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A d v e r t i s e  W i t h  G a m e R o o m !

A d  D e a d l i n e s  a r e  1 2  N o o n  E a s t e r n
M a r c h  1 2 ,  2 0 0 6  ( f o r  A p r i l  2 0 0 6  i s s u e )
A p r i l  1 2 ,  2 0 0 6  ( f o r  M a y  2 0 0 6  i s s u e )

A m a z i n g l y  L o w  A d v e r t i s i n g  R a t e s !
F u l l  p a g e :  7 . 5 ” W  x  1 0 ” h   $ 1 1 0
H a l f  p a g e  ( h o r i z o n t a l ) :  4 . 7 5 ” H  x  7 . 5 ” W   $ 5 5
H a l f  p a g e  ( v e r t i c a l ) :  3 . 5 ” W  x  1 0 ” h   $ 5 5
Q u a r t e r  p a g e :  3 . 5 ” W  x  4 . 7 5 ” H   $ 3 8
B u s i n e s s  c a r d :  2 ” h  x  3 . 5 ” W  -  1 x :  $ 1 5

M u l t i p l e  r u n  d i s c o u n t s  a p p l y  w h e n  y o u  r u n 
t h e  s a m e  a d  e a c h  m o n t h .  C a l l  f o r  d e t a i l s .

Po w e r  A d s  ( w o r d - o n l y  a d s ) 
S e e  b a c k  o f  m a g a z i n e .

G a m e r o o m  c a n  c r e a t e  y o u r  a d .  C a l l  u s  w i t h 
y o u r  r e q u i r e m e n t s  f o r  p r i c e  q u o t e .

*  A D  R AT E S  W I L L  B E  C H A N G I N G  S O O N ! 
B U Y  N O W  AT  O U R  C U R R E N T  LO W  R AT E !

Coin-Op Show and Auction Calendar
(*)  -  Look For  That  Show ’s  Ad Inside This  Issue
Dates and Loc ations Subjec t  to  L ate Change.  Contac t  Promoter  To Confirm

M a r c h  2 0 0 6 
4 t h  U S  A M U S E M E N T  A U C T I O N  C o l u m b u s  O H  B i l l  H u g h e s  ( 5 0 2 )  5 5 1 - 0 4 0 5
* 4 t h  S U P E R  A U C T I O N S  O r l a n d o  F L  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
4 t h - 5 t h  R O C H E S T E R  G A M E  R O O M  S H O W  R o c h e s t e r  N Y  D a v e  J o n e s  ( 8 0 0 )  9 3 2 - 4 5 5 7  e x t .  1 4
* 1 1 t h  S U P E R  A U C T I O N S  D a l l a s  T X  A r e a  ( M e s q u i t e  T X )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
* 1 1 t h  A U C T I O N  G A M E  S A L E S  K n o x v i l l e  T N  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
1 1 t h - 1 2 t h  V I C TO R I A N  C A S I N O  A N T I Q U E  A U C T I O N  L a s  Ve g a s  N V  Pe t e r  S i d l o w  ( 7 0 2 )  3 8 2 - 2 4 6 6
1 7 t h - 1 8 t h  P R E S TO N ’ S  O P P O R T U N I T I E S  A U C T I O N  N e w n a n  G A  P r e s t o n  E v a n s  ( 7 7 0 )  5 0 2 - 0 0 2 8
* 2 4 t h - 2 5 t h  O H I O  P I N B A L L  &  G A M E R O O M  F E S T I VA L  A k r o n  O H  M a r v i n  O r t s c h e i d  ( 3 3 0 )  6 8 7 - 9 3 4 1
* 2 5 t h  S U P E R  A U C T I O N S  M i l w a u k e e  W I  A r e a  ( We s t  A l l i s  W I )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
* 2 9 t h - 3 0 t h  C H I C A G O  G A M E R O O M  &  N O S TA LG I A  S H O W  S t  C h a r l e s  I L  M a r g e  S k a l a  ( 6 3 0 )  8 8 1 - 4 1 7 6 

A p r i l  2 0 0 6 
* M a r  3 1 s t - A p r  2 n d  C H I C A G O L A N D  A D V E R T I S I N G ,  S LOT,  &  J U K E B O X  S H O W  S t .  C h a r l e s  I L  ( 8 1 5 )  3 5 3 - 1 5 9 3 
* 1 s t  S U P E R  A U C T I O N S  S a i n t  L o u i s  M O  A r e a  ( B e l l e v i l l e  I L )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
* 1 s t  A U C T I O N  G A M E  S A L E S  Wi n s t o n  S a l e m  N C  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
8 t h  U S  A M U S E M E N T  A U C T I O N  Yo r k  PA  R o b  R i t t e r h o f f  ( 6 0 9 )  4 2 5 - 4 2 8 1
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2 2 n d  U S  A M U S E M E N T  A U C T I O N  I n d i a n a p o l i s  I N  B i l l  H u g h e s  ( 5 0 2 )  5 5 1 - 0 4 0 5
2 8 t h  M O N E Y  M A K E R S  A R C A D E  G A M E  A U C T I O N  N a s h v i l l e  T N  C h u c k  R y a n  ( 6 1 5 )  2 2 6 - 3 8 2 6
2 9 t h  U S  A M U S E M E N T  A U C T I O N  C o l u m b u s  O H  B i l l  H u g h e s  ( 5 0 2 )  5 5 1 - 0 4 0 5

