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UCLA Conference Looks

At Industry’s Future

LLOS ANGELES, Calif.—The Uni-
versity of California, Los Angeles
recently held a *'Video Games and the
Graphic Designer”” conference, a two-
day event held at the Ambassador
Hotel. Participants paid $185 cach to
attend. Speakers included business and
design representatives from many of the
major video game companies, who dis-
played a number of new products and
made observations about the state of
the industry,

Contrary Lo speculations in the finan-
cial world (notably business analysts C.
Bernstein & Co.) that video games may
have reached their peak, and can only
decline in popularity, the manufacturers
and designers insisted that the industry
was not yet on the wane. One partici-
pant predicted sales from 1983 will ex-
ceed those of 1982 by as much as $3 bil-
lion, Sales for last year totalled more
than $10 billion.

Presently, the Llop game designers, es-

sResiallythose oLhome games, can col

mand annual incomes as high as $1 mil- .
lion, and more and more of them are

being represented by talent agents.
However, the emphasis on the designer
is expected to decrease in the future as
specialists in various aspects of the
game are contracted to contribute small
components of the overall design.

The average game player, as deter-
mined by Electronic Games magazine,
plays video games, including home
games, about six hours a week. Girls
were thought 1o account for no more
than 10% of the market. With the ex-
ception of war and sports games, girls
preferred the same games as boys.

Last January Roger Hector, a former
manager at Atari, sold his company,
Videa, Inc., to video king Nolan Bush-
nell. Hector was emphatic about the
educational possibilities in video games,
probably because Videa’s new branch,
Sente Inc., will be concentrating on the

.. first educational coin-op games. ‘
Seiiiistet.aliicnatinued.on pagesailits

Oregon To Require
UL Listings

Portland, OR—Beginning next week,
nearly all video games in the stale of
Oregon may be outlawed due to non-
approved electrical wiring. The Under-
writers’ Laboratory (UL), which lists
electrical equipment for safety, has not
yet listed the wiring systems of
games from any of the major video
game companies except Atari. In most
areas of the country the UL listings are
not required of coin-op games, but state
and local authorities here are now ser-
jously enforcing the relevant regula-
tions, which were enacted in October of
1981.

Don Wilfley, Chief Electrical Inspec-
tor for the State of Oregon, explained
the reasons for the sudden clampdown.

“In past years there’s been so much
in the way of video games and such
shipped up here from California that
wasn’t UL approved, that things were
really getting out of hand.

‘“We’ve had fires resulting from faul-
ty wiring of these games, people have
been shocked, we even had one young
fellow electrocuted.”

Oregon distributors see the issue dif-
ferently, however. Stuart Dunis,
General Manager of Dunis Distributors,
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Inc., was aware that the operators and
manufacturers faced a real threat from
the new enforcement policy.

“‘Sega-Gremlin may be granted an
extension of thirty days (by the city of
Portland), since they’ve said that
they're working on complying with the
regulations,”” Dunis said, adding that
all the other companies may be in trou-
ble because of the law.

Frank Fogleman, Vice Chairman of
Scga, said the company had requested
an extension of from three to five
months, and had written a letter ex-
plaining that they were receiving advice
from Atari on how to go about meeting
the UL listing requirements. He had
not yet received an answer from the
Portland Office of Building Codes.

Leroy Hancuff of General Leisure,
another Portland-based distributor of
the games, said the companies had been
alerted of the problem, but that the
issuc was of greatest importance to
operators.

‘1 think the government is making a
foolish mistake," he said. ““When oper-
ators have their games shut down
they’re going to retaliale by asking for
their tax stamps back.”

See Page 3

Play~Meter’s“Gambling-
Game Policy Challenged

Los Angeles, Calif.—Rufus King,
Sr., an attorney for Play Meter Maga-
zine which sponsored the recent AOE in
Chicago, is an expert on gray area
games. And experts are needed for this
field, it seems, since even the companies
that produce poker-related games
define the gray area in different ways.

The AOE last week admitted several
manufacturers of video cardgames, in-
cluding M. Kramer, House of Cards
and Merit Industries. Other companies
considered at one point were Americade
and SMS. But the companies had to
fight their way in. For two years run-
ning Play Meter has tried to ban gamb-
ling games from the show. And at Play
Meter’s request, a Northern lllinois
judge did grant a temporary restraining
order against World Gaming Devices,
Inc. King explained how some of the
companies finally got their way, and ex-
hibited at the show:

‘‘Several companies with new, legiti-
mate amusement games were allowed to
exhibit, but when the gambling game
companies saw there were games with a
poker angle on the AOE floor, they
brought (their own machines) down
from their hotel suites and set them up.
Some had been modified for the show,
and some had not."”

FIRST CLASS

The true gambling game has three
identifying characteristics, King ex-
plained, which distinguish it from the
‘‘amusement game.”’ First the game can
accept a variable number of coins for a
single play.

‘“Now, who in his right mind would
put two quarters into Pac-Man for the
same amount of play he can get for one
quarter? Obviously there is a reason
with a gambling game."’

The second important difference,
King said, is that the gambling game,
unlike the amusement game, is con-
trolled by chance, not augmented by it;
and that the period of play-time is very
short. Most of these games last for one
hand of poker, or a single roll of the
dice.”’

Finally, according to King, there is a
knock-off meter in the gambling game,
which racks up a number of ‘‘replay
points’’ at the end of a game. These re-
play points may total as much as 5,000
for a single winning hand. King pointed
out that no-one would seriously play
5,000 rounds of the game, Instead, he
may receive prizes or cash remuneration
from the operator, who upon paying
may clear the game-board by activating
the knock-off circuit.

continued on page 8

First Class
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Atari Launches Major
Ad Campaign

Milpitas, Calif.—Atari, Inc. may be
setting an advertising record for coin
video games with a major national radio
and television ad campaign for Xevious,
one of the company's latest coin video
games.

