MDC Designs

® Whittaker Bros.

® Newborough

® Vending Int'l

® Continental Amusement
® Lumber Jacks

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

ONE OF THE LARGEST SELECTIONS AVAILADLE

This means a broader and more
diversified selection...no waiting...
the lowest prices in the industry.

call today...

309/768-0135
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NORTH AMERICAN AMUSEMENT (Formerly: Thomas Leon’s Kiddie Rides America)

OVER 100 ITEMS IN STOCK!



PR PROBLEMS/
PR SOLUTIONS

By
Mike
Bucki

“Atari’'s Community Awareness
Program lies waiting...”

F r he first 90 seconds grab the viewers
as compellingly as any of the best
segments of CBS’s highly rated 60

Minutes. Upbeat music begins as the title

dissolves into the first series of close-ups.

Video game players, young and young at

heart, are shown experiencing the delight-

ful anguish of trying to conquer several
video challenges.

Suddenly the first set of pro and con
comments appear. A middle-aged woman,
a grandmotherly type, says, “I don’t think
they’re good for children.” On the heels of
her doubt comes a cute teenage girl who
rebuts with: “I think they’re pretty neat.
That’s what I do in my spare time.” Then a
middle-aged man blurts the objective: “I
don’t like the idea of them standing there
pumping money into them.”

The television collage continues with
video game action and players’ reactions
providing effective and brief visual bridges
between sets of pro and con comments.
Someone, apparently an industry spokes-
man (and identified as such moments
later), raises the question: “The problem s,
and maybe societies haven’t dealt with it
yet, what do you do with youth when they
congregate?”

A tall, handsome, smartly dressed
narrator appears on the screen. Standing
in front of a pleasant, tree-shaded shopping
mall, he tells us, the viewers, that coin
videos are turning up all over the country...
“in supermarkets, barber shops, doctors
offices, and bookstores...even in the jury
room at the municipal courthouse of San
Jose, California.”

The narrator steps meaningfully toward
the camera, a television technique that
places the actor/reporter comfortably in
your living room. “Well naturally we have
some questions,” he says, using we to
indicate to you, the viewer, that he’s on
your side, he’s one of you.

That impression is quickly reinforced.
“Where do these games come from?” he
asks, and quickly adds: “What effect do
they have on the players? And what
happens when they appear in our com-
munities?”

He’s got you. Those are questions you,
America, have been asking. When the
narrator poses them with the same tone of
concern you’ve expressed, you’re ready for
some answers and you know he’s about to
provide them. If his answers seem reason-
able, you'll probably agree with them.

So begins “Video Games: A Public
Perspective,” a 17-minute video tape that
Atari introduced and disseminated to its
distributors in late March of this year. The
tape and several pages of backup material
are part of CAP, the Community Aware-
ness Program, which Atari says is “designed
to combat the ever-increasing restrictive
video game legislation cropping up across

‘The tape grabs the
viewers’ attention with
“real people,” ordinary
citizens expressing their
fears about video games,
and others—non-industry
people—voicing acco-
lates for video.’

the nation.” Atari spokesperson Margaret
Lasecke adds that CAP is only “the first in
a series of (PR) tools we’ll provide Atari
distributors.”

Is it an effective tool? If so, will it be used
by operators and distributors? The signs
are not good for the latter, so let’s take the
first question.

The tape sparkles with professional
quality. Within 17 minutes, a time length
that fits neatly into presentations to
Rotary Clubs, city councils, and PTA’s,
“Video Games: A Public Perspective”
presents the positive side of video games in
a network quality documentary format.
Within the supportive materials, Atarialso

provides step by step guidelines on how to
introduce yourself and the tape to a public
audience.

The tape grabs the viewers’ attention
with “real people,” ordinary citizens
expressing their fears about video games,
and others—non-industry people—
voicing accolades for video. A beat cop in
Chicago tells why he testified against
restrictive legislation. Gangs and gang
wars had been a problem in his neighbor-
hood until the appearance of an arcade.
The games keep the kids off the street and
out of trouble, he says. The owner of a
pizza parlor in Westchester County tells
the audience that the games provide him
revenue for community involvement, such
as sponsorship of four or five softball
teams. A research professor from the
University of Illinois at Champagne-
Urbana comments on the transfer of game
skills, which he feels will help young and
old adjust to the computer age we’re now
entering. A Long Island school psychol-
ogist feels that the games can be a tool that
enhances communication between parents
and their children, and he’s wrtten a guide
to show parents how. And the list goes on
as the tape progresses.

Yes, the negative fears of some parents
are expressed and discussed, and yes, Don
Osborne, Atari vice president, is seen at
several points, offering calm, reasoned
arguments in rebuttal. But most often the
“real people” steal the show. While playing
the games and talking positively about
them, they are the industry’s best ammuni-
tion. And they are far more effective than
any impassioned speech, no matter how
well researched and delivered, could be.

In short, the CAP tape can be an
extremely effective public relations tool—
if it’s used.

“They (operators) haven’t got time to get
involved in any public relations,” said
Morris Piha, of Greater Southern in
Atlanta, when I called to ask him about
CAP. His comment looks coldly negative
in print, much more negative than the tone
in which it was voiced. Piha says that he
has shown the tape to several operators,
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when they have time, and he intends to
continue, but only one so far has asked to
make use of it. “Most don’t have the
facilities to use it,” he said, adding, “They
(Atari) are gonna have to get us some more
tapes.”

But Bill Curley, general manager of
Phillip Moss & Co., Des Moines, lowa, is
making copies of the Atari tape for opera-
tors in his area who request it. So is Rubin
Franco of Montgomery, Alabama. All,
however, echo Paul Pettigrew, Rowe
International in Phoenix, who admits,
“We really haven’t made use of it like we
should.” Pettigrew says he encourages
operators to borrow the tape,—“I’ll even
loan them my tape player and screen”—
but he adds, “we haven’t had any calls
lately.”

So Piha’s suggestion that Atari provide
additional copies of the tape seems a
bit much. Having been in the television
news business, I can assure you that in
producing the original tape Atari has
already spent a bundle. Sending a pro-
fessional video crew with a writer, pro-
ducer, narrator, and support personnel to
various locations around the country,
finding people, pro and con, who were
willing to appear on camera—that, and
more, was not a penny ante undertaking.
Making additional copies is a nominal
expense by comparison, an expense that
should be incurred by the distributors and
operators.

On the other hand, Atari’s expectations
of distributors may be a bit high. In CAP’s
supporting materials, Atari suggests that
each distributor apoint, within his own
organization, a public relations coordi-
nator who should:

1. Coordinate all requests from opera-
tors and community members regarding
the usage of the community awareness
video tape.

2. Maintain a schedule for the video
tape to ensure frequent and effective usage.

3. Monitor the effect of the Community
Awareness materials by insisting that the
feedback sheet be completed and returned
to Atari.

4. Respond to all media calls.

Depending on the size of the state and
the number of legislative problems that
occur, the tasks outlined by Atari could
take up a lot of time, ten to thirty hours a
week is my guess. I doubt that many dis-
tributors have that much time to devote to
the cause, as worthwhile and necessary as it
is. But isn't it time for someone to make
time for positive PR?

Some are. Don Hankinson, president of
the Georgia Amusement & Music Opera-
tors Association, and Les Schneider, the
association’s legal counsel, have success-
fully beaten back or softened several
restrictive legislative efforts that arose in
their state during the past two years. But
they, and others like them in other states,

—_—
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can't carry the ball forever.

Operators have been complaining for
some time that they need help. Well now,
with Atari’s CAP, with the Community
Relations Manual being produced by
ADMA, AMOA, and the AVMDA, and
with the work of aggressive state
associations like the GAMOA, a team
effort appears to be building and the tools
are now available. So what say you,
operators?

To be fair, I know that many of you have
been and still are involved in your com-
munities. Keep up the good work and
share your successes with me. Call me,
evenings, at 404/451-9548. I'll pass along
your experiences to other operators,
including the “how to” in this column. I’ll

be discussing some nitty gritty practical
PR matters like how and when to write a
press release, and who to send it to. What
facts should you have at your fingertips
when answering calls from the media?
What are some of the pitfalls to avoid when
running a Game-A-Thon for a local
charity? These and other matters I'll throw
out for your perusal, but I need your help.
and please don’t assume that I've already
heard about this or that promotion oridea.
Call anyway.

In the next edition of this column, I'll be
discussing, step by step, how to run a
charity Game-A-Thon. Thanks to Mike
Myahl, proprietor of Anniston, Alabama’s
“Magic Mountain,” who believes in
sharing.

O/IN
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JK Flip-Flops

pyrighted and owned by Kurz Kasch
d Play Meter magazine. This material

. LOGIE DESIGN GOURSE

Lesson Nine

/.

Editor’s Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, de-

signed specifically for the coin-operated amusementindustry. This course is co
of Dayton, Ohio and its reprinting is being sponsored jointly by Kurz Kasch an

is authorized for publication exclusively in Play Meter magazine.

Lesson Nine, JK Flip-Flop. The most popular of the memory
elements is the JK flip-flop. Many of the shortcomings of the
other types of memory elements are avoided by using this type
of flip-flop. Tne logic circuit designer will probably use the
JK more than any other type of memory element.

JK MASTER-SLAVE FLIP-FLOP:

Perhaps the most versatile master-slave memory is the
JK flip-flop. The JK is identical to the R/S master-slave
except that the Q output is connected to a third input on gate
seven and the Q output to a third input on gate eight (fig. 9-1).

Master Slave

Fig. 9-1. The basic configuration of a JK flip-flop. The out-
puts are reconnected to the inputs.

Let us assume that both the | and the K inputs are at logic
1 and the flip-flop is in the one state (Q =1, Q = 0). When the
leading edge of the clock pulse arrives, the output of gate
seven will present a logic 1 output to gate five. Gate eight
will present a logic zero output to gate six. Therefore, the
master flip-flop goes into the zero state while the slave is
isolated in the one state. The trailing edge of the clock pulse
isolates the master from its inputs and permits the slave to go
to the zero siate.

Input at t, Output at t,+4

J K Q a
0 Qatt, | Qatty
I 0 I

I 0 1 o

I I C_l at tp Q at t

Table 9-1. The truth table for a JK flip-flop. The student
should notice that outputs are defined for every input.

In general, the JK will toggle if both inputs are at logic 1.
If the ] input is logic 1 and K input is logic zero, the flip-flop
will go to the one state on the trailing edge of the clock pulse.
If the ] input is logic zero and the K input is logic 1, the
flip-flop will go to the zero state. If both inputs are logic
zero, the clock pulse will not cause any transition in the
flip-flop (see truth table 9-1).

JK flip-flops provide all the advantages of an M-S device
while avoiding the possibility of any indeterminate states. In
addition, IC-JK flip-flops have a separate RESET input. When
a logic zero is applied to RESET, the flip-flop will be driven
to the zero state, regardless of the | and K input condition.
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THE FOOSBALL “SURVIVOR” g
[

NOW DISTRIBUTED BY FRANK “THE CRANK”

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 anywhere.

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. A Tornado Table will easily
last 5 years.

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.

ALPHA-OMEGA
SALES CO.

Contact: Frank “The Crank” Seninsky
3 Coral Street ® Edison,NJ 08837 e 201/738-1800

or
Ed McCloud

N ti TORNADO
bl eneralion  TABLE SOCCER

5204 Airport Freeway Hwy. 121

T_I(_)}t“na((::lo Tla:blhe S(l))ccer, Inc. announces that Frank Fort Worth, TX 76117
“The Crank” has been made their vice president of . -
engineering and exclusive northeast distributor. Phone: 817/831 2251
Frank will also coordinate the Association of
College Unions International Reception Foosball
Tournament planned for spring 1983.

“This unique soccer machine offers many unique
features never seen before by this industry,” said
Ed Mc Cloud, president of Tornado, “Our ball trap,
which rotates 180 degrees, assures the operator
protection by dispensing only nine balls.”

Elimination of needless ball ramps, elimination of
glass on the playfield, and the quality wood used in
the durable cabinet construction make down time
and replacement parts “ a thing of the past,” said
Tornado product literature.

“A durable soccer machine which stands on the
operator’s route with minute maintenance is now

available,” said McCloud. “Survivor truly stands o .
tis o erit® : n Coin Operated ....... $795
Frank says, “This is the best made foosball table; Free Play ............. $645

I wouldn’t recommend it otherwise.

PLAY METER, June 15, 1982

65



BREADBOARD PROJECT: JK Flip-Flop

| Direct reset

Ly

R
Clock !

= Direct set

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 S; and S3, 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.

4. Note the condition of the Q and Q outputs and apply a clock pulse by momentarily
switching Sz to logic 1 and then returning it to logic zero. As long as the J and K
inputs are at logic zero, the clock pulse should not change the outputs. This
corresponds to the first row of the truth table.

Truth Table

Input at t, Output at t,, ,
J K Q Q
[} 0 Qatty [Qatty

Qat 1y | Qat iy

5. Switch Sy to logic 1 and enter the input statement on row two of the truth table.

6. Apply a clock pulse as above. Enter the condition of the Q and Q outputs in row two
of the truth table.

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

8. Apply a clock pulse as above. 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. When J and K are at logic 1, the tlip-flop will toggle,
that is, the last state of Q will be the new state of Q, and the last state of Q will
be the new state of Q. Since the JK Flip-Flop can be toggled, the clock input is
sometimes called the toggle input.

