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Atari chairman quits}

Kassar replaced by cigarette exec.

Alari chairman and chief ex-
ecutive Raymond E. Kassar re-
signed last week and was re-
placed by an official from a
tobaccu company.

James Morgan, currently ex-
ecutive vice president of Philip
Morris USA, will assume his
new post at Atari September 6.
In the meantime, the company
will be run by Emanuel Gerard,
the Warner Communications ex-
ecutive who engineered that
company’s purchase of Atari in
1976.

Kassar had been under fire for
allegedly using insider informa-
tion 1o sell some of his Warner
stock only hours before the an-
nouncement that Atari was scal-
ing back its 1982 earnings pro-
jections by nearly $100 million.

But Warner executives said
Kassar's departure was triggered
by continuing management
problems at-Atari, and not the
stock probe or the $100 million
loss. Warner has backed several
other officials who made stock
sales similar to Kassar's.

Morgan said he..was.selected -
-woaill by an'  exectitiversaarch-firmFandiil

was contacted for the first lime

= ity, avoiding price discounting

only two weeks before the deal f§
was finalized.

He did not visit Atari’s Sunny- |
vale, California headquarters,
and admitted, ‘I don't know
one single person who works for
Atari,”

He said his top priorities in-
clude emphasizing product qual-

and stabilizing the work force.

Atari has recently experienced
a rapid turnover-in high-level ex-
ecutives.

Philip Morris has a reputation
as a well-managed company,
and Morgan was praised by a
tobacco industry analyst as a
good marketing executive.

Kassar joined Atari in 1978,
and is credited by Warner of-
ficials with building Atari from a
disorganized money-loser inlo
the company it is today. But
aver the last year, analysts
had complained that Atari’s
management seemed blurred and
awkward.

Kassar will stay on with Atari

‘Morgan S comrac wer

Castle collapses

WESTLAKE VILLAGE, Cal-
ifornia—Castle Entertainment, a
major operator of video games
in California, New York and
Florida and owner of the Tex
Critter’s Pizza Jamboree res-
taurant chain and Castle Park
amusement parks, filed for pro-
tection under Chapter 11 of the
Bankruptcy Act.

Castle said it expects to show
losses in the third quarter ending

June 30 that were ‘‘substantially
more”” than the $1.5 million the
company lost in the quarter be-
fore. Revenue that quarter was
$4.4 million.

Castle Chairman William
Rameson was replaced by Pres-
ident Thomas Clark. Clark’s
spot was taken by Executive Vice
President Marvin Lotz. Rame-

‘son was retained as a consultant.

Continued on Page 7

last month.

for someone to tax,’

next year’s legislative session.

Florida games tax?
Try again next year

Florida's ““Pac Man'’ bill, which would have imposed a

registration charge on video games and a five percent gross
sales tax on receipts, died when the state Senate adjourned late

The Florida Amusement Vending Association had cam-
paigned against the bill, sending telegrams and urging members
to speak with any legislators they could.

The bill had already been amended to reduce the annual regi-
stration fee from $120 to $5, but the association was unable to
keep it from passing out of the House, 77 to 38.

The Senate never got around to considering the bill.

FAVA Executive Secretary Janet Howarth said this was the
first video game tax proposal in Florida. ““They were looking
' she said.

The association expects the proposal to come up again in the

as a consultant. The terms of Video T\/
W e g e T
Can a Dragon save Cmematromcs‘?

What Fortune magazine called
‘“a new generation of video
games™’ arrived on the market
this month in the form of Dra-
gon’s Lair, the first videodisc

game.
““The response is pheno-
menal,’”’ said Patti Hoff,

marketing assistant at Cinema-
tronics, the game's manufac-
turer. She said the game had
gone *‘over the 5,000 mark in
sales’’ by July 7, and said games
already on location are “‘earning
very well. . .over $100 a day.”
The good news comes none
too soon for Cinematronics,
which has been operating under
Chapter 11 of the Bankruptcy
Act since 1982. Hoff said that if
sales of Dragon’s Lair hold up,
the company could be out of
bankruptcy within two months.
Cinematronics filed for Chap-
ter 11 last October, when—ac-
cording to the company—it had

difficulty collecting money owed.

it by domestic distributors and in
dealing with foreign letters of
credit.

But Rick Dyer, President of
Advanced Microcomputer Sys-
tems and creator of Dragon’s
Lair, said some of Cinematron-
ics’ managers were ‘‘incompe-
tent.”” However, he praised
president Jim Pierce as “‘really a
wonderful person to work with"’
and credited him with turning

the company around.

Dyer said he spent about five
years developing Dragon’s Lair.
“We ended up spending close to
two million’ dollars, putting the
game through seven generations
before it was ready for the ar-
cades.

He said $1.2 to $1.5 million
was spent on the software alone,
compared to about $200,000 for
a typical game. The twin video-
discs in Dragon’s Lair can hold
fifty million times more infor-

t mation than the standard 64K
(64,000) bit video game memory.

Star Wars and Dragon's Lair
may be the games of the sum-
mer. Story inside.

Most of that memory space is
nsed to hold the television-
quality images that are the
game’s main selling point.
Dragon’s Lair looks like a
viewer-controllable Disney car-
toon. -

That shouldn’t be too surpris<
ing, since the animation was pro-
vided by Don Bluth Produc-

tions. Bluth is a former Disney «

animator who founded his own
company after quitting the Dis- -
ney staff over disputes with
management.