M a y  2 0 0 6 
* 5 t h - 7 t h  P I N B A L L  W I Z A R D S  C O N V E N T I O N  A l l e n t o w n  PA  B r i a n  H e i n  ( 6 1 0 )  7 9 9 - 6 8 1 0
* 6 t h  A U C T I O N  G A M E  S A L E S  ( N e w  L o c a t i o n ! )  K i n g s p o r t  T N  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
* 6 t h  O H I O  G A S  2 0 0 6  D a y t o n  O H  S t e v e  S t a u b  ( 9 3 7 )  8 9 0 - 4 4 8 6
* 1 3 t h  S U P E R  A U C T I O N S  D e t r o i t  M I  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
1 3 t h  A H J B S  F L E A  M A R K E T  K u t z t o w n  PA  C h a r l i e  ( 2 1 5 )  6 3 7 - 2 8 6 9
* 2 0 t h  S U P E R  A U C T I O N S  S a n  J o s e  C A  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
* 2 7 t h  S U P E R  A U C T I O N S  D a l l a s  T X  A r e a  ( M e s q u i t e  T X )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
 
J u n e  2 0 0 6 
3 r d - 4 t h  M I D W E S T  G A M I N G  C L A S S I C  M i l w a u k e e  W I  D a n  L o o s e n  Vi s i t  s i t e  f o r  m o r e  i n f o.
3 r d  A U C T I O N  G A M E  S A L E S  Wi n s t o n  S a l e m  N C  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
* 3 r d  S U P E R  A U C T I O N S  S a i n t  L o u i s  M O  A r e a  ( B e l l e v i l l e  I L )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
9 t h  M O N E Y  M A K E R S  A R C A D E  G A M E  A U C T I O N  N a s h v i l l e  T N  C h u c k  R y a n  ( 6 1 5 )  2 2 6 - 3 8 2 6
* 1 0 t h  S U P E R  A U C T I O N S  M i l w a u k e e  W I  A r e a  ( We s t  A l l i s  W I )  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
* 1 7 t h  S U P E R  A U C T I O N S  O r l a n d o  F L  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
1 7 t h  A U C T I O N  G A M E  S A L E S  ( N e w  L o c a t i o n ! )  K i n g s p o r t  T N  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
 
J u l y  2 0 0 6 
2 8 t h  M O N E Y  M A K E R S  A R C A D E  G A M E  A U C T I O N  N a s h v i l l e  T N  C h u c k  R y a n  ( 6 1 5 )  2 2 6 - 3 8 2 6
* 2 8 t h - 3 0 t h  P I N B A L L  FA N TA S Y  1 0 T H  A N N I V.  R E U N I O N  S H O W  L a s  Ve g a s  N V  H e r b  S i l v e r s  ( 8 1 8 )  7 6 1 - 2 2 5 5
* 2 8 t h - 3 0 t h  S U P E R  A U C T I O N S  P i n b a l l  Fa n t a s y  1 0 t h  A n n ’ y  S h o w  L a s  Ve g a s  N V  R o b  S t o r m e n t  ( 7 1 4 )  5 3 5 - 7 0 0 0
 
A u g u s t  2 0 0 6 
5 t h  A U C T I O N  G A M E  S A L E S  Wi n s t o n  S a l e m  N C  R i c k  Pa r s o n s  ( 8 0 0 )  5 5 1 - 0 6 6 0
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Editor’s
Page

WA R N I N G :  G a l e  f o r ce  W i n d s  o f 
C h a n g e  f o r e ca s t  f o r  t h e  co m i n g 
m o n t h s,  w i t h  a  2 0 %  c h a n ce  o f  t o t a l 
u p h e a va l. . .

Change. It seems inevitable, unavoidable, and no matter how much you try to 
anticipate and plan ahead, it always seems to creep up and take you by surprise.

Remember how I promised a series of gradual changes in the magazine? Well, 
someone upstairs must have read my roadmap for the future and just laughed. There 
is much more change in this issue than I was expecting , and almost none of it was 
in my original plans. Change leapt out of the shadows this month, hit me over the 
head, and then rewrote my plans while I was still trying to figure out which end was 
up (I was going to quote a Native American saying , “Nothing lasts forever but the 
earth and sky,” until I realized I was actually quoting the rock group Kansas!)