““The Xevious campaign marks the
first time an advertising effort of this
magnitude and penetration has been
undertaken for a coin video game,’’
said Donald Osborne, Vice President of
Marketing for Atari’s coin-op division.

The Xevious campaign features 30
second radio and television spots which
will run for three consecutive weeks in

Excerpts from Atari's Xevloas, showing space-age
battling ground.

12 major television markets, including
New York City, San Francisco, Chicago
and Los Angeles. The commercial will
also be seen on Music Television
(MTV), a nationally syndicated cable
television network which is rapidly gain-
ing in popularity with younger audi-
ences.

Billed in the commercials as “‘the
game you can't play at home,"” Xevious
combines fast action with a space age
fantasy which Atari hopes will attract a
new audience and capture a large part
of the market.

Video Robbery

In Japan

As reports become more common of
youngsters stealing to support their
video game habit, it is interesting to
note that the United States is not the
only country to have this problem. In
Tokyo recently, twenty Japanese youths
were seized on charges of stealing so
that they could play the games.

Tokyo police said the boys, ages 8 to
14, were members of three gangs that
made off with $5,200 in cash and mer-
chandise.

““Their age level is going down, their
crimes are becoming more organized
and premeditated,” police said. “The
motives behind their repeated robberies
are clear—to spend lavishly in video
game arcades.”’

Recently, five boys aged 10 and 11}
were detained by police in northeast
Sendai for stealing $39,800 in cash and
jewelry to spend on video games. They
used bicycles to case homes and make
their getaways.

Nine other boys were also taken into
custody for extorting $2,600 as hush
money from the five boys.

““The video game arcades are a real
nuisance for us,” a Tokyo Police
spokesman said. ‘“The gang members
meet each other there and then go out
and commit crimes so they can return
for more."”

Youths under 14 years old will not be
indicted, but hand over to juvenile
authorities. Those over 14 may face trial
in family courts, and if found guilty
they could be sent to detention homes.

ERRATUM

Due to an error in the printing stage of
our issue Volume 2, Number 25, the or-
dinance listing for Yonkers, New York
contains an error, The ordinance in
question institules a $100 fee per
machine, not an $1100 fee.

COLUMBIA VENDING SERVICE, INC.

6424 FRANKFORD AVENUE
BALTIMORE, MARYLAND 21206
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Parents Attend
Video College

Redondo Beach, Calif.—Parents and
grandparents here have taken what may
have been the first course on video
games ever ‘‘taught.”

Underground, a video arcade at the
Redondo Beach Pier, held a fund raiser
for the South Bay Coalition for Alter-
natives to Domestic Violence, aimed at
teaching parents about the world of
video games. ‘““‘Introduction to Video
Games 101, as the event was called, at-
tracted more than 200 people of all ages
1o play the arcade’s more than 90 video
games, which were put on a no-charge
modec for four hours.

“Qur [irst attempt was 10 try to get
adults in so they could learn how Lo
play,’ said Jim Popp, a member of the
coalition’s board of directors. *‘You
feel kind of dumb coming in here when
you don't know how to play.”

Twelve young ‘‘professors’ of the
games, ranging in age from 7 10 16,
circled the arcade explaining game strat-
egies to parents.

Many of the older players, who paid
a flat $10 entrance fee for unlimited use
of the arcade, admitted they were con-
fused by some of the games, and were
greally impressed by the younger play-
ers’ expertise.

“I'm kind of from the old school,”
said 39-year-old Felix Auillar, who tried
his hand at Berzerk, with only moderate
success. ‘‘I've got a thing for the bells,
dings and stuff from the mechanical
(pinball) games. But it is going to be
video. I'm really surprised at the hand-
eye coordination needed. It scems the
kids that are good at this are good at
sports, t00."’

The proceeds of the *‘class’’ will help
continue the program, which provides a
holtline for potential violent criminals
and gathers information for and about
victims of violent crimes.

Few of the older players made plans
to return to the arcade, but most said
they were pleased to have had the uni-
que ‘‘educational’” experience.
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The AOE, held last weekend in Chi-
cago, is traditionally associated with the
latest games and best efforts of the at-
tending companies. Consensus among
operators and distributors was that this
show had its share of successes and
failures, and although many new games
were shown, reaction ranged from
mediocre to below average. One general
reason cited for the lukewarm rece p-
tion to the show was that no new tech-
nology games were complete, despite
some talk from the manufacturers of
laser disc games, cephalographic
stimulation and educational video.

There might not have been any
polished new equipment, but there were
a few games reflecting ideas not com-
monly found in today’s arcades. Bally

Midway, for instance, unveiled the
latest member of the Pac-Man family:
Professor Pac-Man.

Professor Pac-Man isn’t exaclly a
game; it is more a video quiz show, in
which [.Q.-like questions are asked and
shown in animated form while players
compete to see who can answer the
questions first.

The concept of two-player competi-
tion, similar to Joust or Space Duel,
was found in Nintendo’s new Mario
Bros., as well. This game features
Mario, the protagonist from Donkey
Kong, and his brother Luigi in their
struggle to knock turtles, crabs and flies
onto their backs and then into the water
below, Besides the Joustian competitive
concept, colorful, easily defined

Laser-disc graphics from Cinematronics’ new Dragon's Lair,

AOE ’83: Successes And Near Misses

by John Portnoy

graphics and above average sound ef-
fects highlight this game, which will be
available in June,

Stern Seeburg showed a game at the
AOE which combines the technologies
of shooting games with video. The
game is Mazer Blazer, and Stern hopes
that this mixture of physical hardware
and computer games will be what video
enthusiasts are looking for in 1983.

