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Limited Edition
CROMPTON PUSHERS BIG CHOICE
Available in 1, 2, 5, 4 & 6 player Plush & Watch Cranes

Available in 1 & 2 player versions
BIG CHOICE Versions also available

Call the amusement, arcade and redemption specialists-at 1-800-524-2343 for more
information or the name of your authorized Betson distributor

Redemption games BETSON ENTERPRISES BETSON
have ]asting appea]- DIV. OF H. BETTI IND., INC.
b ducts 303 PATERSON PLANK RD., CARLSTADT, N.J. 07072-2307
DEE DREY PROSEN £ IN N.J. (201)438-1300 » TOLL FREE 1-800-524-2343

that are built to last FAX (201)438-4837




JOHNSON TESTIFIES BEFORE CONGRESS

AMOA immediate past president Craig Johnson testified and
fielded questions at a Dec. 9 Senate hearing on the issue of violence
in video games. He represented the association before the Senate
Government Affairs Committee’s Subcommittee on Regulation &
Government Information, as well as the Subcommittee on Juvenile
Justice. Johnson’s remarks were carried in full by C-SPAN and in
brief by the NBC Nightly News. ) )

Among the other witnesses were Howard Lincoln, senior vice

resident, Nintendo of America; Bill White, senior vice president,
lS)ega of America; and representatives of the Software Publishers
Association and the Video Software Dealers Association. Leading
the hearing were Sens. Joseph Lieberman (D-Conn.) and Herbert
Kohl (D-Wis.).

Johnson stated AMOA’s position on violence in video games
(printed in full in the December issue) and went on toadd: ““While
AMOA does not manufacture video games and cannot control what
the designers put into the games, we do believe that the violence
in the games would best be controlled within the industry through
self-policing policies. The issue is relatively new, and most games
that are now on the streets have been under design for some time.
In many cases the design of video games takes over one year to
complete. We appreciate the attention Congress is giving this is-
sue. Your interest will help our industry focus on the solution to this
concern. I encourage you to allow the industry time to take care
of its own problems and to limit and control the violence that is now
in some video games.”

Johnson also pointed out the differences between the coin-op and
consumer game industry (violence in the latter having been the
impetus for the hearings). For example, he made it clear that Se-
ga’s Night Trap, which caught a lot of the heat, is not a coin-op ti-
tle. (Note: On Dec. 16, Toys 'R’ Us announced that the game was
being removed from its 581 stores.) When asked if the coin-op in-
dustry could adopt a ratings system for games, which is being pro-
posed for the home market, Johnson frankly replied that monitor-
ing such a system would be extremely difficult due to the opera-
tor/location set-up.

“Our industry needs to realize that Congress is very serious about
this,” Johnson told Play Meter. ‘‘It’s interesting the number of peo-

le who have told me, ‘This just concerns the consumer side of the
usiness.’ I told them that’s flat untrue. Congress is going to imple-
ment programs designed for the home market, and if we're not care-
ful we could get caught up in them. That would mean big trouble.

“Congress is in a difficult position with legislation because of
the First Amendment. They know they can’t say, ‘Youcan’t do this,
you can’t say that. But the subtle hint was that life would be mis-
erable for us if we don’t clean up our own house. And I think we
all have to agree that we're starting to cross the edge; we’'re going
a little bit too far. Congress could cause such a stink that a great
number of advocacy groups and parents would end up speaking
out against us. That would hurt us in the cash box and hurt our lo-
cation relationships. We as an industry need to stand up and take
action so that we protect ourselves.”

Meanwhile, AAMA did not have a representative testify before
the subcommittee but instead submitted a statement, which read,
inpart: “AAMA does not represent the home segment of the video
market; (we) represent the coin-operated market exclusively.

“AAMA appreciates the opportunity to inform members (of the
subcommittees) that our industry is already working to take ap-
propriate steps to protect the interests of children who might be
exposed to tgraphic violence or sexually suggestive material in the
products of AAMA members. Although we believe that children
are able to differentiate between video games and real-life situa-
tions, a committee of our association was established earlier this
year and has met to discuss various options for voluntary indus-
try self-regulation. Several options have been discussed by this com-
mittee, including some of the suggestions made by Senator
Lieberman.

“‘AAMA hasreviewed the proposed National Independent Coun-
cil for Entertainment in Video Devices Act of 1993, and commends
Senators Kohl and Lieberman for their interest in video game vio-
lence. AAMA believes that the creation of an independent council,
however, is unnecessary in light of the industry’s ongoing efforts
to address the issue of violence in video games. AAMA intends to
continue to review this issue with our members, eliminating the
need for such a council, which would operate at taxpayer expense.

“The coin-operated amusement machine industry recognizes
and has acted in consideration of its responsibility to its customers:
the children and parents of our nation. Congress, however, must
grapple with the unfortunate reality that there are myriad causes
of violence inour society. Limiting the exposure of children to vio-
lence is an important societal objective, and one which our indus-
try takes seriously. Members of Congress may rest assured that
the coin-operated amusement machine industry has and will con-
tinue to review this issue regarding the use of a limited number
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of video (%ames which contain graphic violence.” ’

Immediately after the hearing, AMOA’s Government Relations
Committee, chaired by Tami Norberg-Paulsen, appointed Randy
Chilton and Frank Seninsky to serve as AMOA representatives on
a soon-to-be-formed industry coalition that will monitor the issue.
The coalition is expected to hold its first meeting during this month’s
Consumer Electronics Show in Las Vegas.

MICHIGAN CONSIDERS VIOLENT VIDEO LAW

The furor over violent video games exists in state government,
too. Michigan Rep. Alma Stallworth (D-Detroit) is drafting legis-
lation that would limit children’s access to violent video games and
establish a ratings system for them. The bill objects to games that
depict ‘‘graphic violence,” i.e., bloodshed, dismemberment, or—
get this—pain and suffering.

“I’'m concerned that our industry is being asked tosolve the ills
of society, and violence in videos is nothing more than another sym-

tom,” said Candace Cummings-Super, executive director of the

ichigan Coin Machine Operators Association. ‘‘How much en-

croachment can we expect from government before the people are
no longer asked to think for themselves?”’

SEGA NAMES DEWITT

Ned DeWitt has been appointed president and chief operating
officer of Sega Enterprises Inc. (USA). He will report to Hayao
Nakayama, president and CEO of Sega Enterprises Ltd., and be
located in Redwood City, Calif.

DeWitt’s prior experience includes nine years as president and
CEO of Six Flags Inc.; president of the Entertainment Group of
Madison Square Garden; and, most recently, co-owner of a con-
sulting firm serving Major League Baseball and World Cup Soc-
cer Inc., USA 1994.

Dave Rosen, co-chairman of Sega of America, said, ‘‘We are very
pleased to have an individual with Mr. DeWitt’s experience join our
company. Tom Petit, president of the amusement sales division,
and Alan Stone, executive vice president of the amusement opera-
tions division, will assume expanded responsibilities as Sega USA
positions itself for dynamic growth in the future under Mr. DeWitt’s
direction.”

Sega USA is a subsidiary of Sega of America, which is a wholly
owned subsidiary of Sega Enterprises Ltd. in Tokyo.

AMOA INSTALLS CIGARETTE HOTLINE

AMOA has set up a cigarette vending hotline for those having
problems in their localities. The tobacco companies and others con-
cerned will then be contacted to lend whatever help they can. The
toll-free number is (800) 274-4550.

NFL HARD YARDAGE RELEASED AS KIT

Shipping began Dec. 6 for two- or four-player kits of Strata’s NFL
Hard Yardage, an interactive football game based on NFL Films
Inc. and NFL Properties Inc. licenses.

“In order to support market demand created by solid game earn-
ings and our distribution network, we neigotiate a kit release with
the NFL,’ said Strata president Richard Ditton. ‘‘Our part suppli-
ers and printers will be working around the clock to enable us to
meet a strenuous kit production schedule.”

NBA JAM SETS EARNINGS MARK

Despite only being on the market for 10 months, Midway Mfg.’s
NBA JAM has become the highest-earning arcade game in the his-
tory of the industry, earning as much as $2,400 a week, according
to company officials. This puts the game ahead of such ’80s smashes
as Ms. Pac-Man and Mario Brothers. In October NBA JAM received
“Most Played Video Game for 1993’ honors at the AMOA show.

“The game’s highly advanced graphics, superior game play, and
overall entertainment effects only enhance the experience of con-
trolling the signature moves and skills of the NBA’s éreatest stars
right at your fingertips,” said director of marketing Roger Sharpe.
‘“This is really responsible for making the game so popular to
basketball and non-basketball fans alike.”

Professional athletes have also become involved with the NBA
JAM craze. Baseball All-Star Ken Griffey Jr. has six models at his
home in Seattle, and NBA Hall of Famer Jerry West has one as well.

CAPCOM MOVES

Capcom USA has relocated to expanded facilities. The address
is 475 Oakmead Pkwy., Sunnyvale, CA 94086. The phone and FAX
numbpers are (408) 774-0500 and (408) 774-3995 (sales and market-
ing FAX).

CORRECTION

Namco alerted us to a typographical error that recently appeared
in our Equipment Poll, which identified its sit-down driver as Suzu-
ka 9 Hours. The name is, of course, Suzuka 8 Hours. The company
wanted to clear up any confusion the typo may have caused.
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FAX: 408-649-3318

Quality control personnel at Hoffman & Hoffman
checking diameter of token with micrometer
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e Quality artwork and design
service at no charge

e Hoffman & Hoffman tokens
are minted under the most
rigid quality control
standards.

e We match Old World crafts-
manship with advanced
technology.

e Hoffman & Hoffman has
the best prices and fastest
delivery for stock or custom
tokens.