Dyer said he picked Bluth to
animate the game after he saw
one of the company’s movies,

The Secret of NIMH. 1 just
pointed at the screen with my
wife and said, ‘that’s going to be
my partner,””’ Dyer said.

Cinematronics was chosen to
build the games (long before the
bankruptcy) because of Dyer’s
confidence in Pierce and the
company's location in El Cajon
between Los Angeles and San
Diego. AMS is in Pomona, a
couple of hours away by car,
and Dyer wanted the manufac-
turer to be as close to his com-
pany as possible.

The home rights to Dragon’s
Lair have already been sold to

Coleco, for “‘about $2 million.””

As part of the sale, Coleco
agreed not to release the home
version for one year, in order to
avoid hurting receipts on the ar-
cade game.

Meanwhile, AMS is develop-
ing a next-generation machine,
with improvements that Dyer
would not discuss. There will
also be a new videodisc adven-
ture released every three months
for the Dragon’s Lair machine.
Dyer 3aid the first one will be out
by October.

He said Dragon’'s Lair is de-
signed for easy convertibility to
the new games. All owners will
have to do is replace the face-
plate, slip in two new discs, and

Continued on Page 4
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‘ﬁ in Brief

¢ JERSEY CITY, New Jersey—The Jersey City Council
voted to defer action on an ordinance to curb the spread of
video games and similar amusement devices. Councilman
Thomas Hart said he wanted to table his video game ban in
order to compile more information about how other munici-
palities are dealing with the problem. Hart’s proposed or-
dinance would ban video games and related amusement devices
from all residentially-zoned areas and some commercial areas,
as well as ban them from all areas adjacent to schools.

* SALEM, Oregon—A bill designed to turn arcade mana-
gers into “‘tattle tales’’ was presented by Rep. Annette Farmer,
D-Portland. Under the proposed law, video game operators
would be required to report to authorities any students aged
seven to 16 who illicitly visit their arcades during schoal hours.

Members of the House Education Committee chaired by
Farmer, however, are balking at the idea, politely suggesting
the issue isn’t worth their time.

Lobbyists for game owners said they would be happy to post
catchy signs encouraging students not to touch the games dur-
ing school hours. That gesture apparently satisfied most
members who hinted they’d quietly kill the bill when a formal
vote appears.

e NORTH HEMPSTEAD, New York—On July 28, the
North Hempstead Town Board will hold a hearing on a pro-
posed law that would regulate video games, pinball machines,
billiard tables, shooting galleries and electronic bowling games.

Under the proposed ordinance only two such devices would
be allowed in any public place and only as accessories to an ex-
isting business. They would be restricted to commercial areas,
and the premises housing them would have to be at least 500
feet from a school's property line.

Their use would be permitted only between 9 AM and 9 PM
except in taverns, inns and diners. Separate licenses, costing
$50 each, would be required annually for each device. Prizes
would be held to $1. Violations would carry a fine of up to
$250.

Also, eslablishments that currently have more than two
devices would have to comply with the new law by geiting a
variance for the additional devices.

It will be up to the Town Board to decide whether to pass the
ordinance as is, to approve any new amendments to the law, or
to reject it altogether.

o SPRINGFIELD, Massachusetts—On January 17, the City
Council voted to grant a special permit to R & R Marketing to
turn an old A & P store into a video arcade and a restaurant.
Thirteen conditions were attached that councilors said would
prevent any negative effects on the neighborhoods around that
location.

According to law, the public had 20 days to legally challenge
the Council decision; however, the 20 days passed and there
was no organized resistance to the permit.

On February 22, however, more than 200 people atiended a
meeting with the council protesting the awarding of the permit,
and picketing of the site, organized by a group of churches
began March 7. A petition drive, still ongoing, aimed at getting
an ordinance calling for neighborhood approval of video ar-
cades adopted in Springfield was launched April 11.

According to one city council member, a non-binding ques-
tion that will most likely appear on the next town ballot polling
townspeople as to their choice of having an arcade in their
town or not.

Religious leaders have been at the forefront of the protest,
and sponsored a “‘pray-in’’ at the site of the proposed arcade
on Sunday June 17.
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jnances| AVOA optimistic

about ‘83 convention

The AMOA announced that
its 1983 International Exposition
of Games and Music has allo-
cated all its booth space, and
that this year’s convention will
be the biggest ever.

The convention will run Oc-
tober 27 to 30, in the New Or-
leans Rivergate Hilton. There
will be 257 exhibitors, in 541
booths. Among them will be 33
new exhibitors, mostly service
companies, but also Sente
Technologies.

AMOA Director of Commun-
jcations and Research J.D.’
Meacham said the keynote
speaker will be Senator Edward
Sorensky, chairman of the Sen-
ate Foreign Relations Commit-
tee. He will discuss international
copyright protection,

Other speakers will include
Chris Kerby, author of the Bern-
stein Report on the games in-
dustry, who will discuss the state
of video gaming. Sue Birely of
the London Schoo! of Econom-
ics will talk about how to pass on
a small business to your descen-

dants.

Doctor Richard Hunter of
Notre Dame University will dis-
cuss contracts, and the National
Association of Police will con-
duct a seminar on security, both
for arcades and for individual
games.

In addition to the exhibits,
there will be educational semi-
nars covering the interests of
managers, technicians, new
owners and administrators.
*“This year more than any other
we have more people coming in
from outside the industry’ to
run the seminars, Meacham
said.

He called this year’s exposi-
tion, “certainly the finest line-up
that this association has ever
presented."’