Cinematronics showed two new
games at the show. One, Cosmic
Chasm, is a vector graphic game owing
its roots to Bally’s Omega Race. The
other game Cinematronics unveiled is
the second laser disc to be shown at a
convention. Dragon's Lair features
Dirk the Daring on a quest through a
castle in order to find a princess and

rescue her from a dragon. Each scene is
a segment of the disc, and as you make
your choices, the disc head (there are ac-
tually two disc systems to speed the ac-
tion) is transported to the spot that
shows a scene of the consequences of
your action. In one instance, Dirk (con-
trolled via a four-way joystick and an
action button) has made his way into
the castle, across the flaming ropes and
through a door. He looks up (auto-
matically, as is part of the ‘‘scene’’ you
are now watching) and sees the roof
caving in. If the player wants Dirk to
move forward to avoid the crashing
roof, he pushes his joystick forward.
At this point the screen goes blank as
the second disc system finds the correct

continued on page 10
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Dodge City of Video Games

Ottumwa, lowa—The mayor and city
council have declared Ottumwa the
Video Gaming Capitol of the World,
and have given the key to the city to
Walter Day, owner of the city’s Twin
Galaxies arcade.

‘““‘Remember the gunfights between
the so-called ‘fast guns’ in Dodge
City?’’ he asked recently. ‘‘It’s the idea
of all the best people coming to that one
place where they can expect to meet
someone who can be a good match.

““The kids love it. They like the fact
that the best video game player in the
country can be playing next to them.”

The arcade boasts only 23 games, and
is not particularly noteworthy for its
decor, but Twin Galaxies is fast becom-
ing famous for its International Score-
board, which is updated with newly
verified scores from around the coun-
try.

Day is currently planning a seven-
screen scoreboard, which will rank by
computer the best video-playing states
in America, the best countries and the
highest-scoring arcades. An Official
Video Game Hall of Fame is also in the
works.

After the crew of the ““That’s Incred-
ible’’ television series came to Ottumwa

last November to film the arcade’s first
North American Video Olympics, the
town was inundated with tourists and
fans of the games.

“*You should have seen the girls vying
for the affection of the (winning)
players here for the Olympics,”’ Day
said. “It's just another version of rock
stars.”’

continued from page 1

‘“Games have a tremendous potential
for learning. You can learn a lot about
Newtonian physics just by playing
Pong,”” Hector said.

Annie Katz, editor of Electronic
Games, agreed with Hector, pointing to
the use of certain home video games in
therapy for dyslexic children in Upstate
New York.

““I think all games are educational in
the broadest sense,” Katz said. ‘“They
promote logical, ordered thinking; they
promote the recognition of patterns. . .

Video Peddler Peddles Pedal Video

New Brunswick, N.J.—If the wrist
action from a furious round of Xevious
isn't enough for you, perhaps Robert
Phillips can help. He has just released a
new kind of video game that may make
aerobics a thing of the past.

1 call it Videoexercycle,” said Phil-
lips, who left his job in software at Bell
Laboratories to work full time on the
invention. ‘1 was irying to keep in
shape on my exercise bike, and 1 said to
myself, this is boring,”” he explained.
““Then 1 thought, why don’t | hook this
to a video terminal?"’

The final product involves a small
electronic “‘interface’” device connected
to the front of an exercycle and linked

to a microcomputer on a TV set, A
countless number of video games, in-
cluding the best-selling arcade games,
can be played while the rider pedals the
bicycle for exercise. Firing buttons are
fitted to the specially designed handle
bars.

‘““Any electronic game you've ever
seen can be played on my system,”
Phillips said.

The first commerical model has been
installed in the back of a New Bruns-
wick bar for test marketing.

‘“So far the people love it,”” Phillips
said. *“They put more quarters in it than
Ms. Pac-Man and Frogger.”

But to most people, ‘educational’
means ‘not fun’.”

Video games, Katz continued, were a
kind of “health spa for the mind.
They’re not just a pure test of reflexes.
If it were just your physical reflexes that
mattered, Rod Carew would probably
be the best video gamer in the world."”

However, the consensus at the con-
ference was that present games are not
showing an adequate level of innova-
tion. Most of the speakers admitted that
the industry has a long way to go before
video games meet their full potential.

“It’s a long way from Pac-Man to
Picasso, from Berzerk to Beethoven. . .
If (video) games have this magnificent,
artistic potential, how are we going to
realize it?” said Chris Crawford, head
of game design research at Atari,

Hector, who is still involved with
Sente Technologies, was asked what
could be expected from the new com-
panies when its no-compete contract
with Atari expires in October.

“I was firmly admonished not to say
anything about that,” he said. Finally
he was asked to comment on the pros-
pect of holographic (three dimensional)
games. “‘It’s a technology whose time
has not quite come but is knocking on
the door,”" Hector replied, adding that
the public could expect games that are
*“quite nice. The real flashy stuff will
probably come in the second round.”

Playin

Americans Spend A Lot Of Time
Games That Don't

Gobble Space Ships.

People alreadv know how to play games like poker.
blackjack, craps and Hi-Lo. They've been fun for vears and
they're certainly no passing fads. But now folks can challenge
the computer instead of the house. They can play all 4
games on one very unique machine and have no danger
of losing the farm or paycheck.

Little Casino is a simple machine that can make
a really respectable contribution of quarters to the
proprietor’s bottom line. It's for amusement only
and customers do enjoy
plaving again and again. They
enjoy it so much that thevre likely to stay
around a bit longer than theyd planned and have an extra

drink or two. Little Casino
means extra pleasure <€
for the plavers and
extra money for vou.

>

DIGITAL CONTROWS

P Hos 48200 Vlanba, GAB0362 (104 141-5332
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President Reagan had a few nice
things to say about video games. Mr.