But I digress. This issue of GameRoom represents a departure from the norm in 
more ways than I had planned or wanted — it is with great sadness that I have to 
announce that two columnists have their “farewell” columns in this issue. This is 
the last month for both Bill Bickers’ Sound Advice and Glenn Strope’s Blue Moon 
Jukebox Banter. Both writers have been invaluable assets to this magazine, and their 
presence in the pages of GameRoom will be sorely missed. Don’t worry — this isn’t 
the end of juke coverage, either — I’ve got a surprise for next month!

On a positive note, not all change is bad — please join me in welcoming David 
Ellis as a new GameRoom columnist. David is a prolific gamer and writer, author of 
a number of gaming-related guides and books, including The Official Price Guide to 
Classic Video Games: Console, Arcade, and Handheld Games. David will be writing 
a column entitled The Wayback Machine, which will look at pivotal moments in 
videogaming history and their impact on the gaming industry and society.

This issue also marks the unveiling of another new column: GameRoom News, a 
summary of recent arcade and coin-op related news compiled by James McGovern, 
site manager for GameRoom’s companion website RetroBlast! Home Arcade News 
and Reviews. James is a fantastic newshound, and I’m sure you’ll enjoy his unique 
take on the amusement industry.

Even with all of this unexpected change, there’s still a lot of that old-fashioned 
GameRoom goodness in this issue: We have an exciting look at Stern’s new World 
Poker Tour by Scott Voisin, and Herb Silvers has another great GameRoom of the 
Month to present. I even get to report about a weird and wonderful Japanese game 
for pre-teen girls in You’ve Got to Be Kidding!

While this issue has much more change than I had originally planned, there is 
even more change coming soon – GameRoom is growing , and it looks to be a wild 
ride. Sit down, buckle in, and hang on tight!
 The Game is Never Over,
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“Tons of 

arcade classics.”

–KPIX Television

Bring your coin/op game room equipment to the Auction site 
the day before the Auction.

Your equipment’s checked in and assigned 
inventory numbers.

Once the Auction concludes and all funds 
are collected and commission paid — 

you’re paid immediately!

For Information and FREE BROCHURE Call

(714) 535-7000

1
2
3

Sell your games at auction!
It’s easy as…

www.superauctions.com

“Super

Auctions®: bringing 

collectors and 

classics together.”

–Sci-Fi Channel 

Network

“The Sotheby’sof video games.”
–Wall Street Journal 

July 9, 1999

Selection Prices

“Impressive 

list of clients–

Super Auctions®

specializes in fun.”

–Los Angeles 

Times
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“Catch the frenzy of THE arcade auction!”–USA Network

IMMEDIATE 
CASH
AVAILABLE!
for working and
non-working 
coin-op video
arcade games,
pinballs and parts!
30 to 3,000 pieces
– call us for CASH!
Or, we can arrange
to sell for you on
commission as
your agent at one
of more than 20 
of our auction 
locations.

Call Rob Storment
at (714) 535-7000,
x12 or fax your
inventory to 
(562) 592-3929.

Email to info@
superauctions.com

All inquiries strictly 
confidential.

Sell your games at auction!
It’s easy as…

BEST BEST BEST

“Brings back

memories! Bring

your wallet!”
–CBS News

SPECTACULAR
AMUSEMENT AUCTIONS

ALL CONSIGNORS

PAID
NIGHT OF AUCTION

ALL CONSIGNORS

PAID
NIGHT OF AUCTION

9.9%Sell 15
games or
more,only commission; lowest consignment 

rate in the USA for volume 
consignors. Call for details

9.9%
commission; lowest consignment 

rate in the USA for volume 
consignors. Call for details

CONSIGNMENTS WANTEDCONSIGNMENTS WANTED
To consign games for sale: Bring to Auction Site Friday preceding Sale from 10am to 9pm. Saturday
auctions begin at 10am local time with inspection from 8am to 10am. Payment in full day of sale. 
13% Premium to Hammer Price.
Terms: Cash, MasterCard, Visa, American Express, and Discover only. Industry related Seller’s Permits
required for non-taxable purchases. All equipment must be removed Day of Sale. NO EXCEPTIONS.
Auctions conducted by Robert Storment, CAI, Larry Gillaspy, Larry Mitchell, Mike O’ Brien, Johnny King;
CA#14663700753, 158736699; TX#10931; FL AB0001109, AU0001549; GA NR 002582; OH#5719966989; 
IN-AU19600170; WI#052-1964; IL 041000689; KS – pending; MA – pending