11. Switch S» to logic 1. Observe the output as the DIRECT SET and DIRECT RESET
are alternately disconnected from +V and connected to ground.

PROGRAMMED TEST NO. 9: JK Flip-Flop

INSTRUCTIONS : The purpose of this test is to guide you step-by-step thru actual circuit design problems.
Also, many of these tests will provide you with additional design technique. Most important, these tests will provide
you with a gauge to establish your degree of understanding of the material covered in the text. The test is programmed.
Start at block one and then follow the numbered instruction associated with your answer,

]

The J/K flip-tlop is:

a. A Master-Slave type

flip-flop GO TO BLOCK 10
b. An output triggered
flip-flop GO TO BLOCK 6

2

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 4.

3

YOU ARE CORRECT!

Which flip-flops use one of their own outputs for one of its
inputs?

GO TO BLOCK 4

4

The two types of flip-flops which use one of their own out-
puts for one of its inputs are:

66

1) Type D Flip-Flop
2) J/K Flip-Flop

The purpose of the Master-Slave type arrangement in flip-
flops is to:

a. Prevent more than one
output combination per
clock pulse

b. Increase the switching
speed of the flip-flop

GO TO BLOCK 9

GO TO BLOCK 2

5

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 14.

6

YOU ARE INCORRECT!
Refer to the text then return to BLOCK 1.

7

YOU ARE INCORRECT!
PLAY METER, June 15, 1982



Refer to the text then return to BLOCK 12.

8

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 19.
YOU ARE CORRECT!
You have completed the test for lesson nine. However,

before going on you should review any area in this lesson
you do not fully understand.

10

YOU ARE CORRECT!
How many indeterminate states are there in a J/K flip-flop?

a. Two GO TO BLOCK 11
b. None GO TO BLOCK 19

11

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 10.
YOU ARE CORRECT!

The most simple flip-flop is the:

GO TO BLOCK 7
GO TO BLOCK 14

a. Type D flip-flop
b. R/S flip-flop

13

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 15.

14

YOU ARE CORRECT!

Functionally, the major difference between a R/S Master-
Slave flip-flop and a J/K flip-flop is:

a. No indeterminate states
with the J/K flip-flop
while the R/S Master-
Slave flip-flop does.

b. The output of the R/S
Master-Slave flip-flop
does not change when

GO TO BLOCK 15

the clock pulse goes to

zero while the J/K does. GO TO BLOCK 5

YOU ARE CORRECT!
Which flip-flops can be used as toggles?
a. The Type D flip-flop and
the J/K flip flop.

b. The R/S flip-flop and the
R/S Master-Slave flip-flop.

GO TO BLOCK 3

GO TO BLOCK 13

16

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 17.

17

YOU ARE CORRECT!

On IC/JK flip-flops, the RESET input will cause the output
to be driven to the zero state when:

a. The input to J is one and
K is zero.
b. Regardless of the input.

GO TO BLOCK 16
GO TO BLOCK 12

18

YOU ARE INCORRECT!

Refer to the text then return to BLOCK 20.

19

YOU ARE CORRECT!

When both inputs to the J/K flip-flop are one and the clock
pulse cycle is complete:

GO TO BLOCK 8
GO TO BLOCK 20

a. Q will always be one
b. The outputs will ‘“‘toggle’’

20

YOU ARE CORRECT!

If both inputs of the J/K flip-flop are zero and a cycle is
complete:

GO TO BLOCK 18
GO TO BLOCK 17

a. The output will toggle
b.  The output will not change

Play Meter serves the industry twice monthly with twice as much.
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FRANK'S

By
Frank
Seninsky

Let's Dig into
a new Atari game

esults are in on Penn-Ray and
Wico joysticks/ Dig Dug on
review/Zaxxon control handle

problem/ Hyperball switches labeled
wrong.

Atari’s Dig Dug

Atari has built another good to good-
plus game with Dig-Dug. There is not
much to report on as far as improvements
are concerned. The cabinet, control panel,
monitor, and component layout are the
same as their last model, Space Duel, and
Centipede before that.

There are, however, some minor
changes that deserve mention:

1. A metal toggle switch replaces the
“cheap” plastic on/ off switch in the back of
the game. The old switch was easily broken
off.

2. To compensate for the additional
cost of this metal on/off switch (about
50¢), Atari has eliminated the slam switch
and the key hook onthe coin door. Thanks
Atari! (Part of the credit should also go to
Coin Acceptors Co. for not includingan 85
cents slam switch and four cents key hook
on their new coin doors.) Please put the
slam switch and key hook back. The only
protection a video game has against abuse
is its slam switch. Dig Dug naturally failed
the “Crank’s Coin Door Kick Test.” This
test released my frustrations, and at the
same time put up free credits. Each kick on
Dig Dug resulted in a free game.

3. To further compensate for the added
cost of the metal on/ off switch, the safety
power interlock switch on the back door—
a one dollar item—has been omitted. This
isn’t too bad from an operator’s stand-
point, since most operators disconnect or
reposition the interlock switch anyway.
The interlock switch disconnects the 110
AC when the back door is opened slightly
—in all fairness, Atari back doors are
among the best in the industry—or when
the back door warps or vibrates loose.

4. Wheels are now located on the back
bottom of the cabinet so a thief no longer
has to “invest” in a hand truck to wheel

Atari’s Dig Dug

Sega/ Gremlin’s Zaxxon

Atari games off location. Just tip the game
back and merrily wheel it away. Having
wheels on the back of a video is like leaving
your keys in your car’s ignition with the
windows open.

5. Concerning keys, my C440A Rowe
key easily opened the back door lock on
Dig Dug. Doesn’t a game deserve a better
door lock?

6. The display marquee is solid but can
still be removed by a “marquee collector.”
Allen screws secure the top and bottom
marquee moldings to the cabinet frame.
Any small regular screw driver can easily
be used to remove these allen screws. Not
to put all the blame on Atari (Their
Tempest embossed marquee was the best
yet—why ws it discontinued?) because
most manufacturers neglect to foresee that
it may be in the operator’s best interest to
order future video games without the
marquee.

Atari has used cross-hair blade switches
on the control panel joystick switches.
These switches have been working satis-
factorily and are self-cleaning. The joystick
is made by Wico and has held up well.
There are no operational problems with
Dig Dug, and in general, the game is well
constructed, as is to be expected of an
Atari product.

Due to the minor omissions listed above,
Dig Dug gets a 8.9 rating, out of 10.

Penn-Ray joystick

The Penn-Ray 8-position metal joy-
stick was tested for one week on a Berzerk.
The metal shaft wore down from a 3/8”
diameter to less than 1/4” diameter as it
banged into the top metal cover plate hole.
The top cover plate hole was increased
from 5/8” to 15/16”. The four blade
switches were crunched and all were found
in the normally closed position. (All four
are supposed to be in the normally open
position.) The bottom plate had a 5/8” D
by 1/4” long cylinder peened into the plate
hole. This cylinder came loose and the joy-
stick shaft could then move back and forth
in the vertical direction as much as 1/4”. In
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conclusion I say that this joystick control
must be redesigned. I would not recom-
mend using it. I rate it, after testing,a 1 out
of 10.

In a similar test, a new Wico 8-position
beefed-up joystick was tested on a Berzerk,
and after three weeks, showed no signs of
wear. The joystick shaft is 7/16” in diam-
eter and doesn’t wear against the top
plastic cover plate. A hard plastic bushing,
located at the bottom end of the shaft,
stops the shaft in all horizontal directions
as this bottom bushing hits against the
bottom plastic plate. Williams is using two
of these joysticks on its new Robotron
game. The blade switches are snapped into
the bracket and are held securely. The only
problem I see is that it is possible to break
off the switch holding brackets when
removing and replacing a blade switch
assembly. I rate it, after testing, a 9 out of
10.

Zaxxon control handle

After testing Zaxxon for two weeks
and having just received ten more Zaxxons
that have the same probjem, I find it safe to
say that a problem surely exists. The 1/2”
long bolt (3/16” D) that holds the control
handle to the shaft only goes through one
side of the control handle. This screw easily
vibrates loose and, subsequently, the
handle will pull off. Sega/Gremlin is aware
of the problem but hasn’t offered a retro-fit
kit as of yet. The easiest solution is to drilla
1/4” D hole all the way through the handle,
and shaft, and put in a carriage bolt with
two nuts on the end.

There is another problem which you will
encounter. There are three wires that run
through the center of the shaft. These wires
must be replaced with very thin wire
because even if you put a 1/4” D bolt
through the shaft, there won’t be much
room for the three wires to pass around the
bolt shank. Also make sure that the shank
of the bolt is smooth so the insulation of the
wires touching the bolt won’t wear away
from the vibration. A simpler solution s to
get a hose clamp and place it around the
handle over the head of the Sega bolt. If the
claim remains, (isn’t taken) the screw can’t
vibrate loose.

Hyperball switch setting

In case your Hyperballisn’t doing very
well, part of the problem may be that the
liberal and conservative switch settings are
labeled incorrectly. Williams has issued a
service bulletin (I haven’t seen it because
only distributors see these bulletins)
reportedly stating that most, if not all, of
the switch labels are reversed. Liberal is
really conservative, and conservative is
really liberal.

In upcoming reviews, Williams’
Robotron, Bally’s Mr. & Mrs. Pac-Man,
and Pacific Novelty’s Thief will be
examined. I'm also testing the Bugtrap
Logic Comparator.

l
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COIN OF

VANTAGE

By
Paul
Thiele

Bally’s Vector
is son of 8-Ball Deluxe

pinball would earn substantially more
money than a used one, they probably
would buy more new pinballs.

I feel a great sense of missing the boat
because I didn’t buy a Bally 8- Ball Deluxe
(8BD), and in Los Angeles you just can’t
find one of them for sale used.

However, I feel glad about buying two
superior used games recently—Stern’s
Freefall and Flight 2000—that have been
earning as much as I could expect from any
pinball. In other words, their incomes have
approached some of my best videos.

The main reason operators don’t buy
many new pins anymore is that they cost
too much when measured against the
earning capability of video games. Pin
operators might hate to admit it, but a new
video priced at $500 more than a new pinis
a better investment all the way around.

Never mind that a video probably costs
about half as much as a pinball to manu-
facture. A hit video will out earn a hit pin,
and will usually have a longer life at the
same location. It is quite clear that the
manufacturers realize this, lading to the
seemingly excessive price of new videos.

Prices for new pins are on the rise, too,
and this is where an operator might be well
advised to draw the financial line.

Since the entrenchment of video games
in the amusement industry, some distribu-
tors don’t order pins they believe will not
be popular. For example, no Los Angeles
distributor has ever put a Game Plan Mike
Bossy pin on its showroom floor.

If you followed the 1981-82 L.A. Kings

Mah

I f operators could be sure a brand-new

The Henry W. Malli & Co. Inc.

257 Park Ave. South
New York, NY 10010
(212) 475-4960

Call TollFree: (800) 223-6468
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hockey team during the regular season,
you’d understand the lack of interest in a
hockey-theme pinball in Southern Cali-
fornia.

So when a truly superior pin comes
around (like 8 BD), the operator is faced
with a question: To spend, or not to spend?

Such is the case with Bally’s pin, Victor.
This game could well be the next 8§ BD,
mainly because Vector recalls the formula
used in 8 BD: good graphics, well-designed
playfield, and play-related speech.

But Vecror has even more. It has a split-
level playfield, multi-ball play, and it intro-
duces a “Flip-o-Meter” flip timer feature,
(a digital display in the playfield) which has
been a long time in coming. The player
with the fastest flip speed (the time between
actuating the Vectorscan ramp gate and a
rollover near the upper saucer) is awarded
a special.

Meanwhile, the game’s speech compli-
ments and informs the player during the
game.

The operator who buys this game should
watch out for the customarily sluggish
flippers typical of recent pins shipped by
Bally. Sometimes the company overlooks
the adjustment of the flipper end-of-stroke
(and thumper bumper) switches before the
games are released.

This trend began even before the intro-
duction of Bally’s 1980s-style flipper
assembly. Another adjustment operators
may want to make on the new flipper is
tightening the return spring for a snappier
downstroke.

Bally’s reasons for retooling its flippers

remain unexplained, except to do away
with the bakelite link and the former
plunger and pawl. The new flipper is not
noticeably better, and Bally might have put
its efforts and capital to better use inanera
when “retooling” is becoming a cuss word.
But in all fairness, if the new unit is pro-
perly adjusted and maintained, it works
just fine.

One traditional weakness on Bally
flipper assemblies is being corrected on
Vector. The brittle Phillips machine screws
that fasten the coil stop to the mounting
bracket have been replaced by longer hex-
head machine screws. The old screws often
sheared off, and you had to remove the
flipper assembly from the playfield to twist
out the screw from the other side of the
mounting bracket. Let’s hope this is the
screw that pin mechanics have been
waiting for.

Vector brings to mind a trivial question
I've had since the introduction of talking
pinballs: Do talking games sent to foreign
countries talk in those countries’ languages?

I ask because when your game is over on
Vector, it says, “Hit the showers!” I
wonder if the games sent to Canada, when
the last ball drains, say, “Hose off, eh!”

On pressing the credit button on Vector,
the game’s deep voice announces, “I am a
P-A-C...,” which might mean that it’s the
actual voice of “Mr. Pac-Man.” If not, it
could be a trick by Bally to get the Vector
player to subliminally think of Pac-Man.