PEOPLE

SAY

him, burn him, zap him is the message,
rather than bargaining and coopera-

New Video Product Fits
Games Like A Glove

San Diego, Calif.—For all those
players who suffer from the agonies of
“‘Pac-Man palm,”” “‘Q*Bert callus” and
“‘Bag Man blisters,’’ there is hope. The
Bravin Company has introduced the
Video-Gluv, designed especially for ex-
tended periods of heavy play.

special features which the championship
player requires. It has an exclusive palm
patch that prevents the hand from slip-
ping because of perspiration. Six differ-
ent colors are available, all in Grade A
cowhide, and some models even have a
pocket to store quarters.

s, Parents (who oppose the arcade). Be- ;- (i

Reagan, speaking to a group of math tion.”'
and science students at the Walt Disney
Epcot Center in Orlando, Florida, said
video games have helped develop ‘‘in-
credible hand, eye and brain coordina-
tion in young people.”

‘“Watch a 12-year-old take evasive
action and score multiple hits while
playing ‘Space Invaders’ and you will
appreciate the skills of tomorrow’s
pilots,”” the president said.

Not to upset the nation's parents,
Mr. Reagan then quickly qualified his
praise of the games.

**Homework, sports and friends still
come first,’” he said.

The Video Gluv incorporates all the

\ L/
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Seymour Cohen, operator of the
Rainbow Arcade in Washington, D.C.,
has this to say for video games:

““You know what? To hell with those

—0—

Dr. Robert Gable, a psychology pro-
fessor at Claremont Graduate School in
Calilornia, says:

“*Arcades are high-tech hangouts that
suppress undesirable behavior. Video
games have their own technology that
parents don’t understand. But this is a
technology that’s going somewhere.”

« Expert Technical Advice & Assistance, based on
many years of experience.

* Professional Artwork & Design Service at no charge.

« Hundreds of attractive Stock Dies .

» NOTES & QUOTES Promotion Bookiet (up-dated
and revised periodically).

 Exporting Expertise -- We know the Export Market,
and how to solve its complex problems.

« Product Exellence -- Van Brook Standards of
Precision and Quality Control are the highest in
the Token Industry.

—0—

Dr. Stephen Leff, a psychologist at
Harvard Medical School, approves of
the games as deterrents to the drug
habit, ‘‘Drugs are used to avoid prob-
lems. Video games and computers get
people fascinated with problem-
solving.”

—0—

However, not every member of the Phone or write for catalog & samples

academic world agrees. Philip Zimbar-
do, a social psychologist at Stanford
University maintains the bad still oul-
weighs the good in video games. “‘Eat
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Williams Electronics has announced the release
of a companion 1o ils Joust video game: Joust
Pinball. As in Joust, the pinball version allows
two-player head-to-head capabilities and features
the same graphics, sounds, and theme as the
video.

In Joust pinball, making the first target in the
right bank stops the lights cycling from 30,000 to
200,000. The first player to complete his bank
scores the ht value and resets his bank and his op-
ponait’'s. The [eft top drop target bank advances
the bonus multiplier. When 5X is lit, it lights col-
lect egg bonus which is scored by dropping the
bank. The first player to complete his left bank
collects the bonus multiplier and resets both left
banks.

Making the 3 hunter targets advances the targel
tunnel from 40,000 to 80,000 to 160,000 to
320,000. Shooting through the tunnel scores and
advances the value. The first time the player
makes the 3 hunters, he collects 30,000 plus 3 egg
bonuses; the second time earns 50,000 plus $ eggs;
the third time earns an extra ball. Making the lava
pit cject hole collects the cycled lit value from
10,000 to 50,000. Collecting 50,000 lights collect
egg bonus.

Making the front single drop target lights the
spinner for 1000; making the back target lights the
spinner for $,000. 1f the player hits his own spin-
ner. he collects the hit score; il he hits his oppo-
nent's spinner, his opponent collects. Shooting the
ball through the larget tunnel scores the lane
value, turns off the opponent's spinner lights and
starts either 15 seconds of unlimited ball play
when 40,000, 80,000 or 160,000 is lit or 30 seconds
when 320,000 is lit.

After both players have drained all balls, each
has 30 seconds of unlimited ball play.

Reyw Games

In Food Fight, new from Atari, Charlie Chuck,
whom the player controls, must get from one side
of the screen to the other in order to eat a melting
ice cream cone. In his way stand four chefs—
Oscar, Angelo, Jacques and Zorba, who try to foil
Chuck by throwing tomatoes, watermelons, and
cream pies al him. Chuck can retaliate by picking
up some food of his own and throwing it back at
the chefs, or by leading a chef into one of several
*‘video holes,"" whence the chefs come.

In the meantime, the ice cream cone is melling,
and Chuck must race to eat it before the last bit
drips away. If he doesn't make it, all the food on
the screen flies at him, and Chuck loses a life.

Once Chuck has reached the cone and eaten it, a
new level of play begins, signified by a new flavor
of ice cream.

A new feature appearing in this game is '‘instant
replay.’" This leature allows the player to reflect
back on previous successes. When Chuck com-
pleles a level of play involving an exiremely close
call, the words ‘‘Let's see that again—instant
replay”’ appear, and the level is played back in fast
speed.

Although the foods are limited in quantities to
the amount in piles on the playfield, the supply of
watermelon is never-ending for Chuck. A throw
button controls his ability to throw and an analog
joystick allows him 360 degree movement on the
screen. When Chuck is flinging food, the point
values for each chef increase in 100 point incre-
ments, beginning at 100 and not exceeding 1000.

Players have the option of starting at the same
level of play where the lasi game lelt off.

Operator optlions for Foad Fight include game
difficulty, number of lives and bonus level set-
tings.

Williams Glectronics has announced the release
of Sinistar, its newest space game. In Sinistar, the
plaver controls a spaceship whose mission is 10
destroy Sinistar, billed by Williams as *‘the most
awesome adversary ever faced.”