In fact, AMOA had to turn
away some of those applying for
exhibit space. Meacham said the
space was allocated “‘strictly on
the basis of the postmark date of
the request.”” The only prefer-
ence was given to companies
which had exhibited last year.
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Gottlieb
gets a
new name

CHICAGO, Illinois—D.
Gottlieb and Company has
changed its name to Mylstar
Electronics.

President Boyd Brown said
“the name change rellects our
plans to grow in the coin-
operated field as well as expand
our opportunities to enter other
high-technology segments of the
entertainment industry.”

“The Mylstar name was
chosen because it evokes the im-
age of an organization where ex-
citing new products are being
created to meet tomorrow’s en-
tertainment needs.”

The name was chosen by a
professional search firm.
Marianne Linn, secretary to the
vice president of marketing at
Mylstar, said the company’s
owner, Columbia Pictures,
made the final selection.

She said the reaction to the
change has been *‘very favor-
able.”

Until 1976, Gottlieb was
owned by the Gottlieb family. It
was then sold to Columbia,
which was bought by Coca-Cola
in 1982,
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The hosts of Video Game Previews: Mark Ganzel, Teal Roberts, and Michael

R
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Video gaming invades television

Two flamboyant millionaires
have their offspring companies
busy this summer producing
television shows about video
games.

Ted Turner, founder of the
24-hour Cable News Network,
defender of sailing's America’s
Cup, and owner of Atlanta's
baseball and basketball teams,
will be unveiling a game show
using video games.

Meanwhile, Nolan Bushnell—
Pong designer, erstwhile Atari
executive, and head chef of the
Pizza Time restaurant chain—is
turning over a syndicated video
game news show.

Apparently, televised compe-
tition for the videophile audience
is just getting under way, which
may be surprising given that the
initial video fever cooled off a
couple of years ago.

Why has it taken so long for a
show like this to hit the air-
waves? ‘I don't know, a lot of
people have been asking me the
same thing,"”” said Pam Lund-
quist, director of the Bushnell
show, Video Game Previews.

Produced by Vistar Produc-
tions, in association with Golden
West, the show’s format will be
similar to that of the nightly
feature show Entertainmeni To-
night. The program will rate

games, introduce new products
and technology, interview game
designers, give on-location
coverage of video events, and
keep the consumer informed of
state-of-the-art news in a fast-
paced format.

Twenty-six shows are sched-
uled for the first season, and
about 25 stations around the
country have already agreed to
carry it. A complete list of the
carriers for the fall debut,
however, won't be known until

later. . L. .
Despite its affiliation with
Sente Technologies, a

Bushnell company now produc-
ing new kinds of video games,
Lundquist said that there would
be no preferential exposure given
to Sente or its games. On the
contrary, she stressed that the
show is designed to promote the
industry as a whole.

The first show, recently com-
pleted, will include a segment on
the new video disc technology
and some words from Craig
Kuby, author of How To Beat
Pac-Man,

Each show will also include a
spot with Eric Ginner, the resi-
dent video game reviewer. Gin-
ner, whose picture was in Atari'’s
Arabian ad posters, will play
new video arcade games on the

By Scott Nunnery

show and give his comments and
ratings.

The hosts of the show will be
Mark Ganzel, Teal Roberts, and
Michael Leon.

Lundquist said the show is
aimed primarily at youths in the
viewing audience, although it is
far from being a children’s pro-
gram. The half-hour show will
most likely be aired once a week
late on Saturday mornings. Ex-
act schedules will depend on the
local stations.

Starcade, a different kind of
video game show, is now being
produced by the Ted Turner
camp. Starcade is essentially a
video ‘‘game"” show, and will be
aired five days a week starting in
the fall. The show has been air-
ing once a week since December
on Turner’s syndication service,
but starting in the fall a different
show will be aired each week
day.

According to Henry Gillespie,
Chairman of Turner Broad-
casting Services, veteran game
show personality Geoff Edwards
will host the new expanded for-
mat. Edwards will lead contest-
antg through video game compe-
tition and test their knowledge of
the games with related quizzes.

Starcade will feature the latest
arcade games as well as some old

favorites such as Pac-Man.
There won’t be any home games
included.

For its fall debut, Starcade
will feature two new program
elements. Home viewers will be
selected by a random computer
drawing on the show and
‘‘paired’” with a contestant, If
the contestant wins, the home
participant will also win a prize.
In addition, Starcade will pre-
sent a 20-second news update in
each show covering the latest
trends and developments in the
video game industry.

Starcade is presently being of-
fered to stations across the na-
tion for its 26-week fall release,
to begin September 5. Starcade is
distributed by Turner Program
Services, the syndication arm of
Turner Broadcasting.

Starcade and Video Game
Previews are the first video-
related television shows for the
national markets. But since 1981
there have been local ex-
periments in cable programming
aimed at bringing video games
directly into the home.

Most prominent is PlayCable,
a program produced in New
York City by Mattel and General
Instrument Corporation, which
has attracted a smal! but select
user audience. Select, in that

viewers have to first own a Mat-
tel Intellivision System in order
to use the program.

PlayCable is now available in
13 cable markets across the
country, with about 650,000
subscribers. The program in-
cludes 20 different video games
that change each month, and
subscribers pay on the average
about $20 a month to use the
sysiem.

Starting in December of this
year, Games Network of Los
Angeles will begin taking the
PlayCable idea a step further.
Games Network will be premier-
ing in eight to 12 markets in
Orange County, California. Its
initial advertising blitz is ex-
pected to reach about 700,000
people,

The concept is the same as
PlayCable except there will be no
need to purchase an expensive
home computer to get plugged
into the network. Games Net-
work will lease and install a
minicomputer system in the
home of each subscriber.