* You can buy the best
tokens for less. Check
our prices and see.
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Phone (606) 231-7100 - FAX (606) 231-7108

SPECIALNOTICE!

Purchase your used Equipment
from:

NEwOrLEANS
NoverryCo.

e In business for 60 Years

eInternational reputation for
selling the finest used videos,
flippers & amusement games
available anywhere.

eEach and every game
beautifully refinished like new.

® Get on our mailing list for our
latest price bulletins or call
Celie for latest prices.

3030 No. Arnoult Road
Metairie, LA 70002

(504) 888-3500
FAX: (504) 888-3506
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EQUIPMENT POLL

REDEMPTION

GAME

ALLEY BOWLERS
Skee-Ball
Smartball

SPORTS GAMES
Sonic Blast Man
Full Court Frenzy
Shoot To Win!

Hoop Shot

Putting Challenge
Slugfest =

UB-QB Football
Hot Shot Basketball
Championship Basketball
Arm Champs

SINGLE COIN PUSHERS
Rock N’ Roll

Klondike

Starburst
Wedges/Ledges

SINGLE CRANES
Candy Crane
Clean Sweep

Big Choice

Skill Crane
Action Claw
Hollywood Crane
Jumbo Crane

CHILD-SIZE GAMES
Bozo Grand Prize
Bozo Basketball
Toss ’'Em

Shoot To Win! Jr.
Skee-Toss B.C.

Li’l Hoop Shot
Kiddie Whac-A-Mole
Jr. All American
Super Mario Mushroom
Li'l Dump The Ump

ROLL DOWNS
Clown Rolldown
Spin To Win
Roll Down

NOVELTY
Wheel’Em In
Whac-A-Mole
Rock-N-Bowl
Aftershock

Wacky Gator
Pop-A-Ball

Feed Big Bertha
Super Bank It

Can Alley
Hop-A-Tic-Tac-Toe
Big Mouth

. Dump The Ump

. Pop-A-Tac-Toe

. Lippy The Clown

; gosmo (‘;:img -
. Hungry Hungry Hippos
. Neck-N-Neck HES
. Knock Down

. Cracky Cram

. Bowler Roller

. Bank It

. Circus Hi-Rise
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Mortal Kombat II(Midway)
Mortal Kombat (Midway)

Lethal Crash Race (McO’River)

The Addams Family (Bally)
NBA JAM (Midway)

Virtua Racing (Sega)
Samurai Shodown (SNK)
Lethal Enforcers (Konami)
Indiana Jones (Williams)
Twilight Zone (Bally)

Super Street Fighter 11
(Capcom)

Out Runners (Sega)

Jurassic Park (Data East)
Suzuka 8 Hours (Namco)
Race Drivin’ Panorama (Atari)
Run And Gun (Konami)
World Rally (Atari)

Hard Drivin’ (Atari)

Rai Den (Fabtek)

Last Action Hero (Data East)

Street Fighter Champ (Capcom)

Race Drivin’ (Atari)

Crime Patrol (Am. Laser)
Mad Dog McCree 25

(Am. Laser)

Terminator 2 (Williams)
Terminator 2 (Midway)
White Water (Williams)

Fun House (Williams)
Creature From Black Lagoon
(Bally)

Star Wars (Data East)
X-Men (Konami)

Wipe Out (Premier)

Moto Frenzy (Atari)
Punisher (Capcom)

Tales From The Crypt

(Data East)

Rai Den II (Fabtek)

Mad Dog II Lost Gold 33’’/50”
(Am. Laser)

Air Combat (Namco)

Rocky And Bullwinkle

(Data East)

Fish Tales (Williams)
Cybersled (Namco)

Lucky & Wild (Namco)
World Heroes 2 (SNK)
Judge Dredd (Bally)

Tee'd Off (Premier)

Lethal Weapon 3 (Data East)
Golden Axe-Revenge (Sega)
The Getaway (Williams)
Martial Champion (Konami)
Super Chase (Taito)

Mad Dog McCree 33"’ /50"
(Betson)

Lethal Weapon (Ocean)
Time Killers (Strata)
Metamorphic Force (Konami)
Final Lap 3(Namco)

Aero Fighters (McO’River)
Street Fighter II (Capcom)
Survival Arts (Am. Sammy)
Cue Ball Wizard (Premier)
Dracula (Williams)

MO.ON MO.IN

CHART TOP 10
2 2
16 16
1 1
22 22
10 10
14 14
4 4
15 15
3 3
9 9
1 1
4 4
7 7
17 13
29 20
1 1
5 4
57 49
38 18
3 3
21 21
39 38
5 3
15 2
30 30
27 22
11 8
36 34
11 10
15 10
22 12
1 0
13 0
7 2
1 0
1 1
11 7
2 0
10 6
16 13
2 1
5 1
7 7
2 1
6 1
18 8
9 1
21 13
7 0
9 4
11 6
5 4
12 10
1 0
10 0
16 10
34 32
1 0
14 2
9 6
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EQUIPMENT POLL
R T O

VIDEO DEDICATED

POINT LONGEVITY POINT LONGEVITY
GAME VALUE POINTS GAME VALUE POINTS
1. Mortal Kombat (Midway) 8.72 946 1. Mortal Kombat II 9.64 119
2. Lethal Crash Race 8.67 58 (Midway)
(McO'River) 2. NBA JAM (Midway) 8.55 589
3. Samurai Shodown (SNK) 8.02 224 3. Virtua Racing (Sega) 8.41 776
4. %ﬁzhnzzln?ir)lforcers 8.00 808 4. Out Runners (Sega) 7.71 201
5. Super Street Fighter II 778 50 5. Suzuka 8 Hours (Namco)  7.65 760
(Capcom) 6. Race Drivin’ Panorama 7.57 1,187
6. World Rally (Atari) 7.43 181 (Atart) ,
7. Rai Den (Fabtek) 7.40 787 . Rl Snd Gun (Konomi) 450 5
8. Street Fighter Champ 7.13 1,155 8. Hard Drivin’ (Atari) 7.40 2,613
(Capcom) 9. Race Drivin’ (Atari) 7.11 1,964
9. Rai Den II (Fabtek) 6.45 25 10. Crime Patrol 7.10 180
10. World Heroes 2 (SNK) 6.17 233 (Am. Laser)
11. Golden Axe-Revenge 6.12 103 11. Mad Dog McCree 25"’ 7.00 336
(Sega) (Am. Laser)
12. Lethal Weapon (Ocean) 6.00 128 12. Terminator 2 (Midway) 6.83 1,338
13. Time Killers (Strata) 5.90 490 13. X-Men (Konami) 6.67 919
14. ?’}?tamo%‘)Phlc Force 5.90 7 14. Moto Frenzy (Atari) 6.56 329
onami 5
15. Aero Fighters 5.89 352 15. Punisher (Capcom) 6.53 191
(McO’River)
16. Street Fighter II PlNBALLS
(Capcom) 5.87 1,700
17. Survival Arts 5.83 3 POINT LONGEVITY
18. Super High Impact 5.69 737 1. The Addams Family 8.66 1,321
(Midway) (Bally)
19. go';il ;’%Ot (Atari) 5.62 gz}g 2. Indiana Jones (Williams) 17.97 165
20. Fa ry 2 (SNK) 5.56 o
21. In The Hunt (Irem) 5.52 127 S TSRl 200 (Baily) 78 il
22. Fatal Fury (SNK) 5.48 324 4. Jgrassis Park 7.67 380
23. Art Of Fighting (SNK) 5.41 291 (Data East)
24. Sunset Riders (Konami) 5.37 726 5. Last Action Hero 7.15 136
25. World Heroes (SNK) 5.26 382 (Data East)
26. WWF Wrestle Fest 5.24 857 6. Terminator 2 (Williams) 6.89 1,553
(Am. Technos) 7. White Water (Williams)  6.75 420
27. Gal’s Panic II (Kaneko) 5.20 66 .
98. Warriors Of Fate 518 23 8. Fun House (Williams) 6.75 1,627
(Capcom) 9. Creature From Black 6.72 446
29. High Impact Football 5.06 595 Lagoon (Bally)
% {{ M}d}\:tay)f N - 00 64 10. Star Wars (Data East) 6.68 536
" (Caveom) T ‘ 11. Wipe Out (Premier) 6.56 29
31. Wild West C.OW. Boys 4.78 13 12. Tales From The Crypt 6.50 26
(Konami) (Data East)
32. Final Fight (Capcom) 4.76 1,196 13. Rocky And Bullwinkle 6.36 355
33. Three Count Bout (SNK) 4.75 70 (Data East)
34. Clutch Hitter (Sega) 4.69 479 14. Fish Tales (Williams) 6.35 642
35. King Of The Monst 2 4.65 189
(SNEy o onsiers 15. Judge Dredd (Bally) 6.16 64
Results are based on monthly Equipment Poll ballot returns. Point Value: average of ballot ratings on a scale
of 1-10. Longevity Points: determined by standings in Video & Pin Combined colume (#1 game receives 60 points,
#2 game receives 59 points, etc.) * Indicates new or reappearing games.
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20.
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Valerie Cognevich
Editor

PLAY METER

FROM THE EDITOR

A very special year

his year is a very special one for all
of us here at Play Meter. Although it’s
hard to believe, 1994 marks our 20th
anniversary of serving the coin-op
industry.

We love to brag about being the first
trade magazine to keep coin machine
operators up to date on what is hap-
pening all over the coin-op world.
Founder Ralph Lally was like thou-
sands of other operators back in 1974,
who were curious about how operators
in other states were handling their
businesses and what issues they faced.
He felt that there should be a way for
operators to keep track of what was
going on in other cities,
states, and towns that
affected the industry.