Such unscrupulousness by Bally in the
future to get players to spend more money
would be greatly appreciated.

Billiard Cloth

Style 820 —Plain, Style 920—Backed

Fabrics developed specifically for
coin-operated tables.
Available through your distributor.

Write or call for color card.
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CRITIC'S
CORNER

By
Roger C.
Sharpe

...And now for
something entirely different

suppose the time has come, for some
I obvious reasons, to relate a story I

have recounted every now and then
about my first meeting with Ralph Lally at
a New York State coin-machine show in
Stevensville, New York, back in 1975. I
remember being taken aside by Ralph after
a few games of pinball in the resort’s game
room and our walking to an empty spot in
one of the dining rooms to talk. Ralph had
an idea about starting a column in Play
Meter, which would review games as they
came into the marketplace.

Admittedly, the thrust of the conversa-
tion revolved around pinball, since it was
the main attraction at the time and one I
had become very close to, given my travel-
ing and then ongoing work with my book.
It was an interesting discussion and what
comes to mind was the observation I had to
offer Ralph about my feelings regarding
the validity of such an endeavor.

Although I was relatively new to the
business, I did have my impressions and
opinions which had quickly formed as I
came into increased contact with industry
members. And one of the observations I
told Ralph was my surprise every time I
visited a distributor who was selling equip-
ment to an operator. I could never believe
how blast the transactions always were
even though thousands of dollars were
being exchanged.

There were businessmen making a pur-
chase, an investment in an item they hoped
would bring a rapid and profitable return,
and they hardly ever blinked an eye or
really took a close look at what they were
getting and whether it was the right piece
for their location.

I felt that somehow there was a need for
more give and take, more questions to be
asked and more answers to justify the deal.
I often reasoned that if those same men
were going to a department store to pick
out a washer or a television set, they would
scrutinize every detail before committing
themselves to one particular model. And
there they were just getting anything they
could or what the distributor had on the
floor at the time.

So Ralph’s proposition looked good to
me. I hoped that maybe I could have an
impact on manufacturers, distributors,
and operators and possibly heighten their
sensitivity and understand about the pro-
ducts that kept them in business. Maybe
there would be a chance to provide a
service in the form of observations and
analyses of games as they become available,
and eliminate some of the guesswork as to
which games showed more promise than
others and why they might be more attrac-
tive to players. It seemed to be a void no
one else had ever tried to fill before, and I
was willing to take the opportunity and
give it my best shot.

One of the things which Ralph hadn’t
bargained for was my inclusion of a
ratings system, and for those who weren’t
around at the time, the reaction was pretty
heated to say the least. But Ralph stuck
with me and the column and now, over six
and a half years later, I'm still churning out
the games (over 200 at last count) and am
ready to embark on a new direction with
the addition of video games, and even all
machines for that matter, that seem to be
viable for today’s market.

It’s going to be a matter of adjustment
for me since doing only pinball for so long
has made the task of reviewing them an
almost standard routine. But I don’t want
any of you to think that over the years I've
ignored video. I haven’t and have played
my share of machines while learning to
adapt to the ever-present changes inherent
in the art. I do have my opinions about the
video craze and the state of the equipment
presently available, which I'll be delving
into as the months pass, but for now it’s
probably time to see what’s around and
how they stack up given the current
playing public and what they’re looking for
for their money.

One final point before I begin is a
refresher course concerning the ratings and
what they mean. Games can get anywhere
from a # to a ####, which very simply trans-
lates into a poor, fair, good, or excellent
game, depending upon many different
factors and a great deal of subjectivity.

Ideally the ratings are an indication of
how well a particular company is evolving
in terms of its equipment; although I
know that many of you tend to see the
ratings as games from one company
against games from another. That’s not the
intent even though I can see how the
ratings game can be seen in this manner. So
Il make a revision and say that there is a
little bit of overlap, but that the ratings,
that final tally, should never be taken as the
final evaluation. Rather, look at the break-
downs to understand a given model and
what it offers or doesn’t offer and the
rationale as to why the reaction is what it
is.

In any case, the ends never totally justify
the means in this space, and you should
never feel that your job has been done for
you, because it hasn’t.

What the “Corner” is here for is to raise
your level of awareness about a specific
game and offer tips and directions as to
what the features are and what you should
be looking at when you’re evaluating
games for your location. It’s an aid, not the
sole source, and hopefully will get you to
realize better what’s being produced and
why, as well as whether the game is right
for you. Just because a given game isn’t a
hit for one place, doesn’t mean that it can’t
be for another. Players are different all
over and have their own tastes and pre-
ferences. Your task is to understand your
customers’ needs and what they will play
versus what you think and hope they’ll
play.

It is an extra step that makes the differ-
ence between a successful business and one
that has gone beyond to the next plateau.
In this day and age, it’s probably more
important than ever before, and what I
hope is that the writings in this space will
be taken in the spirit by which they are
given. With this said, let’s get on with the
show and see if I can handle the load of
a multidimensional industry offering a
potpourri of models and versions that are
enough to give anyone nightmares, except
maybe for this lone game fanatic who is
evolving along with a changing and

e e
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growing business, trying to stay in step or
possibly even a bitahead. We'll see how the
transition goes.

Williams’ Hyperball and Bally’s Rapid Fire

What better way to begin the new
generation of “Critic’s Corner” than with a
departure from what has been the normal
format over the years. Here we have two
products which are a microcosm of the
industry in many ways and also, as of this
writing, the subjects of much controversy
and legal manuevering as to infringement
of design. But the fact remains that the
creative impetus of Steve Ritchie has once
again struck to alter the face of the coin-
machine industry with a new category of
game that is neither a pinball machine nor
video game.

Should we call this new effort a ‘trig-vid’
or some other hybrid name, or just state
that it is a gun game, with all due acknowl-
edgement to J.F. Frantz who kept the
notion alive. Whatever the ultimate
response and success of the format, let it be
accepted that Williams was the first to
venture into the new direction when they
unveiled Hyperball at the AMOA last fall,
however, with that recognition aside, the
games must stand on their own merits and
whether the playing public is ready for the
challenge that awaits.

PLAYFIELDS: On the surface, to the
player, both models provide a very similar

board layout with a gun mechanism at the
bottom of the field and targets on the sides
and at the top. Hyperball features an
alphabetic array of holes and targets
missing only the letters Q, X and Z, with
seven holes on either side and nine ‘targets’
at the top of the board. Rapid Fire, mean-
while, features four holes on either side,
complete with ornate silver coverings, and
six targets F-R-E-N-Z-Y at the top of the
field. Both games provide dual trigger guns
for shooting out balls onto the field, while
Hyperball has a Z Bomb button to elimi-
nate all enemies on the field at any given
time, and Rapid Fire one-ups this with two
buttons—a panic button to destroy all
attackers, and a laser cannon to wipe out
invaders when the going gets too close for
comfort.

ANALYSIS: Williams has a great little
booklet given out at the recent AOE show
that’s must reading for everyone. Called
“Hyper-Tactics” it details the strategy
behind the play of the game and what all
the features mean such as “playing by the
letters” and how to maximize shots to
increase score and protect the center field
“Energy Center.”

Basically the board on Hyperball is a
series of lightning bolts which must be hit
on the sides before they begin their ascent
up to the top and then down on the field
toward the “energy center.”

Rapid Fire approaches the play by a

more personalized treatment of lit warriors
and two space ships at mid-field and incor-
ortes a force field feature as well as the
challenge of spelling out F-R-E-N-Z-Y at
the top of the board. There’s more to both,
but space and the complexity of spelling
everything out would only cloud the issue
of the games themselves; so you'll have to
get a closer, firsthand look yourself.
GRAPHICS: Hyperball is a blaze of red
and black, with good sound effects and an
on board digital display for directions and
scoring accomplishments, as well as telling
players how many waves have been com-
pleted, signally a special reflex wave for
increased values and lastly a place to have
players enter their initials when they’ve
managed a high point total.

Rapid Fire brings to light a new Bally
cabinet design and some strong graphics as
well as sound effects for a total package
that is truly attention getting.

PROS & CONS: Whichever game seems
to be the better one is a moot point to this
writer only because it is the format of play
they both offer that is really the issue. The
nuances are really very subjective as to
which fires more balls more rapidly or
whether either has gotten the act together
mechanically for long duration reliability
over time. What is more important and the
ultimate telling sign will be the reaction by
players to what I see as being a more inter-
active form of video rather than an evolu-
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tionary stage for pinball.

Just because balls are used doesn’t mean
they fall into the latter category. For me,
personally, the problem is that I've never
really been into “gun games” although
there are moments I've experienced
playing both that were more than satisfy-
ing. The issue will, however, be whether the
games fare well outside of the traditional
arcade locations and can make that transi-
tion to the street operator.

Also, the reaction to both will tend to
shape whether we will see more efforts
along these lines, or chalk them up to
singular achievements that didn’t hit at the
right time. My impression is that there is a
market for both, admittedly specialized at
this stage, but that the games provide an
alternative form of action and entertain-
ment that the industry sorely needs.

Only time will tell how strong the
demand will be and whether the format
will find a niche for itself. An important
consideration is positioning, which I can’t
emphasize too strongly. Either or both
games can’t simply be put in a lineup of
pinball machines and be expected to stand
out on their own. They need a special place
in any location that calls attention to the
fact that the medium is different than
anything else and deserves a spot by itself
to get that point across.

RATING: Regardless of the parallels in
design or even basic theme on the surface,
or even the differences both manufacturers
will hype in the coming weeks and months,
both games deserve the attention by being
a departure from the norm and an attempt
to bridge another plateau in game design.
For these reasons alone, both get a ####.

Taito’s Alpine Ski

Even though it’s getting close to
summer, Taito looks to give players a
sporting chance with a very realistic effort
that might seem more suitable for a home
computer game cartridge rather than the
conventional arcade models we've all
become so used to.
PLAY: With a joystick control and accel-
erator button, Alpine Ski offers three
games in one. The action begins with a
chair lift carrying the skier to the top of the
slopes and the first challenge of the down-
hill course, with players having to maneu-
ver around snow mobilers, other skiers,
trees, woods, and even icy ponds. If this
portion of play is completed, it’s on to a
slalom race with players having to guide
themselves around the flags in order to
gain points and earn the chance for the
final phase—the ski jump—before the play
is repeated.
ANALYSIS: The play is extremely faith-
ful to its original inspiration and definitely
isn’t for those accustomed to the bunny
slopes. But what Alpine Skidoes provide is
some good reflex and skill control in
getting through the courses and the
obstacles that appear on the screen. The
challenge is to score points by directing the
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skier around and over the obstacles on the
screen and not to fall down, which takes
away valuable time since the game is time-
based, with increments added at specific
scoring limits. So the player is vying
against time to increase it and also attain
the highest possible score he can.
GRAPHICS: Visually, the game is great
and really a measure of what can be done if
a company feels the need to give the players
a4 more attractive and realistic package.
But Alpine Ski is really in the class of
Mattel’s Intellivision cartridge of the same
sport, which is a compliment to what both
have achieved. Add to this some good
sound effects and it’s all there for the
taking.

PROS & CONS: On first look, the thing
that came to my mind was the traditional
seasonal barriers that often plague sports-
inspired coin machines, but Alpine Ski
may be able to buck this trend just because
it is different from what is predominantly
being offered today in terms of video.
There’s also the other intangible factor that
we have a game which isn’t out to ravage
civilization or destroy everything and
anything on the screen.

It’s a refreshing change of pace from the
-proliferation of violence and should appeal
to that elusive female audience as well as
those males who want to try their skill in a
very realistic, three-dimensional setting.
And, if nothing else, this is one game that
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should create its own timeless market in
any and all ski lodges around the world,
where sometimes the action of the real
slopes tends to sway some enthusiasts to
the fires and warm drinks of what are often
very social meeting grounds.

RATING: All in all a good game which
will survive on the appeal of the sport and
coin-machine player’s affinity to bridge
reality with fantasy. Let’s give it a ### for
effort.

Gottlieb’s Devil’s Dare

The follow-up to Black Hole and
Haunted House doesn’t bring with it an
inverted playfield or any other visible
gimmick to get its point across. Rather, it’s
a totally integrated package that features a
well-balanced, fully-packed playfield
that’s a pure pinball machine, pure and
simple.
PLAYFIELD: The action begins with the
ball entering at the top right where there is
a lone flipper and three, higher-up drop
targets. Move over to the left, and there are
four spot targets. Three thumper bumpers
fill in the middle, with a spinner at the right
and a slingshot just below for more up and
down action.

Farther down on the right are four more
spot targets which can mean the possibility
of an extra ball, while the middle of the
board features a bank of five drop targets
and anentry to the right of this that propels

the ball around and behind the targets to
the left side of the field. At the left is a free-
standing bank of five more drop targets as
well as an extreme kick-out hole for
potentially locking a ball for multi-ball
play, while just above is a spinner into
another area for a potential lockup. Also
at the left, farther down the board, are two
more spot targets (blue) and a bottom that
features a double lane entry down to the
flippers as well as Gottlieb’s ball save
feature on the left side.