Equipment

M A Y
27

DALLAS, TX AREA
Rodeo Ctr, Exhibit Hall A

1818 Rodeo Dr.
Mesquite, TX

13
DETROIT, MI

MI State Fairgrounds
1120 W. State Fair

Michigan Mart

1
ST. LOUIS, MO AREA
Belle-Claire Fairgrounds

200 S. Belt East
Belleville, IL

15
COSTA MESA, CA

Orange Co. Fairgrounds
& Expo Ctr, Bldg #14

88 Fair Dr, Costa Mesa, CA

22
MAJOR CORPORATION
LIQUIDATION AUCTION

Go to www.SuperAuctions.com
for information & details

22
MAJOR CORPORATION
LIQUIDATION AUCTION

Go to www.SuperAuctions.com
for information & details

A P R I L

20
SAN JOSE, CA

Santa Clara Fairgrounds
Fiesta Hall

344 Tully Road

J U N E
10

MILWAUKEE, WI AREA
WI St. Fair Pk, Prod. Pav. Bldg.

8100 W. Greenfield Ave.
West Allis, WI

17
ORLANDO, FL

Central FL Fgrds Exhibit Hall
4603 W. Colonial Drive

Orlando FL

3
ST. LOUIS, MO AREA
Belle-Claire Fairgrounds

200 S. Belt East
Belleville, IL

Call for your 

2006
Winter/Spring Schedule!

THINKING about selling your Family
Entertainment Center, Arcade, Route, other
amusement assets or Real Estate? 
Call SUPER AUCTIONS for a FREE NO
OBLIGATION and CONFIDENTIAL Evaluation.M A R C H

25
MILWAUKEE, WI AREA

WI St. Fair Pk, Prod. Pav. Bldg.

8100 W. Greenfield Ave.

West Allis, WI

4
ORLANDO, FL

Central FL Fgrds Exhibit Hall

4603 W. Colonial Drive

Orlando FL

11
DALLAS, TX AREA

Rodeo Ctr, Exhibit Hall A

1818 Rodeo Dr.

Mesquite, TX
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Stern’s World Poker Tour
Time to Ante Up! by Scott Voisin

Texas	Hold	‘Em	poker	has	been	around	for	
over	a	hundred	years,	but	it	wasn’t	until	

2003	that	it	became	a	worldwide	phenomenon,	
thanks	in	part	to	the	World	Poker	Tour.	For	
those	who	don’t	know,	the	WPT	is	a	series	of	
televised	tournaments	featuring	players	bat-
tling	for	millions	of	dollars	in	a	game	that	takes	
a	minute	to	learn	and	a	lifetime	to	master.	Now,	
the	folks	at	Stern	are	hoping	the	WPT	can	do	
for	pinball	what	it	did	for	poker.	Not	only	does	
the	World	Poker	Tour	pinball	boast	a	full	house	
of	creative	talent	—	legendary	designer	Steve	
Ritchie,	software	engineer	Keith	Johnson	and	
sound	expert	Chris	Granner	—	WPT	also	con-
tains	a	brand-new	hardware	system	that	fi-
nally	brings	pinball	into	the	21st	century.	
GameRoom	goes	behind-the-scenes	
for	a	pair	of	revealing	and	in-depth	
interviews	with	Steve	Ritchie	
and	Keith	Johnson.	
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WPT Coverage Part I: 
An Interview with Steve Ritchie

Scott Voisin: How did you become involved with the World 
Poker Tour pinball?

Steve Ritchie: Gary Stern asked me to do it. It wasn’t my idea 
of a great pinball license at the time, but I ’m totally happy 
with it now. In fact, this game — of all my designs — has 
made the biggest transition from a theme I absolutely hated to 
something I love. I think it’s going to do really well. I have to 
know in my heart that I have a shot at a prospective licensed 
game doing very well. If I don’t have that shot, it kind of takes 
the wind out of the sails. In the beginning , I didn’t think we 
had a good shot, but we have made absolutely the best we can 
of WPT and Texas Hold ‘Em, and it’s fun to play.

SV: What didn’t you like initially about the idea?

SR: One thing was that I don’t think anybody was asking for 
a poker-themed pinball machine, although they have been 
very popular in the past. Another item that may have been 
an obstacle is that most people understand poker, but a lot of 
people don’t, so I feared that we would have to overlay a set of 
poker rules over another set of pinball rules, and sometimes 
people are confused by the pinball rules alone. Another reason 
is that it just wasn’t a high-impact theme. It’s kind of quiet, 
and there hasn’t been a dedicated poker pinball game in a long 
time. Maybe there was a good reason for that. (laughs) That 
combination of things definitely scared me, but the result is 
an exciting , fun, unique game to play. 

SV: What changed your mind about the project?