There are two general strategics employable in
Sinistar. First, the player can atiack the workers,
ships dedicated to capluring picces of asteroids
and using them to build Sinistar, and prevent the
completion of Sinistar. Another strategy is to
aliow Sinistar’s completion while the player picks
up the pieces he mines from the asteroids. The
ship. which gains one Sinibomb for each picce of
asteroid mined, can then challenge Sinistar direct-
ly by shooting it with the Sinibombs.

Once Sinistar is destroyed, a new level is
achieved, and the player's status is displayed.
There are warrior, planetoid, worker and void
zones of the galaxy.

Operator adjustments include extra ship incre-
menls, ships per game, selection of continuous
firc, and difticulty.

Siuistar is also unique in that it inroduces
Williams' first cockpit. The cockpit version has a
dilferent joystick.

Williams Electronics introduced Bubbles at the
Amusement Operalors’ Exposition last month. In
Bubbles, the player controls a bubble which scours
a sink of crumbs, ants, and “‘greasies.”’ Cleaning
ladies also appear, and when eaten, their brooms
protrude from the bubble’s mouth. The bubble
can then destroy enemies who would normally kil
him: brushes, sponges, razor blades, and roaches.

When all the crumbs, ants and greasies are
cleancd up, the wave ends with a whirlpool that
floods the sink. If the bubble is larger than the
drain, the drain will flash green and the bubble
can dive ahead to the next sink. If it wants to, the
bubble can bypass a sink and dive in whenever the
drain (lashes green.

Bubbles includes such operator-adjustable op-
tions as a nine-level difficulty setting and book-
keeping totals.

Available now. -

REPLACEMENT MARQUEES

All Current Games
$25. (O.E.M. prices available)

APPLE USERS

E-Prom Programmer
Put all your games on disks!

Save on expensive E-Proms!
$495.00

New Way Video Systems, Inc.
21 Langdon St.
Everett, Ma. 02149
(617) 387-4169
Telex # 848027 New Way

WHOLESALE GAMES
FROM COAST TO COAST

one‘Q*hENT’
+ One @%ﬁ

?_9?5?
+0One [AC-NNN WE HAVE

$6,995. .y PDPEYE!

All Prices F.0.8. Warehouse

WE SELL THE FUTURE. " .. " ...FOLLOW US.

Computer Earning Games, Inc.

51 Monroe St. , 1Bth Floor, P.0. Bax 1687  Rockvllie, MD 20850  (301) 251-1200
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Wico offered two new catalog supplements at the AOE, One lists over 300 new coin-op-related
ies; the engineering suppl d d to date the 0.E.M. market,

N I

Bally Projects Poor Gains

Cleveland, Ohio—Bally Manufactur-
ing Corp. has announced it expects the
weak market for coin-op games to con-
tinue through the first half of the fiscal
year. Donald Romans, Bally's chief
financial officer, said:

“*(Although) all of our operations not
associated with video will have (reve-
nue) increases, the market (for coin-op
games) is experiencing a very difficult
time right now.”

Bally also has holdings in amusement
parks, Six Flags Corp., and the Park
Place Hotel in Atlantic City, N.J. Rob-

ert Mullane, President and Chairman of
the company, said Bally is trying to
diversify its interests as much as pos-
sible so as to avoid suffering from the
video slump. He pointed to the com-
pany’s recent decision to acquire Health
& Tennis Corp. of America as an exam-
ple of Bally’s new direction.

The 280 fitness centers of Health &
Tennis are relatively small in size. Bally
intends to add large (80,000-square-
foot) clubs for the health company in
the future, according to Mullane.

=

ORDINANCES
IN BRIEF

TULSA, Okla.—House members approved a bill to ban Custer’s Revenge and
other adult video games, and have sent the measure to the Governor on a 95-0 vote.

The bill, which Governor Nigh is expected to sign, would bring video games under
the state’s obscenity laws.

Custer’s Revenge has already been withdrawn from sale in the United States.

MOUNT KISCO, N.Y.—Following a braw! at Gametronics involving 30 teen-
agers, the Mount Kisco video arcade, along with its nearby competitor Cosmos, have
been permanently shut down. Village Manager John Crary refused to renew their
operating licenses one week after the incident, for which about a dozen police of-
ficers were required from Mount Kisco and Bedford to restore order.

COHASSET, Mass.—In a unanimous decision Selectmen rejected a request for a
45-game video arcade proposed for the Cushing Plaza shopping center. The arcade
was proposed by businessmen Myron Cohen of Randolph and Harvey Siteman of
Raynham. .

Selectmen Chairman Henry Ainslie said, ‘‘We have taken a stand against game
rooms in general, and 1 made it clear to the individuals who applied that I was firmly
against the proposal.”’

A petition containing the names of about 100 residents was submitted, along with
a letter arguing against the arcade as a potential center for drug abuse and loitering.
The letter was written by William and Nancy Clapp, who are active in health educa-
tion in the area.

KAYSVILLE, Utah—An ordinance forbidding out-of-town businessmen from
selling fireworks in the city also bars students from patronizing video games during
normal school hours. The ordinance is one result of a recent overhaul of the city’s
entire business licensing requirements.

Objections to the new regulations centered primarily on the fireworks issue, and
no protest was heard concerning the video games clause.

NASHVILLE, Tenn.—Two different bills have been introduced by state legis-
lators to enact new taxes on coin-operated video games. One bill would also legalize
pinball gambling games.

Senalte Bill 1041, sponsored by Memphis Democrat Sen. John Ford, would charge
owners of video games $20 a year and operators $25 a year. Fifty percent of revenue
would go to the state's general fund, 45 percent to counties where each game is
operated and the remainder to the state Revenue Department.

Ford's bill also legalizes pinball gambling statewide, although imposing a stiff tax
on their operation.

Owners of the gambling games would be charged an annual tee of $1,500 and
operators $200 a year per machine. Sixty percent of the tax dollars would go to the
state and local governments would keep the rest.