ANALYSIS: By just looking at the board
and not getting into the game, you run the
risk of prejudging what is truly an excellent
machine. Not only are all the features tied
into one another, but something that pin-
ball hasnt done often enough is the
inclusion here of some good lateral move-
ment with that center roll around, that
conjures up the image of Williams’ill-fated
Algar and a top left spinner that might
have been nothing special except that
someone felt strongly enough about basic
game play to have the ball kicker out, up
and over to the top of the board, rather
than just out and down toward the flippers.
It’s a subtle touch, but a great one.

As for the features, of which there are
many, finishing any bank of stand-up or
drop targets will activate that lower left
ball save while the center bank completed
activates that lower left kick-out hole for
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locking up a ball as well as earning 2X
values.

Finish the other drop target bank, and
that top left spinner is lit for the beginning
of three-ball multi-ball play, which has an
added twist of a multi-mode timer that
adds up units of time for however long a
player can keep in multi-ball play with the
final reward being an extended multi-ball
play extra ball for getting over 50 (for two-
ball) or 75 (for three-ball). Although the
game is primarily geared to three-ball
multi-ball, those blue targets at the left can
mean the lighting of the outside lanes down
to the flipper for a chance at ‘instant’ two-
ball multi-ball play.

The design is balanced with an ample
number of long shots from right to left and
left to right as well as the enticement of
those center targets and some equally as
satisfying reverse to all points of the board.
GRAPHICS: Devil’s Dare brings some
bright colors and an ominous face of a
maniacal horned creature that seems to
leer out and challenge those who pass. Add
to this some good speech and sound effects
and the game carries it off on all levels.
PLAY: What can I say? Here is Gottlieb’s
first seven-digit effort, and the result is
pure pleasure for repeat play and that ever-
present challenge of the phantom wizard
whose score flashes out begging to be
topped. And, gratefully, the game poten-

tial, in terms of points, doesn’t abuse the
addition of the extra digit and high scores
should top out at around the two to four

million barrier, well within reach of those |
who like to think that they can get just a bit |

closer with each succeeding game. For
limits you might want to try, for extra ball
areas, a 600,000 start followed by
1,200,000 points. In free play areas, these
levels should withstand an increase of
about 200,000 to 400,000 points.

PROS & CONS: Even though there have
been lean times, over the years Gottlieb has
been revered by players for their integrity
of design, highlighted by smooth action
and well-placed features. Well, for me and
others I have talked to, Devil’s Dare might
just be one of the all-time standouts for this
company in terms of pure excitement and
balance throughout the board, with
features neatly tying into one another in
perfect harmony. In fact, there’s something
for everyone and every level of player from
the novice to the skilled pinballer looking
for that test of skill.

Unfortunately, at any other point in
time, the game would get the attention and
recognition for what it is—a strong, solid
effort. However, the fear is that the

" subtleties will be lost to those not willing or

understanding enough to sense the
potential playing power of the game and
the fact that it should prove to be good,

steady earner over the long haul, without
the apparent frills that would ordinarily set
it apart.

RATING: For the seventh digit and an
enduring quality that keeps the game
forever enjoyable to play and satisfying as
well, a well deserved ####.

Well, that’s the first new “Corner”; and,
as always, I'm open to your feedback and
reactions to what I am doing or should be
doing to give you more of what you want.
In upcoming issues there will be spotlights
on the hybrid efforts of Gottlieb and Bally
which are now beginning to hit the streets
as well as a look at how Stern has changed
the complexion of pinball with their novel
Orbitor I and more on video and how it too
is undergoing some change in direction as
witnessed by such games as Taito’s new
Wild Western and Atari and Bally’s similar
make-your-own-maze games and more
and more.

The action is obviously heating up for
the coin machine business, not only in
terms of legal decisions around the country,
but also in game design such as Williams’
Robotron 2084 or Konami’s Tut and even
the likes of a Zaxxon with its three-
dimensional effect. So stay tuned and I'll
try to keep you in on the action as it
happens. Until next time, be well and
prosper.

- STAND.;
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Shooting down trouble
IS easler

Atari has introduced a new programmable
test station, the PAT 9000. The system
offers features which allow easier trouble-
shooting procedures for faulty logic
boards.

The system was specially designed to
allow more ease in testing the operation of
an Atari coin-operated video game by
enabling the technician to remove the
printed circuit board from the cabinet and
then test the board.

The PAT 9000 is capable of testing more
than just the main logic board on both
color QuadraScan and color Rastar
systems. The audio amplifiers and voltage
regulators on the regulator/audio boards
can be powered up and tested with the
main logic board. Trak Ball steering
boards can also be tested with or without
the mechanical Trak Ball unit itself.

Special features include dual logic board
testing, which allows the technician to
compare the signals of a suspected faulty
board with those of a known good board,
without the bother of constantly swapping
boards. This is particularly useful with
today’s signature analysis troubleshooting
techniques.

Additionally, it will store pulses appear-
ing on the game RESET trace, which is lit
up by an LED display, indicating if the
RESET trace has been pulsed. This affords
the technician freedom to come and go
during the actual testing cycle.

The system allows the greatest amount
of technician maneuverability with a fea-
ture that allows a stream of pulse to be sent
along a switch input automatically, thus
allowing the technician to manipulate the
logic board with his free hand.

Service and adjustment of the PA T 9000
is easy due to the modular nature and ease
of access to the internal components.
Double protection is provided on the game
power circuits by an electronic trip circuit
with a fuse backup.
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The excitement and adventure of the Old
West becomes today’s reality with Taito
America’s newest video game, Wild
Western.

The scene is complete with good guys
and bad guys, horseback shootouts, and an
attempted train robbery, including the
sounds of gunshots, a train whistle, and
Western background music.

Wild Western offers the player a real
wild West shootout, testing his skills as
sheriff to conquer the outlaws. The action
never ceases. If one band of outlaws is
eliminated, another gang appears from
behind the moving locomotive train ready
to get the sheriff.

The player is the sheriff (on horseback
and in white, of course) and has three
sheriffs (adjustable) per game. The player
can’t shoot over the train, but he can slow
down and shoot at the bandits from behind
the train or gallop fast enough to get ahead
and shoot from over his shoulder. Both
bandits and the sheriff can cross over the
tracks for a closer shootout, but must
watch out for ricocheting bullets.

A player can maneuver the sheriff with
the joystick in eight directions and position
his revolver to fire in eight directions. The
sheriff falls if he is shot by one of the out-
laws (The sheriff must dodge the steady
stream of bullets.), or if he rides recklessly
into a cactus, rock, the train, or the fort.
He’ll also lose his turn if he rides off the
bridge into the water.

If one of the bandits jumps on top of the
train, the player can jump on the train too
in order to have a face-to-face shootout.
But, if the train passes the water tower, the
player must quickly push a buttom so his
sheriff lies down on top of the train or else
he’ll be thrown from the train. When the
sheriff’s horse gallops near the train, the
player can jump back in the saddle again.

If the player wipes out a bank of outlaws,
he has a chance to practice his aim. The
player’s horse tosses a silver dollar into the
air and the player has one try to shoot it for
double the bonus points. If the player
misses, the horse laughs. A total of 50,000
(adjustable) points earns the player
another sheriff.

The game is over if three bandits jump
on top of the train at once or if the sheriff is
knocked off his horse three times (both
adjustable) or if the player loses all three of
the sheriffs.

Wild Western can be played with one or
two players. It measures 67” x 24” x 30”.
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Caveman—
the missing link

Escaping the deadly Tyrannosauruses
while hunting Brontosauruses, Tricero-
tops, and Pterodactyls is the caveman’s
challenge in D. Gottlieb & Co.’s newest
offering, Caveman.

Pinball and video technology and
excitement have been married in this
truly integrated pinball/video game.
Caveman takes players on a delightful
prehistoric chase during which they
may move freely from the challenging pin-
ball playfield to the joystick operated video
maze section. In fact, to achieve maximum
scoring, the player must learn to switch
back and forth.

Starting play in the pinball section, the
players has four flippers with which to
shoot two drop target banks, building both
bonus and bonus multiplier. He must also
attempt to light the C-A-V-E rollovers and
kicking targets which light the extra ball
feature. They only light the feature,
however, for the player must enter the
video section to capture and earn his extra
ball.

Vari-targets on the left and right and two
center entrances near the pop bumpers
provide four easy ways to enter the video
section. Once in, the player’s caveman is
faced with five gentle Brontosauruses.
Gentle, that is, until he has killed them. On
a progressively shorter and shorter time
delay, the Brontosauruses then regenerate
into deadly Tyrannosauruses which chase
the caveman, who has become both the
hunter and the hunted. After successfully
completing two screens of Brontosauruses,
the WOW?’s are lit, but they must be earned
in the pinball section on the vari-target
feature. Players can move between the
pinball and video section as often as they
wish, in fact, they are prompted to by the
interactive speech/sound system.

Of technical note, Caveman features a
completely redesigned and distinctive
lightbox which sets it apart from any other
game at any location. Caveman also uses
Gottlieb’s new System 80A pinball elec-
tronics featuring both 7-digit displays and
expanded self-test and coin credit com-
binations. Powering the 13” color monitor
is Gottlieb’s flexible and expandable new
high-resolution video microprocessor.

Marshal Caras, Gottlieb’s vice president
of marketing, said, “We believe we may
have found the “Missing Link” in today’s
marketplace. Caveman’s combination of
technologies and its captivating graphic
appeal is attracting both video and pinball
players. Caveman is doing superbly on test
locations and Gottlieb will begin shipping
to its distributors soon. Our early estimates
of Caveman’s earning ability were vastly
lower than our test locations are showing;
Caveman is surpassing all of our projec-
tions.”
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A room full of nasties

Tazz-Mania is the latest solid-state video
game for one or two players from Stern
Electronics.

The main character of the game—
represented on the screen by a green, hip-
shooting devil—scores points by destroy-
ing a room of bouncing “little hoppers”
before the walls close. By activating a con-
trol panel “fire” button, the player shoots
“hoppers” while he avoids collision with or
shoots eleven varieties of attacking
“nasties.” Player gains access to two room
exits when all the “little hoppers” have
been destroyed.

In a clinch, the player may activate a
control panel “zapper button” that fuses
one of two “zappers”stockpiled at the start
of the game. Each zapper clears the room
of attacking “nasties” and temporarily
stops the walls from closing in.

Game action speeds up with each pro-
gressive level of play, 19 in all; and for
every 10,000 points scored, a bonus_hip-
shooting devil is awarded.

Other special scoring features include:

e In addition to 20 points for each
“little hopper,” players win 200 points
for annihilation of “big hoppers” that
appear on the screen later in the game.

® Players earn from 50 to 200 points for
each “nasty” destroyed.

e Bonus rooms, appearing every third
room throughout the game, give
players the opportunity to score extra
points by tagging numbers that
appear on the screen. Players also win
bonus “zappers” by tagging them.

Tazz-Mania, designed by Universal
Research Laboratories, Inc., a Stern sub-
sidiary, features a new, more descriptive
attract mode that outlines game instruc-
tions for the players on the screen.

A new, slimmer and shorter cabinet
design positions the screen at a better
viewing and playing angle and features a
pull-out drawer for easy front access to
logic boards.
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Gan you Dig this
d-mazing game?

Bursting tomatoes and dragons, an
intrepid miner, and a garden patch of
vegetable delights are highlights of Dig
Dug, a new coin-operated video game
introduced by Atari, Inc.

Dig Dug is another colorful maze game
but with a special difference—the player
creates his own maze by digging under-
garden tunnels.

The player controls Dig Dug, a daunt-
less miner with three lives who burrows
beneath the garden patch. Dig Dug fever-
ishly digs tunnels to avoid the precocious
“Pooka,” a fat red tomato with yellow
sunglasses and the ferocious “Fygar,” a
fire-spitting green dragon.

Dig Dug has perfected two wily ways to
eliminate his pursuers. He turns quickly,
catches them by surprise, and pumps them
up until they burst. Or he digs a strategic
tunnel underneath a waiting rock so that it
falls and squashes the unsuspecting enemy.

However, if Dig Dug decides running
away is the wiliest way, he can merely stun
Pooka and Fygar and then chomp his way
to safety.

Special vegetable prizes appear each
round for ten seconds in the same spot in
the tunnel where Dig Dug started to dig.
The veggies are worth extra points, but
there’s only one per round so Dig Dug
must dig quickly to catch it. A round is
completed when all the Pookas and Fygars
escape above ground or are eliminated by
Dig Dug.

Pooka and Fygar are chameleon-like
foes. They travel through the dirt as
invulnerable ghosts but become real and
vulnerable when exposed to air in a tunnel
or cave.

Dig Dug offers a changing game screen,
multicolored layers of dirt, 21 sound
effects, and calliope accompaniment.

Players can choose their own skill level.
After finishing a game, the player has
sixteen seconds to begin again at the
highest skill level achieved instead of
returning to the initial difficulty of Round
I

The top five master miners can enter
their initials and scores into Dig Dug’s high
score table. Non-volatile memory retains
the scores even when power is switched off.

Dig Dug is available in the standard
upright, “mini” cabaret (with optional side
panel decals), and cocktail cabinet models.

78

iz ]
i‘\ (®

11

Growl!

The latest in a long line of Bumper Pool
Tables—built and sold only by Valley—the
completely redesigned Tiger Cat is
expected to open many new locations for
this fascinating game, claims a Valley
spokesman. “This new table has three
major improvements, which we feel are of
particular interest,” says Emil Marcet,
director of sales of the Bay City, Michigan,
table manufacturer. First, it is covered
with Cheyenne leather, which was devel-
oped for Valley’s exclusive use. This high-
pressure Panelite laminate has the look
and feel of an expensive leather, and yet it
wears well under heavy commercial use.
“And it’s ours!...we’ll be using it on other
products in the future,” he continues.