SR: Well, as the playfield started to work better and as Keith 
Johnson’s rules were added, it became a very nice collection of 
kinetics and fun rules, and making the shots is magic. There’s 
a little upper playfield that just turned out so nice. It doesn’t 
look that impressive, but there is a device that captures the 

ball and releases it. You have to beat on it again a number of 
times to get the ball to come out, then you can put it back in 
when you have two balls out and get a third ball and a fourth. 
It’s just fun. The other thing I like about it is that every ball 
you shoot with the plunger starts out on the upper playfield, 
so everybody gets a shot at beating on the captured ball de-
vice, which is called the “Ace in the Hole.”

SV: Tell me about some of the things that happen in the game.

SR: There are sixteen drop targets, and that’s a lot by any-
body’s measure. They’re placed in such a way on the playfield 
that they enhance each other. In other words, if you smack the 
ball into the lower two targets of the right bank, they go down 
and the ball goes to the center bank and takes out two more, 
and then from there to the left bank and maybe takes out two 
more. It’s possible to nail six or seven targets in one shot. It 
just worked out really nice. I worked at this on my dining 
room table with a drawing taped to it and the legs on one end 
jacked up to 6.5 degrees. I simulated play with a real ball and 
real rubber, and I’m totally happy with it. The drop targets 
are one of the many games within WPT, and it’s called “Drop 
Target Poker.” With the drop targets, you try to get a pair, two 
pair, three of a kind, etc. until you work your way up through 
all the possible poker hands. The real skill comes when you 
don’t have any of the poker hands and you pick off a Royal 
Flush or other high hand without completing the lesser hands 
below it in the game. You get a big score for that. 

SV: How does Texas Hold ‘Em poker come into play?

SR: Texas Hold ‘Em is another of the many games within 
WPT. We have outlined the components for this game in 
Yellow, so it’s easy to follow. Hole cards are awarded at the 
beginning of each game and at the end of a completed Texas 
Hold ‘Em hand. The player then shoots the left and right 
ramps, which continuously score the Flop, Turn, and River. 
Each time a ramp shot is made, the scored cards are displayed 
in a large LED display embedded in the playfield. Completion 
of Texas Hold ‘Em hands take you to the cities you need to get 
through to get to the World Poker Tour championship. There 
are seven cities and countries from around the world, and you 
win your way through poker hands to get to the champion-
ship. The first city only takes one poker hand, and you transit 
from there to the next city. The cities are selected randomly 
— it doesn’t always start with the same one — and there’s 
some flavored music that goes with each city. In the second 

The “Ace in  the Hole” 
(Playf ie ld  Photos  cour tesy  of  Vincent  Giovannone)
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Bay Area 
Amusements LLC 

Pinball  
Parts Store 

On-Line ! 

Thousands of Parts On-Line (pictures & prices)

www.bayareaamusements.com 
San Jose, CA — We SHIP WORLDWIDE 
e-mail: info@bayareaamusements.com 
Phone: 408-868-9918, Fax: 408-370-1002

PinLED Displays! we are a major distributor for PinLED brand 
display products, which are available for many games including Taxi, 
F14, Funhouse, Diner, Earthshaker, Simpsons, Police Force, Space 
Station, High Speed, Road Kings, Elvira, and many more! 

Online Ordering, Daily Shipping, In Stock 

RUBBER 
RING KITS!

Hundreds of 
Rubber Ring 
Kits for all types of games. 
Includes placement diagram, 
contents sheet, ring sizing 
chart, and other info!!

Plastic and 
Protectors!
We carry the 
latest in play-
field plastic pro-
tector sets for 
many classic 
games. 

Pin-Cushins!™ Keep your 
cabinet in great shape with 
these protectors  

Cup-Holder! Mounts on 
pinball leg with existing bolt 
holes—no damage to pin! 

Cabinet Art 
and Stencil 
Kits! Restore 
you cabinets to 
perfection with 
new cabinet art  
as well as with 
Stencil kits for 
older games! 

LIFE GOES ON! - NEW BOARDS FOR YOUR WPC GAME! 

NEW DESIGNS, MORE FEATURES! 

Dot Matrix Controller Board 
(Replaces A-14039, A-14039.1) 

Replacement for Fliptronic I+II 
Board A-15028, A-15472.1 

Power Drive Board -  replaces A-
12697-1, A-12697-2, A-12697-3 

Coming Soon: Replacement

Boards for WPC95 Power

Driver, WPC CPU, more!

CHECK OUT THE PARTS 
NEW PARTS please visit our ‘New Parts 

In’ area on the main page for latest parts 
additions. REWARDS: discounts and 
special parts program now available for 
our customers! 