The other bill (House Bill 1058), sponsored by Rep. Harold Love, D-Nashville,
would require an annual fee of $120 from owners and a $120 per machine fee from
operators. The bill, however, does not legalize pinball gambling games.

WESTFORD, Mass.—Selectmen voted last month to put a townwide ban on
gambling games.

Their decision was instigated by an earlier decision when they ruled that a public
restaurant was not the best place for video poker games.

Two licenses had already been approved for Lhe gambling pames a week before the
decision on the ban. These games will be allowed to stay until the one-ycar license
expires.
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North Dakota Coin Machine Operator's Association Convention

X

April 8,9, 10

Kirkwood Motor Inn
Bismark, North Dakota
Contact: Margo Bennett, (701) 255-0477

April 22-24

Pacific Amusement Operators Show
Disneyland Hotel, Anaheim, Calif.

Contact: Terence Cunnmgham West Coast Amusement, 2727 Midtown Court,

Suite One, Palo Alto, Calif, 94303
(415) 325-6691
NOTE CHANGE IN LOCATION AND DATE

April 14-23

Milan Fair, [taly

Contact: Fiera di Milano, Largo Domodossola, No. 1. 20145, Milan, Italy

telex number 331-360

PLACES
PEOPLE GO

April 30-May 1

Pennsylvania Amusement and Music Machine Association
Monroeville Exposition Mart, Monroeville, Penn.

Contact: Judy Martin
Corey Associates

16 E. Broadstreet, Suite 901
Columbus, Ohio 43215
(800) 421-2117

continued from page |

J.P. Nelson, chairman of Computer
Kinetics, which did exhibit, thought the
AOE’s ultimate decision to allow most
of the gray area games was understand-
able.

“You know,” he said, ‘‘these com-
panies are all bigger than Play Meter.”

Nelson is certain his poker games do
not approach the boundaries of the gray
area. The crucial difference, he insists,
is the knock-off meter. Since Computer
Kinetics’ games have no meter and no
final “‘score,’’ they cannot be classified
as gambling devices. They also provide
several rounds of play for a coin, and
may be said to have at least some “‘real
entertainment value.”

Play Meter’s decision on which poker
games to admit would be simple—if it
weren't for the fact that score-boards
have been an integral feature of amuse-
ment games since pinball first became
popular in the 1940's. Play Meter has
not considered banning pinball games.

The knock-off meter may not in itself

be the acid test for determining a gray
areca game. Play Meter’s attorneys set
the admission policy for the AOE but
never intended to ban the manufac-
turers of the non-knock-off poker
games, such as those by Computer
Kinetics and Digital Control. A repre-
sentative for one manufacturer banned
from the games requested anonymity
before saying:

**] think it's a little unfair. This is a
video amusement game like any other.
It's the same as if | were an automobile
manufacturer, and I were held responsi-
ble because someone used one of my
cars to rob a bank. Besides, what about
video games that record scores, and ar-
cades where prizes and savings bonds
are given to high score s? The only dif-
ference is that ours are geared toward
adults and show up in bars.”’ He added
that his company faced serious financial
problems because of Play Meter’s deci-
sion to ban his games from the AOE.

...................".‘........................0........'

(BATTERIES NOT INCLUDED)

*DISTRIBUTOR INQUIRIES WELCOME®
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San Mateo, CA 94402 {415) 672.6222

000600000002 00400:0000000000000008000000
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DEAL MART

CORPORATION FOR SALE

Western Wyoming. Sells jukeboxes,
video games, candy & cigaretie
machines, pinball machines, pool
tables. Annual gross: $250,000-music
and games, $100,000-vending, Price:
$350,000. Thirty-year-old company. In-
quire: James Wakefield, 220 S. 4th St,
W., Riverton, Wyo, (307) 856-0289.

WANT TO BUY ARCADE

Area sought: San Francisco Bay Area.
Investment considered: $100,000. In-
quire: Item 200. Games People. P.O.
Box 67898, Los Angeles, CA 90067.

ARCADE FOR SALE

Miami. 60 games. 2 locations. Annual
gross: $200,000. Net: $70,000. Price:
$265,000. Inquire: Item 201, Games
People. P.O. Box 67898, Los Angeles,
CA 90067.

ROUTE FOR SALE

Granada Hills, CA. 140 games, 38 loca-
tions. Annual gross: $220,000, Price:
$275,000. Inquire: Item 202. Games
People, P.O, Box 67898, Los Angeles,
CA 90067.

ROUTE FOR SALE
Central Florida. 38 games. 19 locations.
Annual gross: $118,000. Net: $51,000.
Price: $76,000. Inquire: Item 203.
Games People. P.O. Box 67898, Los
Angeles, CA 90067.

WANT TO BUY ARCADE,
Area sought: Orange County, Califor-
nia only. Investment considered:

$50,000 to $100,000. Inquire: Item 32.
Games People. P.O. Box 67898. Los
Angeles CA 90067

ARCADE FOR SALE

Stratford, CT. 25 games. Annual gross:
$182,00. Net: $104,000. Price:
$225,000. Inquire: Mr. James Butter-
worth, Video Circus Inc., 2896 Main
St., Stratford, CT 06497,

ROUTE FOR SALE

Omaha, Neb, 12 games. 10 locations.
All games on contract, some on guaran-
teed minimums. Net: $35,000. Price:
$35,000. Inquire: Item 204. Games Peo-
ple. P.O. Box 67898, Los Angeles, CA
90067.

MOBILE
SALE
Southern California area. 16 ft. tan-
dem axle. Fifth wheel trailer. Hy-
draulic side doors. Ten top games.
Generator. Annual gross: $60,000.
Net: $40,000. Price: $30,000. Inquire:
Richard Hixson, 2809 Hampstead
Lane, Bakersfield, CA 93309, (805)
834-5819.