The computer, the Wizard 1,
comes with 64K memory and has
plugs for peripheral equipment
such as a printer, disc drives, a
video disc player, joysticks, and

Continued on Page 5
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Things People

Some responses to the recent Supreme Judicial
Court ruling in Massachusetls that upheld a
decision by the town of Marshfield to ban video
games:

““This is a progressive step in that it protects
life in a small town from an urban-type honkey-tonk environ-
ment. . .the fewer distractions of that type, the easier it is to
transfer my ideas and values to my youngsters,”’ said Jim
Judge, a father of three girls and one of the initiators of the
ban.

Ira Zaleznik, the attorney who represented nine Marshfield
businesses in challenging the ban: ““If a town can kick out an
entertainment medium, it isn’t long before other mediums (are
attacked) too.”

Edward Ziegler, a law professor at the University of Dayton
and an authority on video game regulation: “‘Other courts may
or may not follow the ruling. . .but it looks like in the future
it’s unlikely the court will uphold bans in large urban areas. . .
1t’s possible, though in a residential community (where the ac-
tivity could alter the atmosphere).”

® Randy Smith, the new world champion on Robotron with
a record score of 5 million points, recalls his moment of glory.
‘“My arms were ready to fall off and there were callouses on
my hands. The standing score was 3 million and when I broke
it, it was a grand event...Once in a while, 1 like to think of
myself as the superhuman out there trying to save the human
race. | have a vivid imagination.”"

¢ Brian Keith Goodwin, a master video game player from
the state of Nevada, has a distinctively local perspective on the
merits of video game playing. *‘My mom says they're (video
games) a waste of money, but [ tell her they're betler than play-
ing the slots. They last longer and it’s exciting.”’

* Another quotable quote from the Harvard University sym-
posium on video games and human development: Herbert
Kohl, a computer teacher, said the video-game boom may fur-
ther divide the United States’ rich kids from the poor. ‘‘Poor
kids will end up popping quarters into video arcade machines
\rrvhile the rich ones are learning to program, and that’s not
air.”’

o ‘It’s good for the reflexes. When [ started this job, 1 had
absolutely no reflexes,” said 45 year old Ruby Deskins, who
works for Acme Music and Vending in Niles, Ohio. *‘Now 1
just can't believe how quick 1 am...Contrary to all the nega-
tive publicity, these aren't bad things,'” said Deskins as she
finished her qualifying lap on Pole Position. ‘‘They’re putting
them in old folks’ homes. How can they be?”’

* The following statements appeared in the report Racket-
eering in Legitimaite Business Industries: Two Cuse Studies,
which was published by the National Institute of Justice in
January 1983:

*“During the course of our investigation of the vending in-
dustry we were unable to find anywhere in the country any
significant labor union activity...the point is that labor
racketeering in the vending industry as we have studied it has
simply ceased to exist.”

““We have learned of no case within the last twenty years of
conviction of an industry figure of a crime of violence con-
nected with the business.”

“‘Although the industry can be highly profitable to the
legitimate investor, a major incentive for outsiders appears Lo
be its potential for tax evasion. Al the same time, we were told
by the legitimate people already established in the industry that
they have found the negative image of the business a significant
barrier to the obtaining of credit from banks and other finance
institutions.”

““The reputation of certain individuals as being racketeers
may make even the threat of force unnecessary. When a wholly
legitimate vending business operator can collect on a debt by
‘talking like an Italian’ rather than getting his attorney to issue
a summons, then it seems that law enlorcement efforts have ac-
tually entrenced racketeering.

S sainod !

And the winners are...

Atari’s Star Wars and Cinematronics' Dragon’s Lair appcar
to be the early hits of the summer, according to an informal
survey of distributors conducted July 8 by Games People.

Although the games have still not been delivered 1o many
parts ol the nation, they are attracting attention everywhere.

Bob Maxcy, a salesman with Rowe International in Denver,
Colorado, said his company is “‘committed very strongly’’ to
buy both games. He said carly revenue returns on Dragon's
Lair make it “‘the strongest-starting game we've seen in three
years.”'

*“The pre-shipment hype has been pretty successful,' agreed
Bill Arden, a manager al Monroe Distributing in Hialeah,
Florida. Distributors in Georgia and lllinois agreed.

In Los Angeles, C.A. Robinson sold its entire supply of both
Dragon’s Lair and Star Wars in the first day they were
available,

In New York, ¢“‘Star Wars is selling like hotcakes,”’ said Rick
Mahre of Coin Machine Distributing. He said Dragon’s Lair,
while il is attracting a lot of interest, is nol selling as quickly.

Mahre said buyers are cautious about Dragon's Lair in his
arca because business in New York City is stow during the sum-
mer, and because many owners are ‘‘still paying their notes on
the recent games.””

Dragon's Lair sells for roughly $4,000, depending on the
disiributor. Mahre said many owners are waiting to see how
the game does before putting down that much money.

“They won't want to take a gamble until they see it** doing
well, he explained. Arden agreed, saying that many owners are
wary ol the entire laser dis¢ technology, and fear that it might
turn out to be a flash in the pan.

Nevertheless, Cinematronics says Dragon's Lair is selling
very well, and officials at Advanced Microcomputers in
Pomona, the company that designed Dragon’s Lair, claimed
that people in a nearby arcade were becoming so fascinaled
with the game that some spent “‘hours playing the game.”

And cach play costs fifty cents.