The second key feature is the all new ball
return system. The balls are returned to the
ends of the table for the player’s conve-
nience. In addition, the red balls are auto-
matically separated from the white balls,
and each player alternately receives red
and white balls for the subsequent game.

Also, each corner of the table is marked
with the Valley Cougar symbol stamped
on the stainless steel corner caps.

Other Tiger Car fcatures include solid
anodized aluminum bumpers with lively
rubber rings; anodized aluminum trim and
accents; 3/4-inch one-piece Italian slate
playfield; completely redesigned coin and
trap assembly; new leg construction, with
individual levelers; and a top frame assem-
bly which is easily removable. Included
with each table is a set of ten balls, four 48-
inch Valley manufactured American-made
cues, chalk, chalk holder, and playing
rules. Shipping weight is 370 pounds.
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CLASSIFIED

ADVERTISING

NNV
WOODGRAIN VIDEO
CABINETS

¥

§

§

arcades, cabarets, cocktails N
Accept 19” monitors

§

§

Quantity & Price negotiable
NELSON’S CUSTOM
CABINETS

7800 Industrial Street
West Melbourne, FLA 32901
305/723-6500

NN

ROUTE FOR SALE
All top videos
Southwestern Minnesota location
Easily operated by one man

Write: Box 1590
Wilmer, MN 56201

em— } | c— | cm—} | cm— | c—

UPRIGHTS
LOW PRICES
Super Cobra .. $1300.
Venture......... 1300.
Red Baron ... ... 1300.
Wizard of Wor . .1300.
Battlezone . ...... 850.
Stratovox .. ...... 850.

Armor Attack ... .900.
Astro Blaster ...1300.

8,000 stock tokens size .882: 7¢ ea.

817/634-7771

T= MK MK MK ]

f

States. Videos and
Pinballs always avail-
able at good prices
from our chain of
game rooms!

n____

=
G\
P
=
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Locations through-
out the United

Williams Electronics, Inc. has recently noted, in the clas-
sified sections of some of our industry trade publications,
advertisements that offer games for sale that may infringe

Williams copyrights.

Williams is actively engaged in the Federal Courts to pro-
tect the rights of our original works against those who attempt
to violate our copyrights, patents and trademarks.

Buyers please note that the games MAYDAY and DEFENSE
COMMAND have been found to be infringing copies of Williams
DEFENDER™ game and CRUSH ROLLER and PICTURE to be
infringing copies of Williams MAKE TRAX™ game.

Williams will take whatever steps necessary to seek pros-
ecution against any company or person that manufactures,
sells, distributes and/or operates any games that violate our
exclusive proprietary rights.

Call or Write
for Sales List:
Sue Spellman

Malibu Grand Prix
21300 Califa Street
Woodland Hills, CA
91367

(213) 703-0022

— T
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WIZARD Loy e
ELECTRONICS | § Yeod R

manufactures an incredible
convertible video game.......
100’s of games in one!
Now featuring the top game
“"Lady Bug” plus many more
copyright-safe games.
Universal wiring makes a
changeout easy-in 20 minutes

reploce computer board, : Special Prices for Volume Purchasing
controls panel and top 1 = Call for Current Inventory <=
marquee ponel provided by £24 Our Service Department is Bigger, Better and Faster
the Wizards for a fraction of % than ever with Qualified Technicians Servicing

the cost of a new gome| Every-thing we sell - Anywhere we sell it
Available in upright, cocktail : o :

or tabletop. All models are CALL COLLECT FOR SPECIAL
constructed of solid wood and
feature the highest rated

PRICES - 201-926-0700
Cocktails & Uprights

color monitors and heavy- Donkey Kong Pac-Man Astreroid Phoenix
duty power supplies to last Naughty Boy Ms. Pac-Man Vanguards Scramble
through many change-outs. Arnad C C Pleides Hustler
Game is NEVER OBSOLETE! madar entipedes Space Odyssey ~ Galaxian
RETAIL: $2695 Qix Tempests Space Fury Defenders
\ ' t Omeqga Race Malke Trax
LEASING PLAN AVAILABLEN! gglzgzr Stargare °
Call: 702/877-0582
or write for brochure UNITED STATES AMUSEMENTS,INC
WIZARD MARKETING 2WEST NORTHFIELD RD. LIVINGSTON,N.L 07039
3140 Polaris, Suite #22
Las Vegas, Nevada 89102 CALL COLLECT 201-926-0700

Dealer Inquiries Invited

“PAC-MAN? ... NAH.I DON'T CARE
FOR GAMES THAT HAVE NO
BEARING ON REALITY!
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iy

N
! | QUICK CLEARANCE
BE \ SALE!
DISTRIBUTING (All original manufacturers)
ca,

P.O. #47, 200 Market St., New Rlchmond, OH 45157
513/553-2672
800/543 0368 Toll Free (Outside Ohno) 810/460 2875 Int'1 TWX

Asteroids

Berzerk

Star Castle
Asteroids Deluxe . .

S S

Super Cobra

Scramble X
Galaxian (CT) 850.
Asteroids (CT) 750.
Moon Cresta (CT). .600.

B & B VENDING
1560 Edison, Dallas, TX 75207

214/747-0041
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FOR SALE/RECONDITIONED

./_‘/‘./.‘/:/.‘/‘./7‘./5/:/:/‘./.‘/‘./.‘/‘./:/:/_‘/‘./.‘/‘./:/:/.7‘./.‘/‘./.‘/:/.‘/‘./:/‘_/.‘/‘./.‘/‘./.‘/‘./.‘/‘./.‘/‘./.‘/:/:/:/:/:/.‘/‘./.‘/‘./:/‘./.‘/‘””””##”ﬁ‘/f”/yﬂ””ﬂ‘#ﬂ‘#./.7:/.‘/‘./.‘/'/.‘/‘/:/‘./.‘/:/:/‘/:/:/.7:4‘/‘./.‘/‘/.‘/‘

\ Ms PacMan................ s2400 |
Stargate .....................2400
. Donkey Kong (Nintendo) -+« « ... .. 5;% .
Centipede . . ..................2
E900 SOUARE FOOT SHOWROOM DISPLAVS g W
ALL CURRENT EQUIPMENT FROM LEADING FACTORIES. . Jack the Giant Killer . . ... ..... ggzg .
TRiEf oo vooeeeeeeeens
. @6 o . Fr(’);ger ...................... 1900 ‘
< %\/ Py ‘ Friskey Tom .......coonvosvss 1900 .
Q/O /I,O &?. /I@ Lady Bl +oossssnswanitippsas jae
Pac-Man. ..........ccooo0000s
Q\o 2 O\/ E ” ] D‘;;‘endc:"; ..................... ! ;zg §
0] 3 R S e R T
O Q ¢ ‘ g:ega RECE . ivsssvvsnvnnanas 1800 .
PHONOGRAPH ARCADE DESIGN | Monaco GP (sit down) ... 1800 ‘
Make Trax..:scvwwensssssenis ;zzz
Phoenix ......onnesesssssvsne
: , R — o |
WHEN YOU CAN’T FIND WHAT YOU’RE LOOKING | steroids ... corasinris ;.:‘o)z |
FOR...YOU HAVEN'T CALLED BENSAR. | Gutotan e
. Star Castle .cocoovsnnerisinsss ; gzz .
MoonCresta .................
y v L R 500
LEADERS SERVING OPERATORS IN THE INDUSTRY § | ™" |
FORNEW ARD ESED EQUIEMENT: | odme | S | i )
?r'()rga'  Kiss  $-Ball
. Superman Genie Strikes & Spares .
Silver Ball Hot Hand 2 pl Football
FULL LINE DISTRIBUTORS: ‘ Head On )
: ] NEW CLOSEOUTS |
SALES_SERVICE_PARTS Solar Quest ................ $1400.
. Phoenix c/t ................. 1300. .
. Vanguard . . ................. 1400. .
Wizard of Wor .............. 1400.
L L T T T b :ffrlf;'ie-é;;-/} -------------- 10 i
Also a full arcade coordinating department—Helps in all areas of . :7:;: 72:5: ‘(//'I ::z .
game selection, room decor, and management & technical . Clay Shoot ¢/t «.............. 650. .
training....ask for arcade coordinating department.
. NJ 201/729-6171 .
e e e e -——_——— - - - - - - ..
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LIST OF PINBALL GAME CHIPS—
look up the GAME ROMs by the part #
or, look up the games alphabetically to
find respective game ROMs. Over 100
PINS listed from 1/77 — 12/81. Price
Only $5.95. One Year/$15.9° (3 new lists
per year). TECH SALES CENTER,
2400 Whittier St., Rahway, NJ 07065
201/499-0636

For Sale: Star Castle $1100; Asteroids
$1200; Berzerk $1200; Super Cobra
$1200; Zero Hour $850; Space Invaders
$500; Space Invaders Deluxe $600;
Firepower $600; Armor Attack (like
new) $800; Submarine $400; Space Wars
$350; Qix (like new) $2000; Winterbrook
Antique with cash payout $350 as is or
$550 shopped. Call: D & P MUSIC
COMPANY, 658 West Market St.,
York, PA 17405. 717/848-1846

INDEPENDENT OPERATORS: We
can repair your equipment on a contract
basis. 7-day week service. New York City
area only. Call: 876-2424

SCHOOL FOR
ELECTRONIC GAMES
Two-week course covers video and pins.
By Schematics! Our I1th year! CAL'S
COIN COLLEGE, P.O. Box 810,
Nicoma Park, OK 73066. 405 769-5343

LOGIC BOARDS FOR SALE: (1)
Nichibutsu 2 & 1 Rolling Crash $200; (1)
Allied Stree Burners $75; (9) sets Midway
Pac-Man Original game ROMS $50 ea;
Kurz Kasch cards Rowe AMI original
cost $410 NOW $20S5. For further
information call Bruce at UPSTATE
VENDING SERVICE, Box 1055, 331
Main St., Lake Placid, NY 12946. Phone:
518/523-2456

FOR SALE: Wizard of Wor $1350;
Bosconian $1725; Omega Race (sit
down) $1895; Gorf $1425; Omega Race
$1495; Kick Man $1995; Galaxian $1325;
Super Cobra $1325; Berzerk $1125;
Strategy $1325: Defender $1675; Make
Trax $1675; Stargate (write or call for
price); Tempest $2150; Asteroids Deluxe
$1125; Red Baron (upright) $1075; Solar
Quest $1425; Star Castle (cocktail table)
$1095; Qix $1675. Colony 7 $1175;
Venture $1150: Eliminator $1525; Space
Odyssey $1450; 005 $1895; Carnival
$1125; Space Tactice (sit down) $1695;
Route 16 $1125; Lil’ Hustler $1175;
Volcano $1025: Black Hole $1425;
Haunted House $1695; Embryon $1025:
Elektra $1250; Eight Ball Deluxe $1195;
Pharaoh $1150; Hyperball (write or call
for price): Hydra Boat $1325. Call or
Write: NEW ORLEANS NOVELTY
CO., 3030 No. Arnoult Rd.. Metairie,
LA 70002. Tel: 504 '888-3500

HAVE GAMES
WILL TRADE

Trade your Pac-Man, Defender,
or Monaco GP on any of the
following new games:

Donkey Kong
Centipede

Robatron
Zaxxon
Ms. Pac-Man
Turbo Jack the
Stargate Giant Killer

HIGHEST PRICES PAID FOR
USED VIDEO GAMES

201/729-9195

The Pit

AVAILABLE: MANUALS & SCHE-
MA-TICS for any electronic pinball.
Also some videos. Call: 212/458-5005.

FOR SALE: USED $ BILL CHANGERS
Factory reconditioned trade-ins & some
floor demos available. Reason-able
prices. Bulk & Coin Magazine Models.
Call: 800/227-8427. M.M.1.. P.O. Box
10951, Palo Alto, CA 94303

AUTO-TRIGGER
continuous fire action kit

Tired of replacing fire button switches
on your video games? With the
simple installation of this kit, the

player can hold fire button and game

fires automatically, increasing
interest and revenue of older games.

On games with two fire buttons, only
ONE kit is required due to the double
channel capability of the Auto-Trigger.

For the economical price of $14.95,
turn your game into the
money-maker it could be.

For prompt shipment, send check or
money order for $14.95 to:

AUTO-TRIGGER
P.O. Box 248, Rescue, VA 23424
(Virginia residents ad 4% sales tax)

For C.O.D. call 604/357'6563

DISTRIBUTORS WANTED
Utec Inc. a Manufacturer of Quality
Kiddie Rides is seeking Distributors
to Represent Our Line on an
Exclusive Territory Basis.
For Complete Information

Write or Call

- ufec Q
UTEC INC.