His curiosity about
the industry compelled
him to formulate a plan
to start a magazine that
would cover the entire
industry. Realizing that
it was an ambitious plan
and not quite certain he
could make a living at
it, he kept his day job.
At nights he worked on
the new project.

Ralph was soon over-
whelmed with the sup-
port he got from just
about everyone he
talked to. He was begin-
ning to realize that
there were a lot more like him who
wanted industry information. Although
the ads didn’t start dropping from
heaven, there were enough to make
Ralph realize that a magazine for the
coin-op industry was an idea whose
time had come.

Play Meter was three years old when
I came to work here. I remember
thinking that there couldn’t possibly be
enough to write about every month on
coin-operated games. At that time, of
course, ‘games” usually referred to
pinball; video games were a new breed
and referred to as novelty or arcade
games. | soon realized that not only
was there enough to write about every

10

month, there was enough for twice a
month. It was during the video boom
that Play Meter fired up the presses for
200-plus-page issues twice a month!

I have some fond memories of those
early days, from donning an old pair of
jeans to cut the grass in front of the
building to taking my first cab ride at
my first AMOA in Chicago! Was I ever
really that young?

Many predicted that the magazine
would fade into oblivion without
Ralph’s guidance, after he was killed in
a car accident 10 years ago. However,
they hadn’t figured on the determina-
tion of his wife Carol, who had been by
Ralph’s side from the beginning. Being
both mother and father to two young
daughters made Carol’'s task seem
insurmountable. But as she says, “This
magazine was our dream. I was not
about to let it fail. Ironically, while we
all will be commemorating the maga-
zine’s 20th year of serving the industry,
I will be celebrating my 10th year as
publisher. I can honestly say that I
can’'t wait to see what’s ahead for the
next 10 or 20 years. I do know, though,
that Play Meter will be here to report
it!”

All of us at Play Meter are excited
about beginning our 20th year.
Throughout the year, we will be taking
a look back five, 10, and 20 years at how
the industry has changed and maybe
how it has stayed the same. We'll prob-
ably even dig through our archives for
some snapshots of our industry friends
from way back. Remember those
checked pants and really long side-
burns!

If you have a story you'd like to share
about Play Meter’s first years or a
memory of Ralph, please give me a call
so we can share it with our other read-
ers. We'd love to hear from people like
Gary Stern and Chuck Arnold, who
were the first to commit to full page
ads, and others who have a tale to tell.

Thanks to all of you, our loyal read-
ers, who have been the real story
behind our success. I'd like to propose
a toast to all of you and to our next 20
years! []
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The knowledge and support of
AWT will help keep 'em
coming back with even more
exciting game titles in 1994!

Don't miss out! Get your share
of the most exciting technology
in the amusement industry
today. Get your VR from the
)best in this world.

Call 1-800-860-1290
And Enter Our World!

) Alternate
Worlds
Technology

414 Baxter Avenue
Suite 230

B 3
X 'Louisville, KY 40204
£ 4 1-800-860-1290
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Magic Edge Inc. and
Namco have announced
plans to open a virtual
reality entertainment
center in Mt. View, Calif.
The announcement fol-
lows the signing of a
three-part joint venture
agreement between the
two companies.

The Magic Edge Enter-
tainment Center is slat-
ed to open on Shoreline
Boulevard during the
second quarter of 1994.
The conceptual and
architectural design has
been developed by
Magic Edge, which will
continue to manage the
project through the con-
struction and grand
opening phases. Magic
Edge will operate the
center for two years, at
which point Namco will
own and operate it.

“We really want peo-
ple to feel as if they have
entered into a different
world when they arrive
at the Magic Edge En-
tertainment Center,”
said the company’s Lei
Tunnaye. “By combining
a myriad of special ef-
fects with architectural
and theming details, we
have created a truly
immersive and absorb-
ing environment.”

At the heart of the
12,000-square-foot, fully
themed facility are 12
two-ton, interactive flight
simulators developed by
Magic Edge. The single-
passenger simulators
have all the trappings of
an F/A-18 fighter plane
and deliver a convincing

PLAY METER
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Magic Edge, Namco to open VR center

Donald Morris.

From left: Namco Operations' David Bishop and Kevin Hayes; Magic Edge’s Michael Chan and

aerial combat mission.
Advanced technologies
include high-resolution
graphics, 3-D sound, and
a patent-pending motion
system. The units can be
networked together so

Breaking ground in Mt. View, Calif

Operations.
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that players can dogfight
with one another.

“The location-based
entertainment market
has been projected to be
a multi-billion-dollar
industry,” said David

Bishop, vice president of
Namco Operations.

“Namco and Magic Edge
together have the tech-
nology and experience
to set the standards in
this emerging industry.”

., are Lei Tunnaye of Magic Edge and David Bishop of Namco
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The Hottest
Head-To-Head
Competitive
Game Available!

T L S EX a
viitll; EUEHYBRATES 8
SPEED! AN
SHIELD!

Collect special items on the
battlefield to gain the advantage
over your opponent.

Pilot: Amanda Bates
Vehicle: G-Spider
Shield: Low
Strength: Strong
Speed: Fast

Use strength and skill to
obliterate your opponent.

Four week average collections

East Coast Arcade $1,230.00
Midwest Bowling Center  $827.00
\West Coast Arcade $862.00

Finance Plan Available!
Contact your Namco distributor.

NAMCO-AMERICA, Inc.
P.0. BOX 641630
San Jose, CA 95164-1630
(408) 383-3900
Fax: (408) 383-0128

namoco

© 1993 Namco Ltd.
The Game Creator

All rights reserved.
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Changes made at Atari Games

Mark Pierce has been
promoted to executive
producer/vice president
of engineering at Atari
Games, one of several
changes that have taken
place recently at the
company. He’s been a
team leader in Atari’s
engineering group for
over eight years and has
an extensive back-
ground in art, animation,
and game design.

Shortly after Pierce’s
promotion, a restructur-
ing in Atari’s research
and development groups
took effect.

“Adding strength to
our individual teams was
a top priority for our
company,” he said. “With
that, I have restructured
our development groups
so that they are now
headed by a producer
who directs all the talent
on his team. We have hit
products in development
which will insure the
industry that Atari has
the creativity and quality
that has made us so suc-
cessful in the past.”

Said Hide Nakajima,
president of Atari
Games, “We have made
this change to give our
design teams the full
support they heed to get
innovative games into
the market. We are for-
tunate to have someone
of Mark’s dedication and
creativity in this posi-
tion, and we are very
confident that these
recent changes will
make a remarkable im-
pact in 1994.”
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Mark Pierce

Derryl DePriest

David Macias

Atari has also added
two people to its market-
ing department: Derryl
DePriest, associate prod-
uct manager; and David
Macias, product manag-
er. “Our growth in mar-
keting allows us to be
more involved with the
product development
process from start to fin-
ish, as the product man-

agers will be interfacing
with the producers and
creative staff to help
deliver what operators
and players want from
us,” said marketing di-
rector Mary Fujihara.
Finally, Jackie Sher-
man has been promoted
to marketing communi-
cations supervisor. She’s
been involved with all

aspects of marketing
and sales support in her
13 years with Atari. “In
her new role, Jackie will
be responsible for all
field testing procedures
and reporting, as well as
her previous responsibil-
ities in advertising and
meeting/trade show
planning,” Fujihara said.

Meck elected ‘94 IAAPA president

The International As-
sociation of Amusement
Parks and Attractions
(IAAPA) has elected Joe
Meck president for 1994.
He’s vice president of
entertainment and oper-
ations for Knott’s Berry
Farm.

Meck succeeds Roy
Gillian of Wonderland
Pier in Ocean City, N.J.
“‘Becoming president is

14

without a doubt the high-
light of my career,” he
said. “It’'s an honor to be
recognized by the peo-
ple of the industry.”

Gina Romano of Nellie
Bly Park in New York
was elected third vice
president. The following
were appointed to two-
year terms on the board
of directors:

Darrell Metzger, Ocean

Park, Hong Kong; Kate
Horner, Riverside Park,
Massachusetts; Peter
Herschend, Silver Dollar
City, Missouri; Michael
Demetrios, Marine World
Africa, California; Steve
Mast, Elitch Gardens,
Colorado; and John
Roberts, Busch Enter-
tainment, Missouri.
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WORLD’S BASKETBALL PLAYER RETIRES
BUT THE WORLD’S BEST BASKETBALL GAME JUST GOT BETTER!!!
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Height Requirement 8’
(Adjustable to 9°)
: 50% Quicker Assembly

All Metal and Melamine
Cage and Sides

ONE BIG CHANGE...
We Reduced The Price!!

Space
Requirements |
Height 8°-9’
Width 33”
Length 9* 10™ |

U.S. PATENT No.5,074,552
Other U.S. and Foreign
Patents Pending

Licensed From G.L. Technology, Inc. By

FOR FURTHER INFORMATION Ia

CALL YOUR DISTRIBUTOR OR:

f

Still The Only Game With A Multi—P()(s'ifi()‘naI vBaSkef.’

Innovative Concepts in Entertainment Inc.
1501 Kensington Avenue, Buffalo, New York 14215
Phone: 1-716-833-0481, 1-800-342-3433 « Fax: 1-716-833-1342
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Capcom sues Data East
over Street Fighter Ii

According to Japan’s
Game Machine maga-
zine, Capcom Co. Ltd.
(Osaka) has brought a
civil lawsuit against Data
East Corp. (Tokyo) for
alleged copyright viola-
tion of Street Fighter II.
The suit was filed in
Japan and in the United
States (Capcom USA vs.
Data East USA).