VIDEO ARCADE FOR

ROUTE FOR SALE

Tampa, Florida. 37 games. 20 loca-
tions. Net: $85,000. Price: $85,000. In-
quire: Item 207. Games People, P.O.
Box 67898, Los Angeles, CA 90067.

ARCADE FOR SALE

Monuterey, California. 29 games. An-
nual gross: $160,000. Net: $82,000.
Price: $150,000. Inquire: Item 206.
Games People, P.O. Box 67897, Los
Angeles, CA 90067.

ROUTE FOR SALE.

Los Angeles area. 25 games. 12 loca-
tions. Annual gross $60,000. Net:
$50,000. Price: $50,000. Inquire: Item
45. Games People. P.O. Box 67898,
Los Angeles, CA 90067

ARCADE FOR SALE

Napa, Calif. 39 games. Price:
$170,000. Inquire: Mrs. Gail Bilyeu,
The Play Pin, 1309 Pueblo Ave.,
Napa, Calif, 94558.

ARCADE AND ROUTE FOR SALE
Charleston, S.C. 17 arcades and 75
locations. 600 games owned, 600 leased.
Annual gross: $2.5 million. Net:
$500,000, Price: Negotiable, can be pur-
chased in parts. Inquire: Item 205.
Games People. P.O. Box 67898, Los
Angeles, CA 90067.

WANT TO BUY ROUTE

Area Sought: Chicago area. Size of in-
vestment considered: 10-100 games. In-
quire: Item 208. Games People, P.O.
Box 67898, Los Angeles, CA 90067.

ROUTE FOR SALE

San Jose, Calif. 60 games, 24 loca-
tions, wareh lease. A | gross:
$108,000. Net: $27,700. Price:
$170,000. Inquire: Item 29. Games
People. P.O. Box 67898, Los Angeles,
CA 90067

ROUTE FOR SALE.

Chicago area. 75 games. Annual gross:
$170,000. Net: $75,000. Price:
$200,000. Inquire: Item 64. Games
People. P.O. Box 67898, Los Angeles,
CA 90067

ROUTE FOR SALE.

Dallas-Fort Worth area. 400 games. 50
locations. Annual gross: $460,000.
Net: $250,000. Price: $1,400,000. In-
quire: Item730. Games People. .0,
Box 67898, Los Angeles, CA 90067

ARCADE FOR SALE

Chicago Area. 40 games. Annuasl gross:
$120,000. Net: $30,000. Price: $40,000.
Inquire: Item 209. Games People, P.O.
Box 67898, Los Angeles, CA 90067.

ARCADE FOR SALE

Miami, Florida. 40 games. Annual
gross: $150,000. Annual profit:
$126,000. Asking price: $250,000. In-
quire: Item 211. Games People, P.O.
Box 67898, Los Angeles, CA 90067.

ROUTE FOR SALE

Miami, Florida. 40 games. 11 locations.
Net: $61,000, Price: $110,000. Inquire:
Item 210. Games People, P.0. Box
67898, Los Angeles, CA 90067.

ARCADE FOR SALE '
Tulare County, California. 60 games.
Annual Gross: $150,000. Price:
$225,000. Inguire: Item 71. Games
People. P.O. Box 67898, Los Angeles,
CA 90067

ROUTE FOR SALE.

Vancouver, B.C. area. 40 games. An-
nual gross: $200,000. Net: $50,000.
Price: $90,000 (C). Inquire: Item 127,
Games People. P.O. Box 67898, Los
Angeles, CA 90067,

ARCADE FOR SALE.

Los Angeles area. 28 games. Annual
gross: $130.000. Net: $60,000. Price:
$150,000. Inquire: Item 102. Games
People. P.O. Box 67898, Los Angeles,
CA 90067,

ARCADE FOR SALE

Southwest Colorado. 11 games plus
year-round outdoor resort. Annual
gross: $72,000. Net: $36,000. Price:
$55,000. Inquire: Item 58. Games Peo-
ple. P.O. Box 67898, Los Angeles, CA
90067

FREE. DEAL MART. A service to bring buyers and sellers of arcades or
routes together. If you have an arcade of route to sell or want to invest in
an arcade or route, please fill out the DEAL MART form which will appear
regularly in Gamses People.

Deal Mart form

4 Name
‘ Address
Telephone ( )
(if selling) Check One:
Name of business

‘ Address of business
Number of games owned:
Size of premises (in square feet)
Or number of locations
Annual gross:
(it buying) check one or both:
Area of the country
: Size of investment contemplated
L Check here if you want Games People to screen applicants
and assigna box number to assure confidentiality (3

City

Arcade [ Route [

City
Number of games leased

Annual profit asking price

Arcade (]

Route []

SEND TO:
GAMES PEOPLE
P.0 BOX 67898
LOS ANGELES, CA. 90067
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place to resume play. Though the screen
is blank for only a short time, the delay
is noticeable and several visitors com-
mented this could distract from game
play.

Despite the wonderful graphics of
this game, players pointed out another
design flaw which they felt should have
been worked out before the game’s in-
troduction. If, in the above scenario,
Dirk dies (as is inevitable once he enters
this particular room), he is reconstituted
in the same room. Therefore, if there is
no way out of a particular room (if, as
in this case, the fatal mistake was made
in the previous room), there is no escape
for Dirk, no matter how daring.

Since it is not scheduled for commer-
cial release before June, some buyers
expressed hope that Dragon’s Lair will
show some improvement when it
reaches the marketplace.

Unpreparedness seemed to mark the
show, especially with such games as
Sega’s Congo Bongo, an ape game with
less than perfect controls (the player's
character tended to get stuck on the
steps while trying to change directions)
and in some of the smaller companies’
games, particularly the conversion kits.

Peter Betti, general manager for Bet-
son Pacific, considered the show medio-
cre, piving Nintendo’s Mario Bros.,
Gottlieb’s Mad Planets, Taito’s new
game Zoo Keeper, and Centuri’s latest,
Gyruss, the highest ratings.