HELPDESK: have any parts requests or 
any questions, use our online helpdesk at 
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city — which takes two hands to complete — the extra ball 
lights, which is really valuable. It’s in the right place in the 
game where an average player on his third ball might actually 
have a shot at scoring the extra ball to continue the game. And 
then there are other awards, right up to the World Poker Tour 
championship. 

SV: What were some of the challenges you had in designing the 
game?

SR: Some of the geometry gave me fits, and it took awhile to 
iron out some wrinkles that we had. (laughs) I ’m not going 
to go into what they were now — maybe somebody will guess 
what they were — but actually it all turned out pretty nice. 

SV: Were there any features or gadgets that you wanted to in-
clude originally but couldn’t?

SR: Yes, there was. There was a device in front of the center 
four-bank, which consisted originally of stand-up targets 
instead of drops. We had put our hopes into this device in the 
center of the playfield, consisting of four rotating targets that 
did different things. Anyway, it kind of turned out to be an 
expensive disaster, so we backed off. That same day, I decided 
to use 16 drop targets in the design.

SV: Which is more difficult to do: Design a game with an origi-
nal concept, or design a game based on a licensed property?

SR: There’s nothing about either classification of game that’s 
harder or easier. I guess sometimes it can be harder when 
you’re dealing with a license that limits you. Many years ago 
with Star Trek: The Next Generation, the ladies that oper-
ated the licensing department at Paramount did not want 
me to fire phasers or photon torpedoes in the game. I said, 
“Are you kidding me?” I’ve watched Star Trek all my life and 
I’m totally familiar with the Prime Directive. I just couldn’t 
believe they were going to be so hypocritical. Let’s face it, the 
captain fires photon torpedoes and the phasers if the Enter-
prise is attacked, and we wanted to do the same thing. They 

said, “We’re not going to let you do that.” Finally, after a lot 
of reasoning and threatening to stop pursuing ST: TNG for 
a license, we finally got around that and got some sensible 
response from them. We also made them feel better by saying , 
“Look, we’re going to treat this with respect. There won’t be 
any shooting unless the ship is fired upon. We’re not going to 
turn them into the Space Pirates from Hell.”

SV: Were the folks at the World Poker Tour pretty open to your 
ideas?

SR: They were very open. WPT was one of the easiest licen-
sors to get along with. They have been pretty happy with 
everything. They have a style guide that we had to follow care-
fully for the graphics and artwork, but there’s a lot of original 
artwork, too. 

SV: The WPT commentators, Mike Sexton and Vince Van Pat-
ten, provide custom speech in the game. What were they like to 
work with?

SR: I never met them, but I do know that Chris Granner was 
very happy with the way they did the speech. I have to say that 
this is Chris’ nicest sound, speech and audio package in years. 
I ’m really happy about that. It’s magnificent. He liked working 
with both of them. Vince Van Patten was definitely the livelier 
of the two and did some great calls. Mike Sexton was a little 
more low-key, and he calls the cards carefully. When you pull 
the plunger, he says things like, “Here comes the flop... Ace, 
king , ten... Ace high.” It’s very nice and smooth. When you 
get things happening like an extra ball or starting multiball, 
they become much more excited. Courtney Friel has a nice 
voice, too. People are asking who 
she is, and she’s Shana Hiatt’s 
replacement. You’ll start 
seeing her on the TV show 
in March. It’s kind of un-
fortunate that the change 
happened in the middle 
of the game, but there was 
no way we could come out 
with the game with Shana 
Hiatt on it after she 
was terminated 
from the show. 
That would not 
have been good.

SV: Did you make 
a point to watch the 
World Poker Tour on 
TV when you started 
the project?

SR: Yeah, I watched 
it quite a few times, 
and if I pass by it 
while I ’m surfing , 
I ’ll watch it again. I ’m 
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not a poker player, really. I can play, but I ’m just not that good 
at it. However, it became a great challenge to make a fun play-
field that involved poker. Texas Hold ‘Em is a very interesting 
and clever game. I like to watch, and it’s pretty exciting when 
they go “all in” and push hundreds of thousands of dollars 
into the middle of the table!

SV: Did you enlist some people who are poker fans to test it out 
and get their opinions on it?

SR: Oh, sure. Many people at Stern play poker, and Keith’s a 
poker player. It’s as much of a poker-playing pinball machine 
as a pinball machine can be. I don’t think anybody’s disap-
pointed about that. It is intelligent and deep, and there are 
lots of things to find and earn in this game.

SV: Was there any thought in trying 
to get some of the professional poker 
players involved with the game?

SR: There was, but I think our 
market could care less. Whoever 
we would have picked, there would 
have been somebody else that 
people would’ve wanted to see on 
the back glass. How do you make 
the choice of who should be on it? 
I think what we went with is a bet-
ter alternative. Pinball has a history 
of putting pretty ladies on the back 
glass. 