‘ PO BOX 125302700 HIGHLAND AVENUE

1513)531-2800

|
|
|
| CINCINNATI. OHIO 45212
L
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COCKTAIL TABLES

Largest supply of Amercian
games in the south.

iaway Galaga .. ....... ... $2295
(Nintendo) Donkey Kong . .. . .. 2145
remin) Frogger . ......... .. 1845
(l)rnumn)Li[' Hustler .. ....... 1745
(Midway) Omega Race . ....... 1595
idwayy Gorf ..o oo 1295
stermy Scramble . ... ... ... .. 1295
niaway Galaxian ... ... .. .. 995

REILLEY ELECTRONICS
2046 Bramblewood, Atlanta, GA 30329

404/320-1112

1010/1010001010/0/0/0/0/0/00!e!e
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VIDEO GAME

LOGIC BOARDS
LONG LIST
Fabco International, Inc.

104 Applewood Dr., Suite ‘A’
Longwood, Florida 32750

305/831-0399

A A A A A 4 4 4 4 4 4 4 4 4 4 4

DIGITAL INNOVATORS, INC.

Licensed PC Boards

Power Supplies

Unbeatable service

Indestructable JOY STICKS made of aircraft aluminum

Schematics and legal documentation provided

DIGITAL INNOVATORS, INC.

463 So. Washington Ave.
Piscataway, New Jersey 08854

201/968-0200

THINK CONVERSION
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Rapid Fire

HE HOT NEW WAY TO LIVEN UP YOUR GAME ROOM

What do video games such as Centipede
and Tempest have in common besides
success? Speed. Excitement. The kind of
action that makes you come back for
more. The kind of action that can only

come from a game with rapid fire action.

Now you can add this high speed crowd
pleaser to all your firing video games.
How? With a Rapid Fire continuous fire
conversion kit.

Q. What is Rapid Fire?

A. To the player, Rapid Fire means
the thrill of continuous fire action.
Just hold the fire button down,
and the firing will continue until
it’s released. To you, Rapid Fire
means a small piece of electronic
wizardry that will increase your
profits wherever it’s installed. And
it comes with a bright yellow
decal so your customers will know
at a glance that your games are
where the action is.

Q. Which games can use it?

A. Rapid Fire can be installed on
any firing game except those
which have this capability already
built-in.

Q. Why should | install Rapid Fire in
my game room?

A. To increase your profits.
"Sleepers’’ and games you‘ve had
for years will take on new dimen-
sions. Add a little speed and
watch your game room jump to
life. Just read what these Rapid
Fire users have to say:

“Thank you, Rapid Fire. You
made my nearly dead Phoenix

Players

J can identify

“ Rapid Fire™
equipped games.

come back to life.”” — Silver
Star Game Room, Utah

“I put Rapid Fireon my Asteroids.
It paid for itself the first day and
has been doing so ever since.” —
Family Fun Center, Texas
““Everyone has Defender, but |
have Rapid Fire Defender. The
kids love the difference.” — Star
Funtasy, Florida.

. Can | install it myself?
. Yes. Rapid Fire is simple to install;

no need to enlist the aid of a
costly technician. Its three color-
coded wires (four on Atari’s
Asteroids and Asteroids Deluxe)
hook up to any game easily.
Detailed instructions accompany
the kit to assure mistake-free
assembly.

Q. How about service?

A. Because Rapid Fire is simple to
install and contains no moving
parts, it has proven to be virtually
trouble-free. Nevertheless, we
provide a full 90-day replacement
warranty against any defects in
materials or workmanship.

|-------------I

I Rapid Fire kits cost $18.95 each, or
B take advantage of our money saving
B offer: clip this coupon and get 3 for
0 $49.95. Send check or money order;
B sorry, no CODs. Prices include ship-
0 ping, handling. Immediate delivery!
B In California, please add 6.5% sales
§ tax. New for distributors! Special
I prices; write for details.

1

1 NAME

' ADDRESS

CITY

STATE/ZIP
AMOUNT ENCLOSED

MAIL TO: RAPID FIRE
2332 KIRKHAM STREET

RAPID FIRE. WITHOUT IT, WOULD CENTIPIDE AND TEMPEST STILL BE A SUCCESS?

]
]
]
]
]
]
: SAN FRANCISCO, CA 94122

ATTENTION
DISTRIBUTORS!

Rapid Fire’s sales are increasing across
the country. For prompter customer
service, we are currently looking for
qualified distributors to handle our
product. Interested parties should
write or phone Rapid Fire, attention
Simon Shim.

Rapid Fire
2332 Kirkham St., San Francisco, CA 94122
(415) 564-9768

WARNING!

Rapid Fire is registered with the
Patent and Trademark Office of
the federal government, and was
given the filing date of 3/4/82.

Rapid Fire will take whatever
legal action is necessary to
protect its proprietary rights
from imitators.
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‘CHECKED &
LOCATION READY

Ms.Pac-Man ............ Call
Alpine Ski ............... Call
Zaxxon ................. Call
Amidar.................. Call
Galaga.................. Call
LadyBug.............. $2459
Bosconian.............. 2359
Kickman ............... 2359
Mouse Trap ............ 2159
Strategy................ 1795
Qix ... 1795
Frogger ................ 1995
Omega Race ........... 1495
Tempest ............... 2295
Asteroids Deluxe . ...... 1195
Eliminator .............. 1495
Armor Attack ........... 995
Red Baron ............. 1195
Star Hawk .............. 795
Missile Command . ..... 1195
Battlezone .............. 795
Star Castle. ............. 995
Space Invaders . ......... 849
Depth Charge .. ......... 395
Meadows Lanes ......... 295
Video Pinball . . .......... 695
Stunt Cycle ............. 395

Lakeside Electronics

& Amusement Company
310 Covington St., Madisonville, LA 70447

504/845-7146

(if no response)

504/892-0506
Ask for Mike Cannon

VIDEO TECHNICIAN

m World’s leading accredited
PRICE WAR! (NATTS) coin-op amuse-
Defender ) ment machine technical
Pac-Man (c/t) : school has immediate

opening for video technician
instructors. No previous
teaching experience
required. The right
individual will have at least
two years field and/or
“bench technical experience.
Excellent benefits &
starting salary. Work in the
fun & sun of fabulous
Las Vegas. Call or Write:

FRED ROACH
Nevada Gaming Schools
3100 Sirius Rd., Las Vegas 89102

702/873-2345

“Ouver 10 years of service”

Gorf

Asteroids
Asteroids Deluxe
Star Castle
Berzerk
Scramble

Red Baron .
Omega Race (cabaret) . .1795.
Tempest

Battlezone (cabaret)

Newmark Enterprises
Spokane, WA
509/466-3368
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UP YOURS!!!

Up vour income, that is! Sell your pieces that have made
the rounds. Buy the used games that your stops haven’t
had yet. Send $30.%0 for 12 months of

TRADE-A-GAME
P.O. Box 266, Great River, New York 11739

HELLO TEXAS!

PREMIER DISTRIBUTING CO., INC.

has the largest inventory of hit video
games in the state. All are original/no copies

Call for immediate delivery on:

Donkey Kong
Ms. Pac-Man
Zaxxon

We handle pool tables and phonographs, too.

“FULL SERVICE DEPARTMENT”
PREMIER DISTRIBUTING CO., INC.

7051 Port West, #150, Houston, Texas 77024

JACK THE GIANT KILLER (Special)

Robotron Galaga
Stargate Turbo
Looping Dig Dug

713/868-4145
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The Only
Magazine
You'll Ever Need
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NEED NEW CABINETS?

We manufacture formica’ed
Galaxian-style cabinets &
cabaret-style cabinets
Quantity
1-24 ............... $275 each
250rmore ........ $250 each
100 or more ... .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

XX KK KX XK KK KKK KX KX

* % % % % % % % % * % * % % % » » % .
* % % % % % % % #* * % % * * % ¥ * » »

HIGH EARNING
VIDEO GAME SALE

Asteroids............. $1545.
Crazy Climber ......... 1645.
Eagle................... 1545.
Defender C/T .......... 1995.
Kick Man .............. 2195.
Qix ... 1995.
SpaceFury............. 2395.
Super Cobra ........... 1795.
Tempest ............. "..2495.
Vanguard .............. 1995.
Venture ................ 1695.

PLUS hundreds more!
Inventory changes weekly
All games location ready

(Delivery not included)

15191 Telegraph, Redford, MI 48239
313/534-7880
US 800/521-9500
MICH 800/482-6569
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ANy
SPECIALS
VIDEOS
Galaxian Midway) . . ... ..... $1350.
Moon Cresta (Gremlin) . .. ..... 1250.
Space Encounter Midway) . . . . . 550.
Space Firebird Gremiin) . . . ... 1225.
Space Invader Midway). . .. .... 600.
Star Castle (Cinematronics) . . . . . 1425.
FLIPPERS
Cleopatra (Gottlieb). . . .. ....... 295.
Count Down (Gottlieb) . . . . .. . .. 430.
Flash (witliams) . . .. ............ 475.
Ground Shaker @ally) .. ...... 450.
Mata Hari Bally). ... .......... 325.
Super Sonic @Bally). . .......... 435.
MUSIC

Rock-Ola 452 (furniture) . . . .$525.
Rowe TI-1................... 460.
RoweR-74 .................. 625.
Rowe MM5.................. 375.
Seeburg SPS160............. 595.
Seeburg STD3 .............. 700.
Call or Write:

COLUMBIA VENDING
6424 Frankford Ave., Baltimore, MD 21206
301/485-3700
Ask for Tony Paszkiewicz

STOP THIEF!

NEW -HIGH POWERED WIRELESS BURGLER
ALARM FOR THE COIN-OP INDUSTRY

® INSTALLS IN MINUTES ¢ BATTERY POWERED
® SOLID STATE CONSTRUCTION
* TRANSFERABLE-MACHINE TO MACHINE
® FITS ALL GAMES & VENDING EQUIP.

SECURITY MASTER™ IS A MINIATURE ALARM SYSTEM SPECIFICALLY DESIGNED FOR
COIN-OP EQUIPMENT CONSISTING OF SOLID-STATE TRANSMITTERS AND RECEIVERS.

COST PER GAME EXAMPLES:
3 Games = $46.30/Game

10 Games = $30.56/Game 20 Games = $27.63/Game, Etc.

ALSO AVAILABLE IS A UNIQUE “GAME THEFT SENSOR”

FOR FURTHER INFORMATION, CONTACT:

SECURITY MASTER

PDI SYSTEMS
WHOLESALE DIVISION
P. O. BOX 720476
ATLANTA, GA. 30328

“THE CHEAPEST INSURANCE YOU CAN BUY..ANYWHERE!”
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. Game Type Condition Price ¢
. .
. .
* King & Baloon UuP New $1795
. King & Baloon UP Demo 1296 o
. Enigmall uP New 1695 |
* Enigmall upP Demo 1296
.+ Vanguard UP New 1695
. Kaos upP Demo 1495  °
« Spyders UP New 1895
* Black Hole Pinball New 1995 o
. Astroids Deluxe Table New 1295 °
« Frisky Tom uP New 1995 o
¢ Make Trax UP New 2395 .
. Got-Ya upP Demo 1995 ¢
e Super Tank uP New 1695 |
* Kickman uP New 2495
. Route 16 Table Demo 1395 o
+ Route 16 Table New 1695  °
* Moon Cresta Table New 1495 pe
: Warp Warp Table Demo 1395 .
. QIX uP New 2295 .
o Wizzard of Wor upP New 1495 %
* Solorquest uP New 1595
.+ Mouse Trap uP New 2395 o
« PotofGold upP New 2095 :
* Potof Gold upP Demo 1695 &
+ M. Packman upP New 2795 .
« Stargate UP New 2795 M
* Vector Pinball New 2495
* Amidar uP New 2195 .
+ Thief uP New 2795 o
+ Locomotion upP New 2695 oy
* ThePit uP New 2695 .
. D-Day UP New 2695 o
« Jack the GiantKiller ~ UP New 2695 .
*  Eliminator uP Demo 1995 |
+ Omega Race uP New 2595 .
« Tempest upP New 2795 *
* Bosconian uP New 2695 .
. Centipede UP New 2895 4
. Donkey Kong upP New 2795
« Frogger upP New 2595
* Galaga upP New 2695
» Haunted House Pinball New 2595
. Rapid Fire Pinball New 2695
¢ Space Dual uP New 2795
. Megatack uP Demo 1695
. CaveMan Pinball New 2995
« Looping upP New 2695
° Mr. & Mrs. Packman  Pinball New 2495
. 005 uP New 2695
« Turbo uP New 3495
¢ Turbo SIT New 4195
. Split Second Pinball Used 995
. Scramble uP Used 1195
+ Megatack upP Used 1295
* Elektra Pinball Demo 1495
Route 16 upP Used 1295