Capcom claims that
Data East’s Fighter’s
History violates the copy-
right embodied in Street
Fighter II and SF II:
Champion Edition. Data
East counters that it has
violated neither audio-
visual works nor com-
puter software works
that are protected by
copyright law. Capcom
seeks a prohibition or-
der on the manufacture
and distribution of Fight-
er’s History, plus 623 mil-
lion yen in damages.

According to Capcom,
Fighter’s History closely
resembles SF II in basic
story, characters and
their motions, screen
image composition, at-
tack moves, etc., to the
point where its copyright
is being violated. Data
East asserts that its
game is in no way a copy
of SF II and says that, as
far as fighting games are
concerned, its Karate
Champ was the first in
the genre.

“‘Ideas do not become
an object of the copy-
right protection,” said
Data East in a statement.
“All similarities asserted
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by Capcom are those
which can be usually
seen in other fighting
games. Thus, Capcom’s
charges are excessive
and represent a menace
to the future of the video
game industry.”

Capcom president
Kenzo Tsujimoto told
Game Machine: “If a
video game is the same
as another in terms of
game action and differs
only in characters, back-
ground, colors, etc., and
there is no prosecution,
it will leave the door
open for unauthorized
copies.

“It is possible to tech-
nically analyze a video
game through reverse
engineering and make a
video game which is
essentially the same; it’s
only superficially differ-
ent. Capcom intends to
prove the processes
whereby Data East came
to make a counterfeit
called Fighter’s History.”

In response, Data East
president Tetsuo Fukuda
said, “Since both compa-
nies have the same
strong attitude toward
copyright protection,
there was certainly room
to discuss the problem.
However, Capcom has
brought this suit, unilat-
erally casting Data East
in the role of ‘bad guy.’
This must never be per-
mitted. Capcom has
brought the current
charges simply in order
to monopolize the mar-
ket.”
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EMT Kiddie rides enter

U.S market

Elektro Mobiltechnik
(EMT) of Raubach, Ger-
many, has been making
top-quality kiddie rides
for some 20 years, and
now those rides are
headed for the U.S. mar-
ket.

NSM-America will han-
dle distribution through
its national network of
NSM distributors. Oper-
ators can go to any of the
approximate 40 partici-
pating NSM distributor
offices for product, parts,
and service. NSM-Amer-
ica vice president John
Margold will head the
new effort, in addition to
his jukebox sales and
marketing duties. Jim
Chapman will serve as
EMT sales manager.

NSM-America’s
Chicago headquarters
also doubles as the EMT
national service center.
Ten thousand square
feet of warehouse space
has been devoted to EMT
inventory. Coin-op ser-
vice veteran Tony Lantz
has been appointed EMT
service manager.

In addition, EMT has
named Miami-based
FunTecnic Inc. to handle
national accounts and to
help develop sales into
traditional operator
routes. National accounts
are typically high-vol-
ume, factory-direct buy-
ers: store chains, ar-
cades, family fun cen-
ters, amusement parks,
and the like.

What makes EMT kid-
die rides different from
the others? EMT presi-
dent Ulli Kunnecke says
they're created based on
principles known to
appeal to children, then
street tested before ever
placed on the market.

“We may design a dozen
rides to end up with one
that meets our earnings
criteria,” he said. “And
then it must meet our
reliability and durability
criteria. Creating good
kiddie rides is no easy
task.”

EMT kiddie rides are
priced higher than ordi-
nary rides, but Kun-
necke stressed that the
up-front purchase price
is only one factor in de-
termining what a ride
really costs. “You have to
compare service fre-
quency, replacement fre-
quency, versatility, and
very importantly, ride
appeal,” he said. “In the
end, kiddie ride opera-
tors will find EMT kiddie
rides actually cost them
far less—and earn them
far more.”

All EMT kiddie rides
are indoor/outdoor cer-
tified. They're made with
non-flammable, non-
toxic, non-conductive
fiberglass and have over-
load protectors, adjus-
table sound and ride-
time controls, non-skid
entrance mats, and
other standard features.
Also, the fiberglass
shells (the part the kids
ride in) are interchange-
able within a model
series. Operators can
update their rides
(switch the shells) with-
out buying entirely new
units.

“Kiddie ride operators
have never seen quality
like this,” Margold said.
“At first you’ll think
they're overbuilt, but
after 10 years or so on
the street you under-
stand why they have to
be built so well.”
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Much more than just pretty new faces.

Yes, they're pretty. And, yes, something is always in motion ... lights chase,
CD’s twirl. Because the first job of any jukebox is to catch the patron’s eye.

But that’s only what you see. What you get is ever so much more. 'y

-

The Performer Series of machines are all fitted with new ESV technology

HyperBeam™ sound systems. A system so advanced, it has features and

provisions that cannot even be used today. -
And, odd as it might sound, maybe not

even tomorrow. They're there “just in

case” ... since no one knows exactly

what changes are coming in digital .
sound reproduction technology.
All we know for sure now is that
changes are coming. And our
machines must be able to keep
earning at the top of the ladder
for at least a decade.

i

Why not take a closer look

yourself. Stop by you arest =
s | e
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NSM

The Performance Machine™

For full information on The Performer-Grand Il and

the name of the NSM Distributor nearest you, contact:
NSM-America

1158 Tower Lane ® Bensenville, lllinois 60106
(708) 860-5100 FAX 5144

The Performer-Classic™
...

©1993, NSM-Gemany & NSM-Amexica « Bingen, Germany & Bensenville, lllinois.
'™ The Performer Series, The Performer-Grand Il The Performer-Classic, The Performer-Wall, The Performance Machine, and HyperBeam are trademarks of NSM-Genmany & NS
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Test shows new Valley dart
package increases earnings

Valley Recreation Pro-
ducts has released the
results of an indepen-
dent earnings test com-
missioned to determine
the effects of games
recently added to all
new Cougar Dart ma-
chines. The earnings
test, conducted in the
Minneapolis/St. Paul
area by an independent
testing facility, mea-
sured the effects of 701,
901, Mark 21 (a no-score
type of Cricket game),
and a play-the-computer
feature called “Ernie.”

Simultaneous with the
introduction of machines
with these new games in
March 1993, Valley also
gave away packets of in-
bar promotional materi-
als to call attention to
the games. (Valley offers
the new games in kit
form for under $100 for
most previous Cougar
Dart machines.)

The test results show-
ed that new Cougar
machines with promo-
tional materials posted
to draw attention to the
new games earned 20
percent more than the
previous Cougar model.
Installing the upgrade
kit in older Cougar mod-
els and posting the same
materials resulted in the
same 20 percent average
increase.

“The results were solid
and confirmed by ex-
tending the test an addi-
tional four weeks,” said
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Dick Shelton, Valley's
senior vice president
and general manager.
The test employed some
17 machines over a 12-
week period. He also
stressed that the earn-
ings increases “may well
not be permanent.”

“We picked up no di-
minution of the 20 per-
cent increase during the
12-week test, but we
would suspect that the
earnings increase would
gradually erode over a
year’s period of time or
so,” Shelton said. “But a
20 percent increase can
add up to a lot of money,
even in six month’s time.
We expect some portion
of the increase will stick,
if nothing else due to
new players that we've
inspired to try the game
and then continue to
play.”

He concluded, “We
want to make it clear
that we are not encour-
aging operators to buy
more new machines or
update kits. We are,
however, clearly recom-
mending that Valley
operators try to time
their usual equipment
purchasing to coincide
with what we’'ve proven
is an earnings-increase
method.” He recom-
mends that operators do
their own earnings test-
ing on their routes with
several kit-upgraded
machines before pro-
ceeding.
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WMS Gaming hires director of

operations

Elizabeth Chapa has
been appointed director
of operations for WMS
Gaming Inc., the gaming
products division of
Williams. Two years ago
the company entered
the legalized video gam-
ing business with a ter-
minal designed specifi-
cally for the lottery
industry.

“Elizabeth Chapa brings
to Williams extensive
knowledge and experi-
ence in manufacturing
resource planning, an
area of expertise that is
vital to ensuring our
long-term success in
both the casino gaming
and video lottery indus-
tries,” said WMS Gaming
president Richard Currie.
“As we expand Williams’
gaming product line and
increase our market
penetration, we need
someone with her skills
to ensure flexible, re-
sponsive fulfillment of
customer demand and to

help the gaming division
achieve Class A manu-
facturing status.”

As director of opera-
tions, Chapa will be re-
sponsible for managing
the operational functions
required to fulfill cus-
tomers’ demands for
quality gaming products
and service, Currie said.

In other news con-
cerning WMS Gaming, it
has been selected by the
Saskatchewan Liquor
and Gaming Authority to
provide 1,000 video lot-
tery terminals to the
Canadian province. “We
are very pleased to have
been chosen to supply
VLTs to Saskatchewan,”
Currie commented. “Ad-
ditionally, we are proud
to have scored so highly
on the technical evalua-
tion. The Canadian mar-
ketplace has proven to
be an exceptionally
strong sales region for
our VLTs.”

IAAPA names award winners

At its 75th anniversary
convention and trade
show, the International
Association of Amuse-
ment Parks (IAAPA)
presented awards for
originality and creativity
in the display of product,
as well as product inno-
vation. Among the win-
ners in the exhibits cate-
gory were:

New Technology: Vis-
ions of Reality, first; Ride
& Show Engineering,
second.

Games: Skee-Ball Inc.,
first; Bob’s Space Racers,
second.

Merchandise: Liberty
Toy, first; Dan Brechner,
second.