The people who design videodisc games claim to be introduc-
ing a revolutionary new technology to the arcade. Will televi-
sion-quality images and the fifty cent game make a new boomn
in video gaming? Games People will examine that question
next week.

Dragon

Continued from Page 1
the game will be ready to go.
Another revolutionary aspect
of Dragon’s Lair is its price: 50
cents for a single play. Victor
Penman, Direclor of Creative
designs al AMS, said inflation
has made a higher price neces-
sary. “‘Arcade games have been
25 cents for a long lime,” he
said. *“The industry depends on
the operators making a profit.””
The second adventure will
feature a superhero in ouler
space, Dyer said.
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Video

Continued from Page 3
game paddles. There will be a
one-time cost of about $35 to
$50 to get hooked up, and the
monthly subscriber fee will be
about $15. As with PlayCable,
there will be a choice of 20 un-
limited-use games each month.
Games Network points out
that the Wizard | console will
eventually be adapted to include
“‘videotext’ capabilities, enabl-
ing users to do such things as
shop or make banking transac-

The Games Network was co-
founded by the entrepreneurial
team of Larry Dunlop and
Thom Keith. Keith was in fact
the first provider of regularly
scheduled cable programming in
the United States, but is prob-
ably best known as the creator of

the Boob Tube in 1973.
So, whether people want to

play games at home, walch other
people playing video games, or
simply be informed of changes
in the video business, they will be
able to find a show to please
them by the end of the year.

It remains to be seen whether
these shows will be able to peace-
fully co-exist with each other, or
if, through over-saturation—the
nemesis of the arcade business—
they will cancel each other out.

As for Turner and Bushnell, if
their new shows turn out to be
less than overnight sensations, it
would probably still be a bit too
early to start throwing benefits
for them. They could, after all
go out sailing and cat pizza to-
gether, and try to think up some
new ways to make money.

The News Weekly for Operators
of Video and Pinball Games

Games People

tions from their homes.

——————
MARYLAND
STUDENT

UNION

Van Brook is #1 World Wide

Keeping our Customers Number One has made Van
Brook the Number One Leader in the Amusement &
Vending Token Industry. No other supplier can offer you:

* Immediate, same day shipment on Stock Tokens and
Accessory Items.

*. Buy-Back Agreement 100% on Stock Tokens.

* Special-Sized Token Wrappers.

* Wide array of all necessary Signs and Stickers.

* Accessory Items in stock for immediate shipment.

* Token Mechs (Metal & Plastic, 48 different sizes
and types).

+ Cradles & Cradle Kits.

¢ Push Chutes (Complete, Single-Token &
Double-Token).

* Replacement Slides for Push Chutes.

¢+ English #515 Roll-Down Acceptors.

* English 4 x 4 Replacement Cradles.

+ Klopp Token Counters.

+ Kwik Koin Token Dispensers.

* 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 Booklet (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.

Phone or write for catalog & samples

HOLIDOME
INDOOR
HECREATION
CENTER

w*h
« FICHR *,
= N0 TIENE =

Cn;:wighl © 1982 ¢ Van Brook of Lexington, Inc * Al Rights Reserved

VAN BROOK OF LEXINGTON, INC. « P.O. BOX 5044, LEX. KY. 40555
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—~William Peltier was made vice presi-
dent of corporate communicalions at Bally Manufacturing in
late June.

Formerly senior vice president of Bozell and Jacobs, a na-
tional adverlising agency, Peliier is now responsible for all
Bally communications, including advertising and press rela-
tions.

Bally Chairman Robert Mullane said, “‘As Bally becomes
more and more an important factor in the family entertain-
ment business, an outstanding communications capability is in-
creasingly critical to us, and we regard Bill Peltier as one of the
best.”

Financial News

Closing figures for 7/8/83

Video Game Industfy Stocks

NEW YORK STOCK EXCHANGE

ANNUAL ANNUAL

For Qur $1695
Pricces! TN Draw
Poker

For Special Quantity

-

‘wey Discounts 201-926-0700

WEST HARTFORD, Con-
necticut—Status Game Corpora-
tion announced in late lune that
its net carnings for fiscal ycar
1983 were up 295 percent over
1982. Sales were up 169 percent.

Chairman Irving Yaffa attrib-
uted the increase to growing de-
mand for the company’s payout
and non-payout gambling games

in bars, arcades and restaurants.

““The upswing in the national
economy and the resulting in-
crease in consumer spending are
very positive factors, not only to
our business, but the leisure in-
dustry in general.”’

He said a recent marketing
agreement with International
Game Technology also helped

GAMES PEOPLE

HIGH LOW  CLOSING NET CHANGE
BALLY MFG. CORP. 28 1/8 19 5/8 251/8 -1/8
COCA-COLA 57 3/18 45 112 48112 +1/8
COLECO INC. 65 16 3/4 44 5/8 -3/8
CcBS 77 5/8 55 65 1/2 -3/8
WALT DISNEY 84 3/4 60 1/8 64 3/4 -11/4
GULF & WESTERN 30 1/8 16 1/8 28 NC
MATTEL 16 7/8 10 5/8 1 1/4 111/4 -1/8
MCA INC. 42 1/8 32 3/4 38 1/4 -1/4
WARNER COMMUNICATIONS 35 1/4 35 27 1/4 +1/2
WILLIAMS ELECTRONICS 17 1/4 10 7/8 14 3/4 NC
OVER-THE-COUNTER
ANNUAL ANNUAL
HIGH Low CLOSING NET CHANGE
BID ASK
CENTURI 3 11/16 21/8 215/16 -1/16 25/16 3
GAME-A-TRON CORP. 17132 1/4 318 NC 3/8 13/32
STATUS GAME CORP. 712 4172 63/4 +1/4 63/4 714
PIZZA TIME 26 5/8 14 1/2 171/4 NC 17 17 1/4

Courtesy of Bob Saunders, Account Exacutive, Dean Witter Reynolds Inc., Beverly Hilis, CA

Status collects a big payoff

the statistics. He said that con-
tract may produce several
million dollars in sales over the
next two years.