SV: Did you have a lot of problems 
working with the new hardware 
system in the game?

SR: Working with an all-new 
hardware system is always going to 
be challenging. We’re sort of the 
guinea pig game, no doubt. Keith 
had to learn a whole new operating system and develop the 
game at the same time, which was a challenge for him. As 
for me, I ’ve been scared as hell a few days, but now it seems 
pretty strong and robust. I ’m not too worried. There are many 
great improvements. The old system used to miss switches. 
You’d smack into a target and the system would do noth-
ing at times, so it was a great advance to make the switches 
work every shot. The game will have self-contained multiple 
foreign languages. If you operate a game in a border town in 
Texas for instance, you might want English and Spanish in it. 
The game will hold both of them, and I don’t just mean text, 
I mean speech calls and everything. It’s all synched with the 
same dots, but text on the DMD is in Spanish. And that’s true 
for other languages, too. The system can be updated anytime 
with a memory stick, and you can download updates off the 
web and take them to the game. The system also has a huge 
memory, much more than we ever had before. We can make 
more of everything : more rules, more dot matrix display ef-
fects, more light effects, speech, sound and music with far 

better and smoother interactions between each of those com-
ponents. It makes the game play professional and smooth, and 
you notice it. The ToPS tournament system is now included 
in every World Poker Tour pin. It’s a self-contained system 
that you can select in the diagnostics, fire it up and WPT is 
instantly ToPS ready. 

SV: Do you think WPT has taken full advantage of everything 
the new system has to offer, or is it just the tip of the iceberg?

SR: Well, it’s not the tip of the iceberg but we haven’t taken 
it to the edge of the envelope yet, either. We have pushed it 
for memory, there’s no doubt about that, but in the end it’ll 
all fit. I ’m sure we’ll continue to push the envelope with each 
new Stern game produces on the system. WPT has pushed the 
envelope of the system on some levels.

SV: You’ve designed a lot of very popu-
lar games over the years. Do you ever 
feel pressure to top yourself from one 
game to the next?

SR: Yes, on every game. I think any 
artist does that. I think that’s what 
you do, you try to do better than 
the last time and learn from your 
mistakes. You have to apply yourself 
very diligently. That’s what making a 
pinball machine is about. You have to 
have the persistence to stay on it and 
fix every nuance, and there are hun-
dreds of thousands of nuances.

SV: Do you ever go online and read 
fans’ comments about your games?

SR: Yes, and I listen to everyone. 
What harm is there in listening to 
everyone? I watch rec.games.pinball, 
and I kind of know them and I know 

what they’re looking for. I also know the insane ones who 
don’t have any idea what kind of business this is. Sometimes 
somebody can just have an idea, and I’ll be like, “Yeah, that is 
a good idea.” Or if they hate something about my game, they’ll 
let me know, and things like that remain with me. I ’ll consider 
all input.

SV: What’s your opinion on the future of pinball? Will we still 
be talking about it ten years from now?

SR: I think so. I think there’s still going to be a market for 
pinball ten years from now, and I think Stern will be making 
them. I have no doubt that pinball has the potential to be a 
huge phenomenon. I think if the right game comes along , 
if the right people are interested, if there’s the right theme, 
I think it’s very possible for pinball to expand. I think the 
future of pinball is bright right now. ϗ

N e x t  M o n t h :
Pa r t  I I  w i t h  Ke i t h  J o h n s o n !
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Small changes, big changes, no changes at all! That’s what 
lies in the future for me and Jukebox Friday Night. As 

many of you know, a couple of years ago I bought the jukebox 
needle business from Ed Saunders. He kept the home/com-
mercial stereo end of the business since that was his primary 
interest. Then, about a year or so ago he decided to move out 
of the Atlanta area to Cochran. He liked the laid-back lifestyle 
and low cost of living down here.

We ended up being scattered among several buildings which 
doesn’t make it easy to do business, and greatly increases the 
cost. We found that we spent a lot of time just going from one 
place to another looking for parts, and sometimes not find-
ing them at all. Ed and I are partners in several other ventures 
and it was becoming difficult to manage all of them by remote 
control.

So, to make things easier for both of us, 
we are remodeling the largest building we 
have to accomodate both of us and every-
thing we do so that it will all be in one 
place. This is going to be a big help and 
reduce our costs. We had our offices  
in one building and the warehouse in the 
other. A workman is at the larger building 
as I write this removing walls to expand 
the available office space.

The larger building has quite a history. 
It was built around 1890, first used as a 
livery stable, then a cotton warehouse, and after World War 
II it was turned into a Kaiser-Frazer automobile dealership! 
There were two gas pumps out front literally in the middle 
of the sidewalk. You can still see where the pumps were even 
though the concrete has been filled in.