Arcade and Coin-Op
Equipment: Bob’s Space
Racers, first; Doyle Inter-
national, second.

The product innova-
tion recipients included
the following:

Games: Lazer-Tron,
Awesome Toss ‘Em, first;
Doyle International, Hoop
Shot Rally, second.

Arcade and Coin-Op
Equipment: Lazer-Tron,
first; Doyle International,
second.

New Kiddie Ride: De-
signs International, first;
Zamperla, second.

Congratulations to
these manufacturers for
being recognized by
IAAPA.
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Award-winning design
- proven by performance
year after year after year...

* Acclaimed AMOA's “Most-Played Pool Table” every year
since 1982!

“Tavern Tested” Reliability!

Our one-piece polyethylene ball
return system; smooth, durable,
Nno hang-ups. You can’t see it but
you know it’s there!

333 MORTON STREET VALLEY
RECREATION
BAY CITY, MI 48707
(517) 892-453¢ || PRODUCTS
1-800 248-2837 || INC.
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AMOA tackles cigarette vending threat

Cigarette vending ma-
chines are being target-
ed again, but this time
the threat isn't coming
from the state level.

Rather, it's the U.S. De-
partment of Health and
Human Services.
Section 1926 of the
Public Health Service

Big day at New-Way

New-Way Sales Co. in Ontario, Canada, had a busy day on
Nov. 4. Operators were treated to Rowe and Data East Pinball
technical schools (conducted by Phil Cole and Joe Blackwell/
Pete Gustafson, respectively), lunch, a raffle for numerous
prizes, and a look at new product from the AMOA show.
Pictured here is Blackwell leading the pinball school.

A.L.D. {

Yoc ne NOX gatng 2o fray

a lot for that plucste!!!

A.L.D. SERVICES, INC.

You choose the average price per piece

SERVICES
VARIETY
PACK

1-800-777-5874

1-800-77PLUSH

* C.OD. * VISA « MASTERCARD * COMPANY CHECKS «
HONG KONG + CHARLOTTE + CHINA + NEW YORK - ST. LOUIS
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Act was added in 1992,
and its intent was to
reduce the number of
underage smokers. But
HHS took an extreme
interpretation of this
section and issued a rul-
ing that would prohibit
all cigarette vending
machines in the United
States. To make matters
worse, HHS’s Gale Herd
refuses to meet with rep-
resentatives of AMOA.
“The intent of this law
was not to put an indus-
try out of business, but
unfortunately that’s
what’s happening,” said
Jack Kerner of Melo-
Tone Vending. “We're

trying to show her that
there are alternatives,
such as a lock-out de-
vice. But she isn’t inter-
ested in hearing our side
of the story.”

AMOA urges cigarette
operators to ask for con-
gressional assistance
with HHS. Congressmen
and senators should
remind HHS of the leg-
islative intent and the
negative impact a ban
would have on small
businesses. A sample let-
ter is available on com-
puter disk; contact
AMOA for more infor-
mation.

Mondial open house

Our friend Chuck Arnold shot some photos for us at
Mondial's post-AMOA open house in Norwood, Mass. Pictured
at the top, (I-r): Carlos Lagaurdia and Mike Publicover of
Mondial; Steve Walton of Premier; and John Hill of Sega. On
the bottom, NSM-America’s John Margold (r) talks about
product with operator Rick Jones. Look for other open house
reports elsewhere in this issue.
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ATEI turns 50 in January

Peter Rusbridge

The Amusement Trades
Exhibition International
(ATED celebrates its 50th
birthday on Jan. 25-27 at
Earls Court 1 in London.
As of Nov. 5, 198 exhi-
bitors had booked space
for the show, with repre-
sentatives from 45 coun-
tries already confirmed
(69 countries were rep-
resented last year).

“What we are witness-
ing is the concept of the
global market in action,”
said exhibition manager
Peter Rusbridge. “The
1993 ATEI set the tone,
with overseas companies
recognizing the impor-
tance of London as one
of the world’s major
amusement industry
exhibitions. Those who
were unable to attend
have seen what impor-
tant business opportuni-
ties were missed and
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have come into the fold,
so much so that in
January we will have at
least 17 first-time ex-
hibitors.”

Among the manufac-
turers who have con-
firmed their attendance
at ATEI are Bally, Cap-
com, IGT, Jaleco, Merit,
Namco, NSM, Sega,
Taito, and Williams. The
major British gaming
machine manufacturers
will also be there, includ-
ing Ace Coin, Barcrest,
Bell Fruit Mfg., JPM,
Maygay, and Project
Coin.

This year’s move to
Earls Court 1, London’s
premier exhibition hall,
gives show-goers a more
spacious venue than
before. Visitors will ben-
efit from wider aisles
and a more efficient reg-
istration area.

A range of additional
services are aimed at
non-U.K. visitors. Atop
the list is a new Inter-
national Visitors Lounge
exclusively for the use of
overseas guests. Also, a
team of bilingual inter-
preters will be available
at no cost.

ATEI has negotiated
up to 50 percent dis-
counts at some of Lon-
don’s top hotels. A
worldwide network of
agents to assist with
travel arrangements to
London is also available
from ATEI. For more
information, FAX 44 71
713 0446.
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Nickel play a hit in S.D.

U.S. Games’ Pot-O-
Gold, the first nickel-
play game in the South
Dakota video lottery
market, is outearning
the average video lottery
game in the state by 28
percent—after only two
months on location,
according to the South
Dakota Lottery.

In October the aver-
age “‘net revenue per
game” for the 109 Pot-O-
Gold games on location
was $2,431; the overall
game average was
$1,900. The figure also
represents an increase
of about nine percent
over the take per Pot-O-
Gold game in Septem-
ber.

“Overall video lottery
sales were up almost a

million dollars in Oc-
tober over September,”
said Tom Klingel, chief
operating officer for U.S.
Games. “We believe that
nickel play has attracted
many new players to
video lottery.”

Said Bob Johnson of
American Games, the
Rapid City-based distrib-
utor of Pot-O-Gold, “It’s a
very attractive game
that’s fun for the players
and extremely reliable
to operate. There’s no
worry about downtime.”

With Pot-O-Gold, play-
ers have a choice of five
different games—Jacks
or Better, Aces or Better,
Joker Poker, Blackjack,
or Keno—and, when set
to allow it, nickel or
quarter play.

Alter granted patent

Alter Enterprises has
received patent protec-
tion for Fireball and the
group game version of
Killer Beez. The latter
debuted at the 1992
IAAPA show, where it
captured the award for
best game.

Killer Beez was devel-
oped by Skee-Ball Inc. in
conjunction with Alter
Enterprises. It utilizes a
rapid-fire ball-shooting

mechanism developed
by Alter. The patent,
which centers primarily
on the ball delivery and
shooting mechanism,
was developed over a
period of nearly seven
years at a cost of many
hundreds of thousands
of dollars.

A new redemption
version of Killer Beez is
scheduled for release in
the spring.

From left: Mark Kane and Joe Sladek of Skee-Ball Inc., Bill
Alter of Alter Enterprises.
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STAR TREK:
THE NEXT

Williams takes a giant leap
in pinball technology,
excitement and profits.

Already a hit with millions of
viewers, STAR TREK: THE NEXT
GENERATION promises extra-
ordinary player identification
and appeal. Featuring custom
speech by all eight cast

members, the show’s theme . -

song and original music in
brilliant DCS sound, STAR
TREK: THE NEXT GENERATION,
is engineered to deliver
out-of-this-galaxy pinball
adventure. o

Brand-new technical
advances make STAR TREK:
THE NEXT GENERATION a
galaxy class pinball. The
“Light-Speed” ball launcher
and “Below Decks” multi-ball
.delivery system increase
playing speed. Left and right
“Probe Launchers” enable

players to aim o .-

balls at
ramps and
targets with =
powerful accu-

all-new Borg ship challenges

SPECIFICATIONS:

GENERATION - | \\& )

players to a head-on pinball
, confrontation
from the
universe’s
most feared
adversary.

STAR TREK: THE NEXT
GENERATION also offers
players eight different U.S.S.
‘Enterprise™ Missions, 2; 3; 4;

5; and 6-ball Multiball™ _
thrills; three Neutral Zone N
Encounters, Holodeck N/

Video Modes, opportunities
." to Advance in Rank, Super
. Spinner, Warp 9.9 Mode,
Secret Modes, Hurry Up
bonus feature, bigger
Jackpots, more shots than
ever, and unmatched
» €excitement. You can search
the galaxy and never find a
- Jetter pinbalt investment. -

MNilliam s ‘ .

uins PR
. é.::

3401 N. California Avenue
‘Chicago, IL 60618 '
(312)267-2240

Fax (312) 267-8435

& © 1993 Paramount Pictures. All Rights Reserved
STAR TREK: THE NEXT GENERATION is a Registered
Trademark of Paramount Picture
Coin Operated Pinball Machine

1993 Williams Electronics (

All Rights Reserved
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Height with backbox Depth: 5" (139.5¢m)
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COIN-OP NEWS

The bus stops here!

Arachnid gaming divi-
sion staff members have
been traveling the state
of Louisiana in the com-
pany’s BullShooter bus,
certifying coin machine
operators on the compa-
ny’'s Lucky Touch video
poker machine.

Louisiana’s video po-
ker rules and regula-
tions require certifica-
tion for each brand of
machine used by a
device owner. Louisiana
operators can expect to
see the bus frequently
during 1994 as Arachnid
continues its educational
journey. One Lucky
Touch game is on the

From left: Vic Tusa and Larry Ward of the Bayou Casino in

bus; it is used for demon-
stration and certification
purposes only.