Stalus sales were $2,543,000 in
1983, compared to $945,000 in
1982. Net income almost quad-
rupled from 102,000 in 1982.
Earnings per share of stock went
from eight cents to 26.
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July 25-29

Conference on Compuier Graphics and Interaclive Techniques
Conference Office: 111 E. Wacker Drive, Chicago, lllinois

September 22-25

West Virginia Music and Vending Association
Ramada Inn of South Charleston, West Virginia

March 9-11, 1984

1984 Amusement Operators Expo
Chicago O’Hare Expo Center

.T.he company is about $35 Bank, said they had not called in  mosily reserves and write-offs of  up five percent over a year ago.
castle million in debt, against assets their overdue loans prior to the unprofitable operations, but also In over-the-counter trading
Continued from Page 1 of $50 million. The company’s filing. Castle missed a $700,000 include losses on the arcades and  July 11, Castle’s stock dropped

main creditors, Crocker Na- loan payment in June,

) restaurants. Revenues from its 58 percent, closing at 1 3/8.
tional Bank and California First

Castle said the losses reflect parks, on the other hand, were

B LT AN ~""

-

or credits awarded, and no knock off
meter.

' .
de( ) gam What you've got is a safe investment
On.VI R es: witha fu%ll cash box. . .week after week
W|th l.lttle Ca‘snjo after week. No one can tie up the game
?  because there are no replays an no ‘
Every bOdy WlnS. patterns to be learned. It's a gold mine, ~ ©1983, Digital Controls, Inc.

LITTLE CASINO is a bar-top game There's a slick compact cabinet, in For information on the distributor or

beige or black, and a full color monitor. lease call (800)
that offers the player or players four jus, you can program the new operator nearest you, please

: . 4413332 ite to: Digital Controls,
: B Ack.  LITTLECASINO to display yourcus- | 1nc, PO. Box 48334, Atlanta, GA 30362
JACK, CRAPS " tomer’s advertising messages during

idle moments. Imagine —a personalized
~ Wy ° ang rllfilg;giee dto  %ame for each locale! _ <€
worry about legal hassles with our Don't ar{lble :,N r]ntl(]nF er Of(i)ierS or with §>
game either. No ante up, no free games i‘i%crel«sﬁE (l:l AYS(}lII\IO. y DIGITAL CONTROWS
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wsame Doctor
HANS

This instaliment of the Game Doctor was provided
by George Barker and Modern Vending &
VOV N Amusements
GAME CONVERSIONS
To convert any game to a Mr. Do, Guzzler, Pop
+ Flamer or Rock & Rope, follow this basic guideline
for smooth transition.
If game has vertical mounted monitor, disregard
steps | to 6. If game does not require a modifica-
tion to control panel (i.e. switches added or removed or addi-
tion of joystick), disregard steps 7 to 10.
1. Remove back door, monitor and attraction glasses.
2. Remove monitor.
3. Remove monitor mounting frame & shelf.
4. Lower shelf to allow for clearance of CRT in a vertical
position.
5. Cut or modify rear access door to allow for clearance of
neck board & CRT.
6. Re-install monitor.
7. Remove all control panel switches and buttons.
8. Plug all holes not required with Bondo or 1"’ diameter,
¥2'" thick plastic washers & glue in place.
9. If control panel requires, drill 12"’ diameter hole for joy-
stick mounting.
10. Paint all uncoverable areas on control panel.
11. If game control panel is | joystick & 3 buttons, remove
buttons and add new overlay.
12. Spray overlay with clear lacquer to keep decals mounted
to control panel overlay.
13. Install or use available 100 volt isolated transformer.
14. Connect power supply (+5, +12, -5 type) to 100 volt
isolated a.c. at proper location.
15. Connect monitor to transformer in same fashion.
16. Install logic pin.
17. Install logic pack harness.
18. Connect power supply to boards.
19. Connect logic boards to control panel.
20. Connect logic boards to wiring harness.
21. Connect wiring harness to coin door.
22. Install audio amp pcb to connect to power supply.
23. Connecl speaker to audio amp pcb.
24. Remove old paint from glass on monitor or from old
plexi if possible.
25. Add decals to attract panel and to monitor plexi to install
in game.
26. Plug in game.
27. When games are first powered up, a short burst of audio
can be heard.
28. Sometimes the game picture will be upside-down. Simply
rotate CRT yoke assembly 180° until desired video is achieved.

il

THE
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POCKET SIZE
VIDEO ARCADE
SCORE BOOK

AS LOW AS 19¢ EA.

AN EFFECTIVE GIVE-A-WAY

The Video Arcade Score Book carries Your Logo on the cover —
A gift your customer will appreciate and keep — Great for
comparing scores!

Big Winner!

Features:

Color Screen.

1 to 20 coin play per game.
Error detection circuitry.
Self-test and statistical
display modes.

Battery backed-up memory.
110-220 volt versions
available.

Optional "hold percentages”
you decide.

Prints winning hand on
screen.

4 tones providing tactile
feedback to player.

High static resistance.

Low voltage power down
circuits / returns program

o exact point of low
voltage or power loss.