R

ELECTRONICS
CENTER

1840 “O” Street
Lincoln, Nebraska 68508
(402) 476-7331

YOUR:
CLECTRONICS PLAYGROUND

.
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M| WANTED
GIVE YOUR ASTEROIDS Used GALAXIANS,
THAT TEMPEST LOOK! HIGHEST PRICES SCRAMBLES, MOON CRESTAS
fc!)}r0 erllzlgi:l 5’ z::'_ulccsm regLace PAID FOR USED TOP PRICES PAID
ass
darker tﬁ: e dgone, ;;”:e a VIDEO GAMES South/East Coast: 914/747-1605
TEMPEST. It will look like bidhrobdacdols bt

a cocktail ASTEROIDS! 201/729-9195 :oocoooooooo--oooooooooooo:
1733 W. Citrus Way, Phoenix, AZ 85015 ppnsnnnnnvnnnveneeeeseney] ¢ GAMES CUTTING INTO o
o YOUR PROFITS? .
9 NN NN SN Tieolsefonteolueds efoutnedoeeodnafeeds foudsods oufeods foufeodn oo feate st : Why not convert dead pieces E
3 .: b4 into new money makers for e
7 PHILADELPHIA * ARCADE .EQUIPMENT. woe less than half the price! .
& (6) Skeeball with 10¢ & 25¢ coin e :
TOBOGGAN SKEEBALLS & intake & automatic ticket dispensers. °§° ° VIDEO CONVERSION KITS o
with ticket dispensers :§: (6) Seidel Bingoreno with automatic ::' : Easy to install...quaranteed! :
3 . " e .
Four without ticket dispensers & Zstlclzztind;i;:::zfrzliéO;ézw % ¢ Alsonew & used games available §
LOST LEASE/MUST SELL!!! % Please call: % ¢ Callin New York: .
305/527-1875 (ask for Jason) k2 SONNY;)‘;‘ 17‘;(5"8%‘;2 CORP. T o SYSTEMS e
: {180 ie (516)842-3332 :
NN W W ot eiradsetrelrelesdsataetecdendsatsatinlindrelnededents e e e 00 000000000000000000000

/]

TOTE/SCHOOL BAG

T-SHIRT M & LICENSE PLATE

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

T-SHIrts .....cccceevemeeennnnnnne. Yellow Cotton/Poly with Color Print...................... $48/dozen
License Plates ................. Color onDUrable PIaStiC..........oovuveeeeeeeeeeeeeeen $2.60 ea.
Bumper Stickers.............. Color Silk Screened 15" X33/4" ......cccvevveeeueeann... (12-500) $1.25 ea.
(501-5000) 75C ea.
Tote/School Bags............ Quality Canvas Carry-All..........ccocouveeeeeveeeeeeeeeeeee.. $4.00 ea.
BigLabels............ccceuueeueet COIOr SEICKEI 6" X 3" ..o (12-500) 55C ea.
(501-5000) 35¢C ea.
Roll of 100 L'il Labels........ One Hundred 31/2" x15/8" Color Stickers........... $7.00 ea.
POSters.......cccceeervenceennnnnnn Printed in color, 15" X 24" .......cc.ooeeeeeeeeeeeeeeeeeenn. (12-500) $2.00 ea.

(501-5000) $1.75 ea.

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

SHIP TO: Sizes S,M,LXD | Quantity Unit Price | Total Price
Street T-shirts
City State 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: pPosters

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 Total
use this form or call (413) 781-1220. $31-75 6.75 o —
© MIDWAY TM of MIDWAY MFG. CO. $75+ 7.75
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SUPER SPECIAL
DEVIL FISH

by Artic Electronics

-} e <

x LATEST, HOTTEST GAME
as advertised in Play Meter

| $1295.00

% F.O.B. Atlanta, GA

Immediate shipment/factory warranty

“If you bought this game else-
%  where, then you paid too much.”

Call Dana: 404/482-1624

K

-} emm—

1y,

b e— } ¢ HK e} o

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

NOOI0000000000000000000000000000000000000000000000

o= Contact: Mr. L. Budd

> RMC Realty

= 5227 W. Touhy
= Skokie, IL 60077

WANTED: GAME ROOMS

Corporation seeking to buy existing and profitable game
rooms. Single or multiple units in locations throughout U.S.
Immediate purchase funds available. Broker protected.

2000000000000000000000000000000000000000900Q0QQ009Q
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PYRAMID DISTRIBUTING

Offering the finest new and used video and pinball

ARCADE PLANNING SPECIALISTS
NEW FOR '82

JACK THE GIANT KILLER: Heading for the #1 spot, don’t miss it.
BOXING BUGS: New color Vectorbeam cutesy game.
NAUGHTY BOY: Hidden hit of the show! Make a point to see it.
THIEF: Already showing strong results.
ROBOTRON: Williams continues making the best PLAYER games.
HYPERBALL: Don't settle for less; it's the best.
HAUNTED HOUSE: Number 1 pin--what else can we say!
ALL GAMES IN STOCK & READY FOR IMMEDIATE DELIVERY
d ok ke k ok k cLosE OUTS * ke k ok kk
Turtles, Solar Quest, Lil' Hustler, Armor Attack, Wizard of War

Complete Selection of other top quality used games
Call for prices

SALES/SERVICE/PARTS

(Call us collect)

3909 BROADWAY
KANSAS CITY, MO 64111
816/531-3549

i 7Ry,

&

Sl 7077
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GAMES
FOR SALE

Largest Inventory In The South
VIDEO UPRIGHTS

Ms. Pac-Man

Donkey Kong ................ccoun
Grand Champion . ..................
Robotron ........................

Centipede ... ...........cccccovvnvnne
Stargate ...........cccoiiiiiiiienn
Bosconian . ....................... 2595
BoxingBugs .............cco00onen 2595
Jack the Giant Killer . . ............. 2595

Alpine Ski.........coicoovieiinnes
Frogger .........ccccoiiinieennnns
Tempest ..........ccoovvvennnnnnns 2495
VICtOrY < s soovovvevsnonsnssasnsses 2450
Mousetrap . . ...................... 2395
Locomotion..............cccoauun 2350

FUIIORY & 2000w mnnp 0w nn wwiiid 052 2295
Phoenix ...........cccoiiviiiiinn 2295

PotofGold.......................

Q0% ovivveovansieiissessnisrasnas
Cosmic Avenger ................... 1795

Eliminator .........ccovovoeeeveans 1795
Strategy X ......cooviiiiiiiiiiiint 1795
AstroBlaster . ..................... 1695
Gorf(mini) ....................... 1695
Solar Quest .........ccoo0cannancns 1695
Space Odyssey .................... 1695
Super Moon Cresta . ............... 1695
Astro Blaster (mini) ................ 1650
Eagle (Moon Cresta) . .............. 1650
Challenger . ........ncvvnnsssnnencs 1595
Vanguard . ........................ 1595.
Wizardof Wor . ................... 1595
Radarscope . . ..................... 1495
Rally X (mini). ....................

Round Up ......cccoovveenecncnns

Scramble ... .......
Super Cobra .
Turtles .. ..
Venture ...
Carnival . . .
Berzerk............
Kings & Baloons . ..
Mad Alien ... .......
Megattack . ..
Red Baron.. . . ...
Warp-Warp . .........
Asteroids (original) . ..

Asteroids Deluxe . .
Asteroids Deluxe (m
Space Invaders (ig. model, great cabinet) .. 995
Battlezone (mini) ................... 895
Cosmic Guerilla .. .. .
Star Hawk . . ... .... ..695
Warrior .. ... ..650

Barrier .. .. «: 595
SUNAANCE . o+ s 3355663500 vas snvwe ae 495
Trivia Quiz (question & answer) . . . ... 395
StarshipI.......................... 295
Cobra Gunship . .................... 295

Over 100 beautifully
reconditioned pinballs in stock
from $295.9 up. Call for prices.

Most games available in cocktail tables

BIXIE . o
AMISERSY

2803 Pass Rd., Biloxi, MISS 39531
(601)374-2681

X X X K X K K ¥ X K X K X &K K & K ¥

Ok % % % % % % % % % % % % % Ok % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % % X % % % ¥ * % % * ¥ % X F ¥* * » * 2 * o+ =
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PEPPPR TR
UPRIGHT VIDEOS
All in Excellent Condition

ALL ORIGINALS

Ms. Pac-Man . .......... $2645.
Pac-Man ................ 2295.
Defender . ............... 2250.
Asteroids . ............... 1495.
Asteroids Deluxe . . ... .... 1295.
Phoenix . ................ 1550.
Super Cobra. ............ 1295.
Frogger ................. 1995.
Tempest................. 2495.
Spectar ................. 1295.
(713)569-9649

(713)560-3645

e Manrs

Family FuncCenter

CORPORATE OFFICES:
714 South Hillside
Wichita, Kansas 67211

VIDEO GAMES

Fel icionssvosnssssosssas $299
TopGun................. 299,
Clay Champ . ............. 349.
Driver ................... 349.
Moon Wars .............. 499.
Quasar................... 549.
Rally X .................. 599.
Space Encounter .. ........ 599.
Space Invaders (ct) . ....... 599.
Stratovox ................ 599.
Super Cobra. .............. 649.
Armor Attack ............ 649.
Astroblaster (cy) . ........... 749.
Round Up................ 749.
Space Invaders Deluxe. .. .. 749.
Warlords (ct) ............. 749.
Berzerk .................. 799.
Eagle ......cciivivsinsins 799.
Pleiades . . ................ 799.
Scramble . ................ 799.
Star Castle ............... 899.
The End ...... e 899.
Black Knight ............. 999.
Eliminator. ............... 999.
PINBALLS
Fire Power .............. 5625
Algar .................... 999
Mars .................... 999

WE WILL BEAT ANY
ADVERTISED PRICE FROM
ANY PUBLISHED TRADE
MAGAZINE, PAPER, ETC.
e e o ok ok ok
Games sold as is—you pay
for crating and/or freight.

CONTACT:
Tony Scarpelli
1-316-685-1446

QO0O00N00N0N00N00000000000000
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- Arcade Management
- Opportunities

Backed by a standard-setting industry leader committed
to the success of this venture, our financially sound
company is seeking the following people for ground-floor
opportunities. The right people will help us establish a
nationwide network of exciting amusement centers

and build solid, rewarding careers.

Arcade Manager

Practical arcade experience is required for this position.
Total game room responsibilities include hiring/supervising
employees, maintaining equipment and reinforcing our
quality image.

District Manager

You need arcade management experience to qualify.
Travel within your assigned territory to oversee
multi-location operations is required.

Individuals meeting these qualifications are invited to send their resumes,

in confidence, to: Play Meter Magazine, Dept. CT, P.O. Box 24170,
New Orleans, LA 70184.

VYV V7V V7V V7 V7V VYV 7V V7V VYV VVVVVVVVVVVYY

BUY YOUR GAMES FROM A
COMPANY
WITH FIFTY YEARS EXPERIENCE
Games Reconditioned and Guaranteed
Game Price
Armour Attack . ......... $1500 Polaris.................. $1200
Asteroids . ................ 1300 Qix..ooiiiiiiiiii i, 1700
Asteroids Deluxe . . . ....... 1300 Route16 ................. 1400
Astro Blaster ............. 1400 Round Up................ 1400
Astro Invader. . ........... 1100 Rally X .................. 1400
Astro Fighter . ............ 1000 Space Odyssey ............ 1700
Battlezone . . ............... 700 Space Firebird . . .......... 1200
Berzerk .................. 1400 Space Tactics (sit down). . ..2000
Carnival ................. 1000 Scramble . ................ 1500
Cheeky Mouse . . ........... 800  Space Chaser .............. 800
Crazy Climber . ........... 1300  Star Castle ............... 1300
Defender . ................ 1800  Spectar .................. 1000
Fort Cosmos ............. 1000 Stratovox ................ 1000
Galaxian . ................ 1200 Targ............cccovvn... 800
GOrf..oovnviveueinvansans Vanguard ................
Mouse Trap .............. 1800  Basketball ................. 450
Missile Command . . ....... 1000  Breakout .................. 200
Mad Alien ................ 900 BootHil.................. 225
Maxie Eagle . . ............ Canyon Bomber-. . . .........
Monaco G.P. ............. 1800 Destroyer ................. 250
Moon Cresta ............. 1100  DoublePlay . .............. 200
Nebula (ct) ................ 900  Guided Missile . . ........... 225
Omega Race . ............. 1700 HeadOn.................. 375
Pleiades . ................. 1300 Lunar Lander-. . ............ 425
Phoenix . ................. 1400 Space Wars................ 350
Pulsar ................... 1200 Sea Wolf.................. 400

We also have reconditioned pinballs at very
attractive prices. We will ship anywhere.

Call: Johnny Puzzio or Dallas LaSalle
504/837-8123

OPERATOR SALES, INC.

(a subsidiary of TAC Amusement Co.)
1525 Airline Highway, Metairie, Louisiana 70001

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
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USED GAME BONANZA'!!!
Original owner games from our route & arcades ‘ COMPLETE BUYING
completely reconditioned

SERVICE FOR ALL
VIDEO GAMES & PINBALLS

Lowest prices around
Omega Race

Ms. Pac-Man (ct) Wizard of Wor Unlimited Quantities/Fast Delivery
Pac-Man (ct) Rally X ... WHOLESALE PRICES ONLY
Donkey Kong Battlezone :
Hyperball Battlezone (mini) M; tffcaxan
Bosconian Asteroids Donk 8 K
Crazy Climber onkey Rong
Galaga (ct) Extra Bases o .
Kickman Round Up For membership information call:
Kickman (ct) i;’a't"bg . ALL AMERICAN COOPERATIVE
onte Carlo SERVICES, INC.
Frogger Moon Cresta
i Lock ' Chase kM iy
g':x ;Ct), ; ig,‘w_el Iigader s (“'1’) 816/475.1364. 113;‘/?21&70'9
ix (mini issile Comman Ask jor Vicki sk for Walter
Make Trax Carnival
K.C. COIN SPORTS
8834 East 350 Hwy., Raytown, MO 64133 )
816/737-0110 :: UPRIGHTS
, ATARI

§  Missile Command ...................
:, Battlezone (new front).. ..