Bettleman. He went on to say that the
floor was laid out beautifully, but ex-
pressed concern about ‘‘the amount of
square footage given to non-video. ..
I've never seen so many (electro-
mechanical) kiddie games at a show in
my life.”

Mario Bros., which features a character from
Donkey Kong, had good graphics and sound.

““There were no new Pac-Mans or
Defenders," said Betti. “Most of the
games shown are 90 day wonders.” He
considered Bally’s premiere of five new
games a bad sign, believing that Bally
probably isn't sure which of the games
will be successful. ““The AOE is a good
indication that the industry is back to
business as usual,’”’ Betti stated. ‘‘No
booms, no busts."

On this last point not all distributors
would agree with Betti. Ira Bettelman,
vice-president of C.A. Robinson, was
also unimpressed with this year’s AOE,
but saw a disturbing development.

“1 was a little disappointed (with the
AOE) insofar as no completed games in
new technologies were available,” said

Bimbo is a non-competitive revival of a 1930's
electro-mechanical game.

The new direction of the show’s in-
terests was evident in more than *‘kiddic
games.”” Much of the floor space was
taken up by gun games, pool tables,
jukeboxes—notably a new ‘‘video”
jukebox from Video Music Interna-
tional— and novelty items such as a
renovated game from the early 1930’s
called ¢*‘Bimbo the Clown.”" Dan Taylor
Sales, a Pennsylvania-based company,
is remarketing this game in hopes of
competing with the new host of ““kiddie
games,” including those by Intrepid
Marketing. The original game consisted
of a marionette who strings were attach-
ed to an electro-mechancial circuit
which would jerk the strings up and
down in rhythm to a music box. The
new game puts the *‘player’’ in control
of the clown. Four buttons control the
clown’s arms and legs. The operator,
upon inserting a quarter, hears a
musical selection from an B8-track tape
and can choreograph his own dance to
the tune. Bimbo is unsual in that it is en-
tirely non-competitive.

Operators and distributors were given
a chance lo voice reactions to their
treatment by manufacturers in a formal
question and answer session held the
evening before the show opened.
Answering questions were Stan Jarocki,
Vice President of Bally, Joseph Dilion,
Director of Sales for Williams, Gary
Stern, President of Stern Seeburg, Bob
Rosenbaum, Vice President of Sales
and Marketing for Sega and Don Os-
borne, Vice President of Sales and
Marketing for Atari. Most of the ques-
tions came from operators interested in
knowing what the companies were tak-
ing to protect them and lower their
costs. The answers generally revolved
around more careful control over the

types and quantity of games. Dillon was
asked how operators can get ahead with
the plethora of new games available. He
suggested that the operator was at the
heart of the solution, in that it is his
choice which games to purchase. Dillon
felt that the operator should work more
closely with the distributor in choosing
new games.

Gary Stern responded differently to
the same question. In order to lower the
costs to the operator, more conversion
kits would have to be offered, and more
and more reliance would have to be put

Stern hopes the video-mechanical shooting game
Mazer Biazer will anticipate market trends.

on Japanese programming and techno-
logies, presumably because of the lower
costs there. In addition, Stern added,
there would have (o be a restructuring
of arcades, but he was not specific on
this point.

The issue of conversion kits was a

constant one at the meeting. Both oper-
ators and distributors were concerned
that some of the companies represented
didn’t offer conversions, and they
weren't appeased by the explanations
the companies gave. The general con-
sensus among Atari, Williams and Bal-
ly, none of which was offering kits, was
that conversion kits were inferior in
quality to dedicated games, and that
one of the major attractions of the
games was the cabinet. By seeing only
one cabinet, they argued, players would
cease 1o be interested after a short
period of time. It was pointed out that
in Germany the cycle of conversion kits
has already been completed, and that

- players eventually preferred dedicated

games to the conversions.

Another concern among the three
companies not offering conversions was
that the cost of research and develop-
ment needed in order to make the games
viable is too high.

One operator commended Nintendo,
which wasn’t represented at the meet-
ing, for its efforts to track down illegal
pirate games, but attacked Bally and the
others for not putting enough time into
the same thing. Stan Jarocki seemed a
bit surprised at the attack, and told the
angry operator that Bally, and, indeed
every company in business, were spend-
ing as much time and effort as Nintendo
to collect and arrest counterfeit games
and their makers. At this point, Gary
Stern, the only dawyer in the group,
stressed that the answer was not to
spend more money on investigations,
but to make such acts as piracy criminal
rather than civil offenses. The courts,
he said, were beginning to come to the
same conclusion.

All in all, 1983’s Amusement Oper-
ators’ Exposition was considered nci-
ther an historical event nor a dismal
failure. Operators, distributors and
consumers saw few new lechnological
breakthroughs, but found a good share
of entertaining games to play.

Williams featured 2 new version of Joust, the first-ever hiead-to-head pinhall game.
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The TOP TEN is a comparative poll. The # 1 game in both Arcade and Street locations is
represented by 5 game symbols. Relative earnings of the other games are expressed
in symbols as a ratio to the #1 game on each list.
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Yes, | want to keep up with trends in the video games industry. Please send me 52
Issues of GAMES PEOPLE at the yearly subscription rate of $65 ($1.25 an Issue.)
Outside the U.S. $85

Send Check or Money Order to:

bringing you:

GAMES PEOPLE
P O.Box 67898
Los Angeles. CA 90067 P Important News
Name Company e Provocative Features
Address e Expert Game RevneV\{s
City State Zip Phone e New Game Information
Check type of business:

® Authoritative Top Ten Charts

Arcade Route Operator Lessee Manufacturer Distributor

Technician ____other (please specity)

Number of games that your company operates:

0 125 2650 51100  101-200  201-300  More than 300 and more of what you need to know

to keep up with the fast-moving
changes in this dynamic business.
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