Auto deal.

Microprocessor and full
recall afler power oulage.

LTI
CEL LTS
nm:j\fiﬂ.
B,

\ TOR AMUSEMENT ONLY i

Models

Slot machine.
Credits

Tokens.

Tickets.

Hopper time feature.
Escalator hopper.

GAME-A-TRON

45 Osgood Ave. New Britain. Ct. 06053
(203) 223-2760 TLX 643-915
2900 S. Highland Dr. Las Vegas Nevada 89109
(702) 369-8207

A GREAT

ARCADE

PROMOTION IDEA

614-861-7471

A PROMOTION OF THE PHIL GRAY VIDEO COMPUTER GROUP
5330 E. MAIN STREET, SUITE 100 « COLUMBUS, OHIO 43213
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Game Reviews

By Michael Mace

Michael Mace is an experienced game
player and journalist. The opinions ex-
pressed here are solely his own, and
have no relation to this magazine's news
reporting, its advertisers or staff. The
rating system is as follows: 10: The
greatest of all time. 5: Average. 1: Pong
was more sophisticated.

MINEFIELD (Stern)

The player controls a tank
which runs across a field avoid-
ing mines and collecting missiles.
The tank also has to avoid and
shoot at attacking planes, jeeps,
helicopters and so on. The object
is to save the missiles and use
them to shoot the buildings of
the enemy headquarters as they
g0 by.

After the player finishes one
level, a helicopter comes down,
picks up his tank, and transports
it to a new level.

Graphics: 7%2. Very nice, but
nothing spectacular. The ani-
mated vehicles are highly de-
tailed, and this increases the ap-
peal of the game. The clouds and
landscape move past in a plea-
sant, semi-three dimensional
manner.

Sound: 5. Your standard ex-
plosions, tank-grumbles and ma-
chine gun spatters.

Controls: 4. Complex. Two
four-way joysticks and a button
to fire the missiles. One of these

days somebody will design a joy-
stick that won’t raise blisters.
Meanwhile, the knobs on this
game will, if anyone plays it for
very long. The problem will be
especially bad on the hand a
player doesn't usually use for
playing; it won't have the protec-
tive calluses you develop on the
hand you normally use.

Originality: 2. Very little new
here.

Opinion: This game looks and
plays a lot like that old favorite,
Polaris. It has nothing new to
offer, and will almost certainly
be lost in the excilement sur-
rounding innovative new games
like Dragon’s Lair and Star
Wars. The people at Stern need
to sit down and try to come up
with something original.

The salesman at the distribu-
tor where | saw Minefield called
it “cute.”” That's the best he
could say, and that’s the best |
can say.

Overall: 3.

Although it was released sev-
eral weeks ago, Fax at first at-
tracted little attention. But the
game has slowly gained in popu-
larity, to the point where even
Exidy is surprised at the re-
sponse. This review is intended
Jor those who are only now hear-
ing about the game.

Did you ever want to be on a
television quiz show? Aside from
the prizes, wouldn’t there be a
real thrill in showing off your
smarts to the American public?

That seems to be the appeal of
Fax, a video quiz game that has
been doing good business during
its first few weeks of operation.

To be honest, if | hadn't seen
the reaction to a Fax game in a
college gameroom, [ would have
written it off as one of the year's
biggest turkeys. The graphics are
cheap-looking, the sound bland,
and the concept, well, something
you can get on television every
day.

So I was wrong, and the peo-
ple at Exidy are chuckling.

The game consists of 3700
questions in four categories. The
questions range from ““What
was the rank of James Kirk in
Star Trek—The Motion Pic-
ture?” 10 “Who was Helen of
Troy's husband?’’ The game can
be played against the machine or
by two players.

There is a set time of play, and
the players have a limited
amount of time to answer each
question. The quicker they an-
swer, the bigger the bonus for
getting it right.

After every few questions, the
machine displays a graphic of
people climbing ladders past dif-
ferent skill rankings. The more
correct answers, the higher your
little man climbs. Good players
may even get above ‘‘average.”’

The players can choose from
four categories, with three levels
of difficulty. Those doing excep-
tionally well are awarded extra

playing time,

Although Fax is entertaining
in the one-player mode, it is the
two-player game that really at-
tracts people. A large part of the
attraction is probably that Fax
allows true head-to-head compe-
tition, something almost impos-
sible to get from a normal video
game.

Competitive games like Joust,
while permitting simultancous
two-person play, end in about
five seconds if the players try to
kill one another. But Fax is regu-
lated by the clock, not by the
number of lives a player is given,
and so the players are free to go
after each other.

Fax has drawn small crowds
of onlookers where I have seen it
in operation. People react to it
the same way they do lo game
shows on television, although
here they can participate in the
competition.

The key to the long-term via-
bility of Fax is the questions,
They do (obviously) repeat even-
tually, and a few are even
wrong. How long will players
continue to feed quarters into
the machine after they have seen
most of the questions? Not long.

Graphics: 3%2. Lousy. The
question format is okay, and I
liked the way the game marks
correct answers with a red bar.
But the attract mode is pretty
boring, and the climbing men
are stupid looking.

Sound: 4. They could have
been much more creative in
terms of fanfares for correct
answers and good scores.

Controls; 9. Not for what they
are, but for what they aren’t.
There are only two rows of but-
tons, with no joystick to break
down. Although the buttons
might eventually wear out, they
can be replaced for much less
money than a joystick.