) TankIl.................
4’ Super Breakout ...........
“ Sprint Il ; ..covi05 5 svvimnns snsvivenne wnve
1' gedga;;o(: s ) .....................
ootba ayer, .o
DON’T BUY ANYWHERE :’ Lunar Land‘;ry ..............
UNTIL YOU COMPARE!! 8 Wit Wor e ... g1
‘ 1zard o; OF s cocovevsnsosnsnsnnnnse 3
b ) RallyX.........cooviiiiiiiiiiiiiians 1495.
Lil’ Hustler . ............. $1995 Mouse Trap ............. 51895 :P S;aze Invader Deluxe .................. 895.
Wizard of Wor............ 1695 Spectar .................. 1295 1; Space Encounter eyt S
Football2pl) ............. 495 Eagle .................. ..1095 $  Scramble
Baseball................... 495  Phoenix.................. 1595 Q  Super Cobra
Basketball ................. 495 Vanguard ................ 1595 S Turdes... 1
Venture .................. 1495  Locomotion .............. 2150 § MoonWar ............................
Moon Shuttle. . ............. 1395  Bit ...................... 2150 0 Moon Cresta
Crazy Climber ............ 1095 D-Day................... 2150 4; Space Odyssey...ooooomioiiiiiii
Phantom 800 . ............. 800  Defender ................. 1995 § AstroFighter................
Haunted House . .......... 1995 Astro Blaster . ............ 1795 1) Space Panic UNIVERSAL s
BlackHole . .............. 1995 Solar Quest. .............. 1595 1: pa CINEMATRONICS
8-Ball Deluxe . ............ 1595 Galaxian . ................ 1295 § SpaceWars................... $495.
Kickman(ct) ............. 2195  Scramble................. 1495 :» e
Asteroids Deluxe (ct) ...... 1095 Super Cobra . ............. 1595 1: RpOSfo...ovmnnninniiiiiiiin 1295,
The End(ct).............. 1295 Asteroids Deluxe . . . ....... 1495 S DO ARBER wagss cusamncss s sasuenaie By
Scramble (ct) ...\ 1095  Battlezone................ 995 S TATO g Juee s
Midway Sp. Invaders Deluxe (ct). ... .. 895 Sky Raider . ............... 695 1’ SEGA TranquilizerGun .............. $895.
Nichibutsu Moon Base Deluxe (ct) . . . . 495 Pleides . .................. 1595 4: DECCA Tommahawk .............. $1095.
Spectar (ct) ................ 995 :» Vent EXIDY -
Special ARDAC $1 & $5 bill changer ......................... $2195 4: Mousetrap . Y 8o,
ial DYNAMO Model 37 pooltable ...................... 09. Crashs: . cosevens « - wnEswses « s wsaanaEsss s s 595.
Special DYNAMO Model 37 pool table $1095 :: GAgE gLAN S s
PACIFIC NOVELTY Shark Attack $1395.
SPECIAL PRICE ON BELITA 3 CENTURI ¢
ELECTRIC ORMANUAL 0 e S
COUNTER ¢ COCKTAIL TABLES
[ ATARI
)
¢ Asteroids ..:ievniisisnevsnisssaaves $1295.
MANUAL: $395.00 4: Missile Command ... 111 1195
:’ NICHIBUTSU
MoonBase.................ccoiiiiii 1
ELECTRIC: $495.00 Q  Moom Aten L 1295
1’ l2"n’ 1 (If{c’l(sh/Moon Base (color) . ....... ;';’gg
[ oon Raker .......................... 3
) UNIVERSAL
PLAY MORE GAMES DISTRIBUTING, INC. 1: Magical SPOtl.............o.vee..... $895.
1121 East Seminary Drive, Ft. Worth, Texas 76115 { Cosmic Guedlla.......... ce9s e o s v 995.
817/429'7705 1' NINTENDO Space Firebird. . ... .. .. $1295.
U.S. WATS 800/433-2908 TX WAT?, 800/772-2703 1: s e CALAKY
. 9 ast Riverside Dr., Austin,
TELEX: 732-561 TELESERV (Dallas) | 1: 512/441-9761
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UPRIGHT VIDEOS
Location Ready
Make Trax ........... $2195
OiX.covsasnaeseanoesanss 1895
Defender .............. 1895
Omega Race........... 1895
Vanguard ............. 1495
Deluxe Asteroids....... 1495
Asteroids.............. 1295
Call Mr. Bennett
OGDEN FOOD SERVICE
Philadelphia, PA
215/467-8150
il uj{tae Sl
? WHY PAY MORE?
HYPERBALL ......... $2195.
Asteroids. ............... 1795.
Missile Command . ....... 1395.
Omega Race ........... 2095.
Qix....... F 1895.
Red Baron .............. 1695.
Space Encounters ......... 945. 8
Space Panic ............. 1295.
Stratovox . ... 1095.
Turtles....oeeeevcesscsss 1795.
Scramble................ 1695. =
Space Zap' .. ..cxsssoines 1095. §
amusement company
523 W. Cross, Ypsilanti, MI 48197
313/487-9724 8

E

””””””””””””«
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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

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

90

VIDEO GAMES
FOR SALE
Call Now!

VIDEO UPRIGHTS
TUEDO; .05 5500 v wmaes e $3195
Tempest . s oo v vonommin s 2875
Ms. Pac-Man . ............ 2650
Robotron ................ 2650
Space Duel . .............. 2650
Dip DUug 560 enmsss56s 2650
Bosconian . . .............. 2625
ZAXXON < v o5 vnwsmssasons 2595
Jack the Giant Killer .. .... 2550
Boxing Bugs .. ............ 2550
Naughty Boy ............. 2550
Donkey Kong. ............ 2495
The Thief ................ 2495
Mission X ................ 2495
Erenzy ...iusios00messssss 2450
Looping.....:..:o06600s40 2395
Lady Bug ...:s.ssessessss 2395
Snap Jack . ............... 2395
Locomotion . ............. 2395
DEDAY o 555560 5w 858000 6 2325
TheBit onsenscasansmssnss 2325
Dambuster . .............. 2295
R-2D-Tank .............. 1995
Turiles'. o« vs s mas 9w 9sse s 1395

GREATER ATLANTIC
ASSOCIATES
6501 Loisdale Ct., Suite 606
Springfield, VA 22150
(703)971-6611

VI’
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BELITA

Lightweight portable
COIN COUNTER

QA
)

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, New York 11042

516/488-5600
Telex: 221568 or 7978093

[,
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Increase Your Profits Up To 60%
WITH MY ODYSSEY KIT

Your ASTEROIDS will be #1

MACHINE GUN MODULE

is a continuous fire conversion

kit which allows superior single

shot action or continuous firing.

Here are some of the out-

standing features:

a) Uses 2TTL IC’s

b) Guaranteed 90 days

c) TTLIC. prevents premature
input IC failure.

d) Operator adjustable circuitry

ACRYLIC CONTROL
BUTTONS

Five new red and green
buttons. Beautiful!

SPECTRASTAR

Monitor shield that replaces
vour old acrylic monitor shield.
Spectrastar is a laser-etched
holographic difraction grating
which turns ordinary missiles
into an eye-catching fireball.
Size: 233/4 x 19 x 1/4,

DECAL

screened, five-color, 10 ml Lexan.
It fits over the Atari Asteroids
control panel.

Size: 26 1/4 x 23 11/16,

FOR YOUR KIT, SEND $95. TO:
AVERY PETTY

1001 W. Stevens Ave., Suite 170, Santa Ana, CA 92707

Or for C.O.D. orders Call: 714/966-2001
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KLOPP COIN

HANDLING EQUIPMENT | EPROMS PROGRAMMED

available at LOCATION READY! 2708; 2716; 2532; 2732; 2564; 2764

Amusement Distributors, Inc RECONDITIONED $10.2 PER CHIP

VIDEO GAMES PROGRAMMING FEE
. Send us any EPROM or ROM and we
As"’"”‘js Deluxe will duplicate it for $10, plus the
Carniva cost of the blank chip. You may supply
Manual or Cosmic Avenger blank or buy
Electric Crazy Climber from us at the following rates:
Kings & Balloons 2708 $3 Software
Megailick y 2716  $4.25 Development
Missile Command k 2532  $7.50 oaliie
Moon Shuttle 2564 call ¢
Polaris
Rooqe s Ml
* Designed for fast, Radarscope y BOARDS REPAIRED
accurate counting. Scramble Send us any video bo_ard, power supply,
Space Invaders Deluxe 5 or TV monitor. _h will be repaired and
s . Star Castle shipped out
* nghtwe'ght & compact. Warlords . ................... 1395 within 24 hours in most cases.
Wizard of Wor . ... (Carry in service available)
* Wraps as it counts. Veniure GAMEROOM SERVICE

We currently service many of the most
successful gamerooms in the
New York City, Long Island area
Call for prices.

* Long Lasting.

¥ Made in U.S.A.

GAMETEK SERVICE CO. INC.

Ame’nemmeors, ]nc 11630 Keleket Dr., ;’iltssbzusrih. PA 15235 199-18 32nd Ave., Bayside, NY 11358
49-05 Roosevelt Avenue AT

(212)631-9242

Woodside, New York 11377 Soart: Cus D okiner (800)221-9070 Toil Free

212/458-1100

New Video Games!
$750.00 excluding P.C.
Board and Controls.

All Components installed in
cabinets. You install
P.C. Board and Controls.

Also complete New Games
as low as $1395.00
in quantity orders.
Switching power $59.00
20" Monitor chassis $270.00.

Shadco, Inc.
2738 State Ave.
Panama City, Florida
Phone (904) 769-8201 » Telex. 525610
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THE LAST WORD

One of the most memorable
moments in motion picture history
featured Mickey Mouse as the
Sorcerer’s Apprentice.

Anyone who has seen the Disney
film “Fantasia” no doubt remem-
bers the plight of Mickey: dressed
in the borrowed gown of his
master, the Sorcerer—he tried to
fight off the seemingly endless
rush of bucket-carrying brooms.
Though he took an axe to them
and chopped them into little
pieces, each splinter would
rematerialize into a whole broom,
intensifying the assault on Mickey.

What was it about this particular
scene in cinematography that has
remained forever stamped in the
memory of those who've seen it?
After all, it’s only a silly cartoon
character in an apparent comic
struggle.

And exactly how does it relate to
video games?

Well, if psychologists are inter-
ested in studying the appeal and
effect video games have on Ameri-
can society, they would do well to
consider the video struggles in the
light of Mickey’s seriocomic
struggle.

Starting with Space Invaders and
continuing with Asteroids and
other hit games, we find the
players of video games taking on a
role similar to that of Mickey Mouse
as the Sorcerer’s Apprentice.
It’s one against many where the
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“many” are unthinking, unrea-
soning foes bent solely on annihi-
lating the player/Mickey. And, no
matter how hard the player/
Mickey fights back, more enemies
appear in always greater numbers,
with even more determination to
crush the individual.
Psychologists may see here an
archetypal pattern which speaks
subliminally to each one of us.
That’s why the comical Sorcerer’s
apprentice has remained in the
consciousness of modern society.
And that’s also a good possibility
why video games have so captured
the imagination of society. Like the
Disney film, today’s video games
speak to us on another level.
Obviously the Disney film pro-
ducers were aware they had
tapped something with the
“Fantasia” scenario because they
used ittime and time again in other
motion pictures—the most mem-
orable of those reuses is Davy
Crockett standing alone on top of
the Alamo fighting off the whole
Mexican army, of course, Davy
Crockett probably wasn’t the last
to die (and probably not exactly
like that), but the producers saw
the scene as good cinematography.
And that’s the same reasoning
that broughtaboutthe video game
phenomenon. By following upon
the same theme that made Space
Invaders a hit, manufacturers were
able to turn out other hits which,

Mickey Mouse

and Video

by David Pierson

strangely enough, seem to be
tapping the same chords in people
that Mickey touched so many
years ago.

What does it all mean to the
video game business?

For one thing, the parallels are
obvious and can easily be elabo-
rated upon when industry people
talk with television and newspaper
reporters. For the reporter, it
means good ‘‘copy.” For the
industry, it means good press
(After all, aligning the appeal of
video games with something as
unquestionably wholesome as a
Disney film has to be beneficial.).

Also, given the recent alignment
of the motion picture industry with
coin-op amusements, perhaps
what we need is'a manufacturer to
theme a video game—with all due
royalties proceeding to Disney
Productions, of course—on the
Sorcerer’s apprentice theme. Such
a game could probably help drive
home the point that anything that
can incorporate Mickey Mouse
can’t be all bad.

While a Mickey Mouse video
game might be a little unrealistic, it
is realistic for operators, distribu-
tors, and manufacturers to point
out parallels between video games
and other mediums. There’s prob-
ably no better way that this industry
can show it is essential to modern
society, that it serves a purpose,
and must be allowed to flourish.
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4. GOTTLIEB'S ATOMIC VIDEO.

It challenges you with new dimensions..
. in sight, sound and color. o2
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- Smash the : L
crushing pressure

.. - atomic enemies

into oblivion... of the expanding
~ core...
e.f:;:g:ﬁ':ﬁ , M Energize yourself
skillfully placed ; with s"ﬂef,”‘_”e’
decoys... to smash the
enemies...
Battle your wai{ through screen after - ot
_ screen before reaching the secret vortex.

Gottlieb’s REACTOR

Qgﬁque, challenging...and fun!

(Sottlieb