According to Chris
Kannelakis of C.K. Gam-
ing, the distributor for
Arachnid gaming equip-
ment in Louisiana, “We're
getting a good response
to the machine after
months of testing at two
off-track betting par-
lours in the state. Arach-
nid and C.K. Gaming feel
very satisfied with the
revenue generated by
the machine and the
player appeal that’s built
in. We feel our machine
has the ‘legs’ that will
last.”

: ~
L€ .J A=

New Orleans, EImer Schulz of Arachnid, Chris Kannelakis of
C.K. Gaming, and Brad Bennehoff of Arachnid.

Gaming engineer Brad Benneh
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off shows the ticket printer
mechanism to Larry Ward (D) and Vic Tusa of Bayou Casino.
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Parkway names Kucharski

eI

Ed Kucharski

Parkway Machine
Corp., a Maryland-based
manufacturer and dis-
tributor of coin-op equip-

ment and supplies, has
appointed Ed Kucharski
director of its full-line
division. He has over 32
years of experience in
full-line sales, principal-
ly in the mid-Atlantic
region.

Parkway has just been
appointed exclusive dis-
tributor of Glasco Pro-
ducts in the mid-Atlantic
region. The company
also distributes the
Lektro-Vend, USI, Royal,
Coinco, Mars, and Ham-
ilton Mfg. lines. Kuchar-
ski will direct the sales
and service of existing
lines and consider the
addition of others.

In other news

e Due to a need for
increased production
space, Grayhound Elec-
tronics has moved all of
its operations to a 27,500-
square-foot facility in the
Lakewood Industrial
Park. The address is
1915 Swathmore Ave.,
Lakewood, NJ 08701; the
phone number is (800)
222-0491.

¢ Pioneer New Media
Technologies has intro-
duced the CLD-V121G,
the only all-format kar-
aoke system specifically
designed for commercial
establishments. The
company will also intro-
duce a new line of CD+G
software, The Profes-

sional Series, which
offers 18 songs per disc.
Titles will include

R.E.M.’s “Losing My Re-
ligion” and The Beatles’
“I Want To Hold Your
Hand.”

e According to AAMA,
on Nov. 10 armed Mex-
ican federal police and
the Attorney General’s

office raided Electronic
Nancy in Mexico City
and seized 996 counter-
feit games.

e Video Lottery Tech-
nologies has completed
arrangements for Data-
craft Ltd. of Victoria,
Australia, to begin man-
ufacturing VLT’s multi-
game video lottery ter-
minals for the Victoria
market. Terms of the
technology licensing
agreement were not dis-
closed.

e Maryland’s Court of
Appeals recently over-
turned two ordinances
that banned the sale of
cigarettes in vending
machines. The court said
state government has
exclusive control over
the machines; local gov-
ernments cannot restrict
such sales.

e Shaffer Distributing
Co. of Columbus, Ohio,
has named Gary Mar-
shall coordinator of its
customer in-house ser-
vice.
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It's here. The next round in the most
successful video game series of the decade —
Super Street Fighter ™. More characters.
More moves. More of the proven Capcom profit
formula. Kits are available now.

4 NEW FIGHTERS: Dee Jay, Cammy,
T. Hawk and Fei Long, each with all-new moves

that players can't wait to master. 4 new countries:

Jamaica, England, Mexico and China. New
backgrounds and graphics that enhance every
match. And new scoring bonuses that reward
players for learning every move.

ALL 12 CHAMPION FIGHTERS ARE BACK.

More moves and combos knock out earnings like
never before. Your customers know it's here.
And they're ready to fight. Call your Capcom
Distributor, or Capcom at (498) 727-0400 now.
Before the next guy beats you to it.

© 1993 CAPCOM USA, INC, 3303 Scott Blvd Santa Clara, CA 95054, (408) 727-0400.
For quality assurance look for the AAMA protection sticker on all authentic Capcom
USA blue PCBs, ONLY AVAILABLE THROUGH AUTHORIZED CAPCOM DISTRIBUTORS.




ITALY

Karaoke is booming
in Italy, thanks to TV
personality Fiorello.
Something of a cult
hero in Italy, Fiorello
has a karaoke program
that appears weekly on
national television. The
show travels to a differ-
ent town each week,
inviting members of the
audience to get up and
sing their favorite
songs.

BELGIUM

Due to new regula-
tions, the “telephone
system” of playing
games will come to an
end. Previously, players
could pay the bar-
tender for games that
were credited on the
bingo tables. Now the
games can be played
only by coin entry.

After regulations
were tightened, the
operation of bingo
tables dropped from
around 20,000 to 12,000
over the past two years.
On July 1, 1993, the
Ministry of Finance
introduced a new regu-
lation, but a trade-
inspired lobby to have it
delayed (pending the
industry’s ability to con-
vert equipment) was
permitted.

Authorities are now
clamping down, despite
the industry’s doubts
that the regulations
would be enforced.
Some machines are
reported to have been
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Compiled by the editors of EuroSlot

seized in Brussels.
Delays in the applica-
tion of the regulations
in four areas of
Walloonia have now
expired and the entire
country has to operate
in the same way.

In related news, the
application of VAT has
been threatened for the
first time on bingo
games. A bill is current-
ly in the Parliament,
which will make the
site-owner’s share of
the machine take sub-
ject to VAT at a rate of
19.5 percent. This will
bring bingo tables into
line with other coin
machines.

GERMANY

Press reports indi-
cate that Escor Deut-
schland Holdings AG of
Coesfold, and Escor
Deutschland GmbH of
Hanover, have applied
for bankruptcy. The
group is one of the
largest arcade owners
in Europe. A liquidator,
lawyer Reinhard Muhl,
has been appointed to
handle the proceed-
ings.

The two companies
own 500 amusement
centers through sub-
sidiary companies and
50 companies in Ger-
many. The group has
1,000 employees; the
most recent records
show a turnover of DM
200 m. (U.S. $130 m.).

The structure of the
group has been hazy
for some time. Escor

26

AG, the Swiss parent
company in Dudingen,
used its subsidiary
company, United Lei-
sure Holdings AG, to
retain sole ownership
of Deutsche Escor. But
in 1992, Escort AG sold
Escor Deutschland AG
and Escor Deutschland
GmbH to the manager
of United Leisure, Udo
Oberhofft.

According to Muhl, it
is not yet clear whether
this purchase actually
took place, and there is
some doubt who legally
owns the two troubled
companies.

For the moment, all
the gaming centers are
continuing to run under
Muhl’s control. He said
that several outside
parties had shown in-
terest in the possibility
of a takeover. Appa-
rently, turnover of the
companies is not show-
ing expansion, although
income is reasonable.
The companies are
unable to meet DM 400
m. (U.S. $225 m.) in lia-
bilities.

The Swiss Escor com-
pany is reportedly still
involved, either as a
creditor or as a share-
holder in the two com-
panies, and is working
hard to find solutions.

When the German
companies were sold at
the end of 1992, the
price was negotiated in
the form of a loan to be
paid back over a period
of time. A representa-
tive from Escor in Swit-

zerland is on record in
the German press, stat-
ing that halfway through
1993, around SF 170 m.
(U.S. $110 m.) was out-
standing, of which half
is a loan amount and
the remainder a share
investment.

BRAZIL

Law 8672 has been
published by the official
journal of the Brazilian
Government. It estab-
lishes general arrange-
ments for sports and
other leisure activities.

Article 57 of the law
entitles activities to
take place to raise
funds for sports, includ-
ing the playing of bingo.
Licensing for bingo
activities has been
given to state and fed-
eral authorities.

AUSTRALIA

Organizers of the
Queensland coin ma-
chine exhibition, the
AMOAQ show, are re-
thinking the dates of
their event. The show
was originally sched-
uled to run about four
weeks after JAMMA, to
ensure that new prod-
ucts would be available.

JAMMA organizers
decided to move their
dates to late Septem-
ber, so the Australians
are renegotiating their
show dates. The prob-
lem is that JAMMA is
now set to clash with
America’s AMOA show
in San Antonio, Sept.
22-24. The Japanese are
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INTERNATIONAL NEWS

reinvestigating their
plans.

HUNGARY

Playsafe Monitoring
of the United Kingdom
has gained a substan-
tial slice of Hungary’s
market share as suppli-
ers of the EDC black
box, which is required
by law to be fitted on all
licensed AWP machines
in Hungary.

The company has
opened a new service
and installation center
in Budapest to meet the
demands of this ex-
panding customer base.
A free machine man-
agement software pack-
age is offered by the
company. It allows cus-
tomers to use the data
output from the black
boxes to provide securi-
ty information and a
wide range of perfor-
mance statistics and
analyses to help run
their operations in the
most profitable man-
ner.

The gaming machine
business in Hungary is
being transformed into
a mature and properly
regulated industry, and
Playsafe management
says it sees its trade
with that country very
much as a long-term
commitment.

JAPAN

Run and Gun, Kona-
mi’'s new basketball

PLAY METER

game, has received
advance orders in the
amount of U.S. $1.5 m.
Konami’s Steve Bier-
rum told EuroSlot that
most of the orders were
from Spain and Italy,
where basketball is
strong.

The game is expected
to be built in the United
Kingdom for the Euro-
pean market. It is the
first basketball game
from Konami in some
time. Past titles includ-
ed Super Basketball
and Double Dribble.

Meanwhile, Violent
Storm and Metamor-
phic Force were still
selling well. A new
game, currently titled
Brain Busters, is ex-
pected to be on the
market in time for
launch at the ATEI
show.