Originality: 8. You have to
give the Exidy people credit for
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taking a chance on this one. It
really stands out from the usual
shoot-em-up pieces. Since the
general consensus of the industry
seems to, be that new concepts
are needed, maybe Fax is a
glimpse of video gaming's fu-
ture.

Opinion: You will want to get
this game if your location(s) at-
tract an older crowd (college or
high school as opposed to junior
high), or a lot of women. This
game also appeals to aduits. If
you are taking heat from the
locals for corrupting youth, you
might want to buy one of these
and invite the PTA in to play it.
Arcade crowds will enhance the
“game show™ feel, so 1 don’t
recommend this game for street
locations.

The biggest problem with Fax
is going to be the staleness of its
questions two or three months
from now. But Exidy promises a
new set of questions every six to
twelve months, available at a
“nominal cost.”” The first set is
due out by the end of summer.

Exidy says this is the first of a
new breed of games they are
developing: games that won't
wear out in six weeks. We’ll see.

Overall: 7. Assuming they
come through on the new ques-
tions, Fax should be a good in-
vestment.
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WANT TO BUY ARCADE

Area Soughi: Los Angeles Area. Invest-
ment size open. Inquire: Howard Kaye,
3957 W. Point Dr., Los Angeles, CA
90065.
ARCADEFOR SALE" * "*¥ " 7
Miaml. 43 games 1 [a('nl )
gross:, 5125.000 Nel' :
$i95,000. Inqulre. Ttem 213. ( Games
People, P.O. Box 67898, Los Angeles,
CA 90067,

ROUTE FOR SALE

Los Angeles. 160 games, 42 locations.
Annual income: $220,000. Price:
$275,000. Inquire, ltem 214. Games
People, P.O. Box 67898, Los Angeles,
CA 90067.

MOBILE VIDEQO ARCADE FOR
SALE

Southern California area. 16 [t. 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.

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,

Name

CA 90067 .
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DEAL MART

ROUTE FOR SALE

San Jose, Calif. 60 games, 24 loca-
tions, warehouse lease. Annual gross:
$108,000. Net: $27,700. Price:
$170,000. Inquire: ltem 29. Games
People P.O. Box 67898, Los Angeles,

Cr'

'WANT TO BUY ARCADE.

~“Area sought: Orange County, Califor-

nia only. ‘nvestment considered:
$50,000 to $100,000. Inquire: ltem 32.
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: ftem 203.
Games People. P.O. Box 67898, 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. Hox 67898,
Los Angeles, CA 90067

ARCADE FOR SALE

Napa, Calif. 39 pames. Price:
$170,000. Inguire: 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, l.os
Angeles, CA 90067,

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.

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
tocations.  Annual gross:  $460,000.
Net: $250,000. Price: $1,400.000. Tn-
quire: Item730. Games Pcople. 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: ltem 211. Games People, P.O,
Box 67898, Los Angeles, CA 90067.

FREE. DEAL MART. A service to bring buyers and sellers of arcades or

routes together. {{ you have an arcade of route to setl or want to invest in

an arcade or route, please fill out the DEAL MART form which will appear

regularly in Games People.

Deal Mart form

ROUTE FOR SALE

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

ARCADE FOR SALE

Tulare County, California. 60 games.
Annual Groess: $150,000. Price:
$225,000. Inquire: 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). Inguire: Item 127.
Games People. P.O. Box 67898, Los
Angeles, CA 90067,

ARCADE FOR SALF.,

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: [tem 58. Games Peo-
ple. P.O. Box 67898, Los Angeles, CA
90067

Address

City

Telephone ( )y

(if setling) Check One:
Name of business

Arcade [}

Route [

Address of business

City

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

Arcade [

Number of games leased

Route (]

Annual profit

Size of investment contemplated

Check here if you want Games People to screen applicants
and assign a box number to assure confidentiality [

asking price

SEND TO:
GAMES PEOPLE
P.O BOX 67898
LOS ANGELES, CA 90067



GAMES PEOPLE/ July 23, 1983

‘ifllz ‘III_JU ‘lfl_%[ﬂ

4. CHEXX

'. STAR TREK l-‘

‘I |I
&
]
By

3

" MILLIPEDE

Ms.
® PAC-MAN

'. KRULL

P. sk wars & | o smustar

£ |90, o:8er

". MARIO BROS. |2

POLE saaEG
sposiTioN EEEEE
FRONT & (&
SLINE BEE |
__Bocvruss G|

P -----

o Pgslif'nou EEGEE
Ms. .

o PAC-MAN  BEE(
’. GYRUSS EEF

HAS ". miLLipepe  BEE

8. casca HE
B, xevious H!
FRONT 5‘\

o LINE |

'GMARIO BROS. Ei‘u
r'a-t*.
B




\

COMING AT YOU
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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.)

Stay on Top of it
Read GAMES PEOPLE

Qutside the U.S. $85
Send Check or Money Order to:

{f;jr;-;éime*ﬁsgaaﬁ\*é; -
- Ghimes

es O,
lhaﬂato'x G
Ctrs

Technician ____ other (please specify)

¢ GAMES PEOPLE
P O Box 67898
Los Angeles. CA 90067
Name Company
Position
Address
" City State Zip Phone

Check type of business:
Arcade Route Operator Lessee Manufacturer Distributor

Number of games that your company operates:

o 1-25

26-50 §1-100 101-200 201-300 More than 300

Number of locations

I
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a
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bringing you:

e Important News

e Provocative Features
e Expert Game Reviews
e New Game Information
® Authoritative Top Ten Charts

and more of what you need to know
to keep up with the fast-moving
changes in this dynamic business.
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