CHINA

There has been a
large-scale crackdown
on gambling in Shen-
zhen. Police Chief
Liang Dojun confirmed
at a press conference
that gambling has
reached epidemic pro-
portions in the Special
Economic Zone, which
was set up close to the
Hong Kong border. De-
spite earlier police
actions, the problem
has not abated.

According to Chinese
news agency reports,
61,960 people were
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investigated for gam-
bling in the first eight
months of 1993. There
were only 7,848 prose-
cutions in 1992. Dojun
was quoted as saying
that Shenzhen had not
only recorded a signifi-
cant increase in gam-
blers, but that gambling
has become more lu-
crative and high-tech.
Many government offi-
cials were frequent cus-
tomers of well-orga-
nized and well-protect-
ed underground casi-
nos.

He said that gambling
syndicates were in
charge of 159 video
game centers, as well
as 54 makeshift casinos
in the city. “Some of
these syndicates escort
their customers by lim-
ousine and hire special
watchmen to look after
their casinos. They are
well-organized and
some are loan sharks
who blackmail their
customers when they
owe them money.”

The China News Ser-
vice said Shenzhen
police recently closed
the Dynasty Video
Game Center at the
New Dynasty Hotel.
Approximately 130
gamblers were arrest-
ed and hundreds of
thousands of dollars
were found at the loca-
tion. Dojun said the
Shenzhen government
would ban all video

game centers used for
gambling and that op-
erators of underground
casinos and horse rac-
ing bookmakers would
be prosecuted.
However, according
to a correspondent,
there are doubts the
police and government
are really determined
to carry out such a
crackdown, especially
as there are sugges-
tions that many of the
gambling businesses
are run by the police
themselves.

ISRAEL

Pini Spielman has
opened his second
arcade, this one in a
shopping mall in Tel
Aviv. The arcade in-
cludes over 70 games,
half video and half
redemption. The re-
demption equipment
was purchased from
Harry Levy of the Uni-
ted Kingdom. Among
the machines are Mel-
ody Mouse, RoboBop,
and Big Bertha.

Following the new
Israeli/Palestinian
peace agreement, Spiel-
man is now hoping that
the West Bank will open
up to business again.
Arcades in the area
had closed down. [
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UP FRONT

No need to leave home

he American Express credit card
commercials with the familiar line,
“Don’t leave home without it,” have
been parodied by everyone from
Johnny Carson on the former “To-
night Show” to Big Bird on “Sesame
Street” (credit card showing an adult
hand and the slogan, “Don’t cross the
street without it”). It’'s no laughing
matter that entertainment possibili-
ties available today and in the near
future will make it unnecessary to
leave home for fun and
games.

Dependable home
TVs are the conduit
through which new
technology—multime-
dia interactive sys-
tems—enter the Amer-
ican household. As our
technology guru Dave
Stubblefield says, “This
technology is very seri-
ous stuff; it shouldn’t be
underestimated.”

Cable TV has caused
a revolution in enter-
tainment, bringing more
double meanings, innu-
endo, and sex to the
screen daily. The major
networks are fighting back with con-
troversial fare of their own, especially
gritty crime dramas.

It seems that the more channels
available, the less meat in terms of sat-
isfying programs. There are channels
for everything: shopping, sports, come-
dy, sci-fi, music, and soon, games. MTV
removes the opportunity for the listen-
er to interpret music for himself by
placing images on the screen that often
make no sense, such as a rock band
member playing an electric guitar in
the surf or in the snow. Let me use my
own imagination when it comes to
music; don'’t force-feed some director’s
idea upon me.

Parents continue to indulge their
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children with multiple, expensive
home game systems that keep them
indoors. Home movie rentals and pay-
per-view make it so easy to become a
passive couch potato.

What is the coin-op industry dan-
gling before the players to get that
adrenalin going? And which players
are we talking about? If teens are to be
the only audience, by all means stay
with a mostly video game room. If a
more diverse crowd is desired, then
the crossover to family fun center sta-
tus makes sense.

As one Fun Expo ‘93 attendee said:
“Some people accuse redemption pro-
ponents of creating more work. That'’s
not the case. Video games made us
lazy. The rewards are there with
redemption games, and they last a
heck of a lot longer than videos.
Redemption satisfies everyone’s desire
to win. Customers end up paying more
for the prize, but they also had months
of good clean fun and enjoyment.”

Family fun centers provide an atmos-
phere that can’t be duplicated at home.
They give patrons something worth
leaving home to experience: a total
entertainment package of game diver-
sity (heavy on the redemption side),
miniature golf, amusement park-type
rides, and food. No one has to leave the
location to satisfy any other needs.

In the past, price could have been a
consideration. Redemption games
were a bit higher on the scale, promis-
ing longer life on location as the trade-
off. That was then, this is now. Who
would have thought that pinball games
would cross the $3,000 barrier, or that
video kits would top the $2,000 mark?
Forget big footprint simulators at
$10,000 and up. Redemption, which is a
major component of family fun centers,
looks better and better.

Can old dogs learn new tricks? How
fast can you say, “A family fun center
opened near me and devastated my
business”?

JANUARY 1994



aseball whiz by!
3rd base? Or
ybe it’s an Out!!

1€ roar O
Jan In

ation.
5!

me all

Pirple Staginc.

2900 Justin Drive,
Des Moines, IA 5@

USA DIMENSIONS:
W =27%"
D =29"

1-800-525-7475 H=79%"

or your local distributor

PATENT PENDING e PROUDLY MADE IN USA




1974-1994

CELEBRATING

OUR

20.

YEAR
PLAY METER

PLAY METER

Jim and Stan ()
Jarocki

COVER STORY

American Laser Games: pioneers
In interactive videos

n 1990 American Laser Games
helped bring life back into a stag-
nant coin-op industry with Mad
Dog McCree, the company'’s first
live-action interactive game. ALG
began as ICAT, producing a “live
action” video system for police
and military firearms training.
Seeing the fun the students were
having with the system, the idea
for a movie-action interactive
video game was born.

With innovative use of laser
disc technology, filmed rather
than computer-generated pro-
gramming, large-screen projec-
tion television, and dollar bill
acceptors, Mad Dog McCree
quickly became a top-grossing
favorite worldwide. After 30
months on the market, it’s still on
the charts. Mad Dog McCree
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made the player an extension of
the game. That feature would fol-
low through in subsequent games
—Who Shot Johnny Rock?, Space
Pirates, Gallagher’s Gallery, Mad
Dog II: The Lost Gold, Crime
Patrol, Drug Wars, and Shoot Out
at Old Tucson.

The company knows that the
industry is changing, and it will
change even faster in the next 12
to 18 months as home games give
coin-op a run for its money. Inno-
vative game technology will be a
must for operators to attract new
customers and bring back the old
ones. American Laser Games rec-
ognizes this need and is bringing
even more ingenious products to
market at a cost that operators
will be able to afford.

“We are continuing to develop
games that have a motion picture
element, but utilize increasingly
better technology,” explained
president Robert Grebe. “We
have plans to introduce games
over the next two years in other
segments of the market, like we
are doing with Shoot Out at Old
Tucson. And we're going to diver-
sify into non-shooting types of
games which will utilize high-end
graphics and motion picture
action.”

Grebe continued, “We want to
attract back those customers who
have become bored with the
games offered for the last several
years. We want to give the opera-

-tor the opportunity to have a fam-

ily entertainment center that is
going to draw consumers out of
their homes to spend money on
coin-op.”

American Laser Games has
kept its promises with its two lat-
est games, previewed at the
AMOA show in October. Shoot
Out at Old Tucson combines the
company'’s live action expertise
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Bob Grebe, president

Margo Guerra, sales administrator

Doyle Burnett, chief operating officer
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Dan Montano, field service manager

John Pasierb, vp engineering & devel-
opment

Randy Ouick, director of creative
productions

with new technology from 3DO
Co. The result is a game that pro-
vides the thrill of live action at a
price comparable with traditional
street video games.

Drug Wars, the seventh laser
disc-based game, has superlative
cinematography, special effects,
and stunts that puts the “gee
whiz!” on the screen to keep play-
ers glued to the action.

Industry changes

Stan Jarocki, whose coin-op
career has spanned several
decades with such companies as
Bally/Midway and Seeburg, came
out of retirement to join Amer-
ican Laser Games. Under his
direction, the novice company
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was linked with Betson Enter-
prises, an established distributor-
ship, to market American Laser
Games products. Last year the
two went their separate ways,
and ALG is now working with its
own impressive distributor net-
work worldwide in addition to
working in partnership with
Namco and Atari for internation-
al distribution.

Jarocki sees a number of
changes that will have an effect
on operators remaining prof-
itable. He explains, “Operators
should be at a minimum of 50-
cent play on everything, get up-
front money, and be at a 60/40
commission with their locations.
On our equipment, we suggest
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taking the first $100 off the top
and then splitting the rest 60/40
because of the cost of the invest-
ment. Equipment costs aren’t
going down. They will continue to
rise because of the continually
rising costs of doing business. If
the operator doesn’t make
changes, he won't be able to stay
in business.”

He continued, “Another con-
cern is capital investment. Op-
erators must look at how to make
more money. Normally an opera-
tor cuts his purchasing budget,
which is the worst thing he can
do. We're in the entertainment
business. Just like people don't
want to see the same movie over
and over again, they don’t want to
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Tim Penner, quality assurance manager

Gary Essenpreis, production manager

play the same games. You have to
continually refresh your locations
with new equipment.”

American Laser Games is an
advocate of dollar-per-play; all
equipment is shipped with the
dollar bill acceptor standard.
Jarocki is a avid supporter of the
dollar coin and views it as a boon
to the coin-op industry. “As the
leading economy in the world, for
the United States to have the
quarter as its most prevalent coin
is truly amazing. Germany, Eng-
land, France, Japan, and Italy all

PLAY METER

have multiple coins that are val-
ued in what would be our dollar.
We're the only country in the
world that keeps putzing around
with paper. It doesn’t make
sense!” Jarocki exclaimed.

The future

American Laser Games, enter-
ing its fourth year in the industry,
has made tremendous strides. In
addition to its laser disc technolo-
gy, and the CD-ROM system, the
company plans to introduce a
third game platform next year,
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which it claims will further revo-
lutionize the industry.

John Pasierb, vice president of
engineering and development,
describes it like this: “It’s a high-
er-end graphics platform geared
for more finely resolved charac-
ters. The resolution will be as
good or better than the laser disc
system, but the live action images
and other images are going to
come from computer memory.”

President Grebe added, “We
envision a product line that pro-
vides the highest level of realistic
entertainment just beneath virtu-
al reality. It will provide a com-
pelling entertainment experi-
ence, but without donning the
goggles required for virtual reali-
ty.”

The success enjoyed by
American Laser Games is phe-
nomenal. The privately held com-
pany went from sales of $1.5 mil-
lion its first year to $16 million in
1993. The ICAT video training sys-
tem division was sold in 1993 and
the company changed its corpo-
rate name to American Laser
Games.

American Laser Games made
a promise in 1990 to introduce
at least two live-action games
per year, both in dedicated and
kit form. The company will con-
tinue to do two games per year
for the laser disc format, one in
the spring and one in the fall.

Jarocki has expanded the mar-
keting department with a host of
capable talent. His son Jim, who
was with Bally/Midway and
Electra Games, is now American
Laser Games’ sales director.
Margo Guerra is the sales admin-
istrator, Dan Montano is field ser-
vice manager, and Dave Vickers
provides operator assistance.

Grebe noted, “We have our
work cut out for us, developing
products that are going to satisfy
the consumer. But American
Laser Games is up for the chal-
lenge!” []
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Overiooking

everything good

The AMOA show held in Ana-
heim two months ago was the
place to be. There was so much to
see and seminars to experience.
Many games—from redemption
to video—were offered on display.
Unfortunately, an article about
the show ran in the Washington
Post that overlooked every single
good thing about the show and
dwelled on an issue that has been
covered to death in the media
already—violence.

“As manufacturers, distributors,
operators, parents, or concerned

citizens, the responsibility of our
children cannot be shirked.”

Sue Monday &
Shantelle Gaynor
PLAY METER

Jessica Crosby, in her article
titled “Video Game Violence:
Pushing the Wrong Buttons,”
reported that the video game
industry is failing to monitor the
levels of violence in games. She
quoted attorney general Dan
Lungren, who said of video games
at a gathering of police investiga-
tors, “The message is destroy
your opponent. I would ask you if
that is very different from some of
the messages in gang culture.”

Crosby also quoted a police-
man, also at the gathering, who
cited games as “equally guilty
with rap music and television in
contributing to a culture of vio-
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lence among disenfranchised
youth.”

It’s a sad commentary to note
that Crosby claimed the whole
AMOA show was nothing more
than the industry being drawn
into the media violence contro-
versy. Crosby failed to mention
that video games are created by
our culture. Nor did she feel it
important to note that many man-
ufacturers design games, specifi-
cally non-violent ones, to be put
in what she describes as the
“dimly lit world of the mall
arcades.” What mall arcade has
she been to lately? Of course, we
know by her comments that she
hasn’t bothered to visit any.

The idea of destroying one’s
opponent is not foreign to our
culture. Football, hockey, soccer,
and card games (as well as other
American pastimes like police
actions and war) teach our chil-
dren how to be violent, don’t
they? And don’t cartoons, fairy
tales, and nursery rhymes tell us
to slay our foes to win the fair
maiden or throw a piano on the
bad guy to solve the case?

Video games are hardly the
catalyst for this mentality, but
merely a reflection of it. As with
our culture, however, not all of it
is violent. Since the first video
games in the early ‘70s, there
have been non-violent games like
Pong by Atari, Bubbles by Wil-
liams, Q*Bert by Gottlieb, and the
new Ridge Racer by Namco. Has
anyone forgotten that the great-
est video game of all time, Pac-
Man, was about as non-violent as
you can get?

Along with these games we
have had Street Fighter by Cap-
com and Mortal Kombat by
Williams. As violence is a part of
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our culture, it is a part of our
entertainment.

The video game industry is
especially sensitive to the issue of
violence. Crosby failed to
acknowledge that there are many
games designed especially for
small children that are not only
fun and non-violent, but also
sometimes educational. Many
such games were featured at the
AMOA show. Century Vending,
for example, in conjunction with
Rite Idea, released Paint ‘N
Puzzle, which challenges children
to solve a jigsaw puzzle on the
touch-sensitive screen. Lazer-
Tron showed its new Awesome
Toss ‘Em, in which children win
tickets for throwing colored balls
into matching boxes.

Additionally, Data East fea-
tured Flower Busters, which gives
kids a chance to shoot light at

flowers to make them open,
revealing the faces of the happy
or tired flowers. Visions of Reality
offered a virtual reality experi-
ence that is completely non-vio-
lent. In conjunction with the
Naval Museum in Pensacola, Fla.,
VOR'’s centers will offer an edu-
cational experience. Children
will be able to learn about flight
and space travel. This is only a
fraction of the games shown that
were designed for those little
“impressionable” children that
Crosby so often referred to in her
article.

Crosby says that regardless of
the safeguards the industry
takes—designing non-violent
games or establishing a rating
system to alert parents to a vio-
lent game—"there is the added
risk of young children being
exposed to such games by older

siblings.” This is a problem that
parents need to address. Shoot-
ing off your nose to spite your
face has never solved anything.
The best safeguard against older
siblings may be to lock them in a
closet until the younger siblings
turn 12 or so. Or how about some-
thing more realistic, like moni-
toring your children’s activities as
you once did with the older kids.

As manufacturers, distributors,
operators, parents, or concerned
citizens, the responsibility of our
children cannot be shirked. Cur-
rent games offer a wide variety of
play experiences. Through this
variety we attempt to appeal to
everyone who plays video games.
For Jessica Crosby, what could
we offer? How about a wet mop
chasing a wet noodle or one that
earns points by discussing it all
over tea. [
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What's all the fuss over
family fun centers?

ot long ago, when then-vice presi-
dent Dan Quayle espoused re-
turning to a firm set of “family val-
ues,” there was a lot of scoffing at
the term. Family values are no
longer the butt of late-night talk
show jokes. The foot-in-mouth-
prone Quayle actually hit upon
something significant.

A well-stocked
redemption
counter, such as
this one at Fun-
spot in Weirs
.Beach, N.H.,
offers a wide
range of prizes.

Even the motion picture indus-
try is sitting up and taking notice.
Tom Sherak, executive vice presi-
dent of 20th Century-Fox, said in
the Nov. 29, 1993, edition of
Parade magazine, “Family values
are coming back into fashion in
Hollywood. Nowadays, parents
are more conscious of ratings and
are looking for films that the
whole family can go and see.”

In a world where both mom
and dad hold down full-time jobs
in the traditional household, and
single parents struggle to provide
all the material and emotional
needs of their children alone,
leisure time spent as a family is

Bonnie Theard precious.

PLAY METER
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Add to this situation a slumping
economy that deters long-dis-
tance vacations, and it's easy to
understand why families opt to
stay close to home for entertain-
ment. Theme parks, such as
Knott’'s Berry Farm, Astroworld,
and Six Flags Over Georgia, to
name but a few, enjoy increased
patronage every year.

In addition to the big parks,
there is a need for local, medium-
size facilities that offer smaller
scale rides and amusements, but
enough variety to keep kinder-
garteners, teens, parents, and
grandparents interested.

Enter the family entertainment
center, a relatively new niche in
the amusement world. What are
the basic components of a facility
that targets the whole family? A
miniature golf course, for star-
ters, bumper cars/and or boats, a
big game room with plenty re-
demption equipment and a first-
class prize counter, batting cages,
go-karts, a soft-play area for the
youngest patrons, and possibly a
mini-roller coaster-type ride or
other large attraction.

Food is an important element
since it keeps patrons on the
premises. Pizza is the prevailing
favorite food, but salad bars and
fat-free offerings are also on the
menus of the ‘90s. Provisions for
birthday parties, which generate
large groups of customers, result
in good word-of-mouth advertis-
ing within the community and
increased foot traffic.

There’s so much to explore in
this new market that a monthly
column is needed to reach a full
understanding of the family
entertainment center phenome-
non. Each month “Family Focus”
will address a different aspect of
family entertainment, including
the opening of new centers

JANUARY 1994



FAMILY FOCUS

around the country. It's bound to
be an information-filled year as
we all learn more about how the
American family spends its lei-
sure moments.

This month, we asked a diverse
group of well-known industry fig-
ures for their thoughts on the
growth of family entertainment
centers.

Terry Weerts, executive vice
president of Celebration Station
(a division of Whiteco Industries
Inc.) in Merrillville, Ind., identifies
two influencing factors:

“There’s no question that the
increasing number of working
mothers and the recent baby
boom has helped spawn some of
the growth of family entertain-
ment centers. Things seem to be
cyclical in nature and now there’s
an interest in family entertain-
ment again.”

Celebration Station will open
its 15th outlet in July in Tampa,
Fla. The full-spectrum facility will
include mini-golf courses, go-kart
tracks, batting cages, bumper
boats, a kiddie playland, arcade
games, and a party area with an
animated band<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>