There are two large plate glass windows where the cars were 
displayed. It was later used as a Farm Bureau insurance agency, 
then an appliance store. After I bought the building a number 
of years ago, I used it to store unrestored jukeboxes and parts. 
Now that all the jukes are out and the place is basically empty 
except for Ed’s and my parts, it will be easy to remodel it.

I don’t know if you would call this a move since I already 
had the building and have used it down through the years 

anyway, but technically I guess it’s a move. I will be doing my 
amp rebuilding there now, and Ed will have his office in there 
as well. It just makes sense to reduce overhead and get into a 
place where we can take care of  everything without the con-
stant walking back and forth.

The USPS Numbers Racket
In the middle of all this, our county decided to put in E-911 

service, which means that all of our street numbers are chang-
ing. It’s a darn good thing that this happened in the middle of 
this rearrangement or I ’d have three different addresses, all for 
the same business! We’re going to go ahead and adopt the new 
mailing address now to save confusion in the future.

Ed and I are seriously expanding our 
product lines. We’ll be carrying every-
thing from home theatre equipment to 
vinyl LP records, and whatever might fall 
in between the two. Now we can concen-
trate on running the business instead of 
running back and forth across the street, 
and make great plans for the future.

Which brings me to the point of this 
column: the new street address that mail 
and amp shipments will go to is: 105 W 
Beech St., Cochran, GA 31014. The old 
address was getting ready to change, so 
this just saves a lot of confusion. You’ll 

see the corrected address appear on my website and all my ads. 
I really haven’t moved, but it seems that way.

Sadly, All Of This Comes At A Price
With all the expansion and additions to our businesses, I 

find that  I have very little time left for some of the things 
that I used to do. Such as this column. I ’ve really enjoyed my 
writing career through the years; my first column appeared 
in the December 1997 edition if memory serves. So that’s 8 
straight years of offering advice and comments to the jukebox  
hobby. It has been a real hoot and I’ve made a multitude of 
friends! But as they say, all good things must come to an 

In One Era And Out The Other

Bill Bickers’

sound advice



1� GameRoom		March,	2006

end and this will be my final column. I know that it seems 
strange that I am quitting at the same time a new owner takes 
over GameRoom, but this only a coincidence. I ’d told former 
publisher Tim Ferrante that I was planning my exit strateg y 
before the magazine’s sale was even known to me. GameRoom’s 
sale was a closely guarded transaction and wasn’t revealed 
to any of us until the week before it was to occur. It’s just an 
unusual convergeance of circumstances.

I wish everyone the best with the new magazine format, 
and I would especially like to thank all my loyal readers down 
through the years. Please be aware that nothing has changed, 
I still repair amps and electronic selection receivers, provide 
sound system parts, etc. I will be doing this for many years to 
come. It’s just that I ’ve ended up working sometimes seven  
days a week and now I need to divert what little free time I 
have to expanding my business.

And for those of you who don’t know, I sell capacitor kits, 
tubes and tube kits, and many other repair parts in my eBay 
store. My eBay user ID is electricstories, look at the 140 or 
so items I have listed. There just might be something in your 
jukebox could use!

This has been a tough decision, but it will allow me a little 
free time that I really could use. Thank you all for your sup-
port and I extend my sincerest wishes to Kevin Steele for a 
prosperous publishing business! ϗ 
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Presents
a

CHICAGO SHOW SALE

3260 UTE AVENUE • WAUKEE, IA 50263
PHONE: (515) 987-5765 • FAX: (515) 987-5762

TOLL FREE FAX: 1-888-VGC-JUKE (USA & CANADA ONLY)

16% OFF
All Discountable Parts
in our 2006/07 Catalog
on orders over $20000

—OR—

20% OFF
on orders over $3,00000

2 WAYS 
TO GET YOUR PARTS

ON SALE
Pick up at the show

in the parking lot
on FRIDAY, March 31.
Note: (We will not be set up at this
show on Saturday or Sunday.) All orders
under $100.00 will be shipped and not
delivered to the show.

1

2
Have your order
shipped to you.
(Add standard shipping charges
as noted in our catalogs).

Note: You must mention this ad to receive the sale price.
Sale ends March 31, 2006.
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G l e n n  St ro p e’s 

B L U E M O O N 
Jukebox Banter

From the Blue Moon Jukebox world headquarters located 
in the heart of downtown Apalachin, New York, I bring you 
another edition of Blue Moon Jukebox Banter. This a very 
special installment which I’ll begin as I did in 1998. To those 
of you who are charter readers, you may  experience a case of 
deja vu all over again.

“In the forthcoming months I hope to present a column on 
collectible jukeboxes that just might breed or renew interest into 
the wonderful world of jukebox collecting. My intention is to 
present information in a humorous and low-tech format. I have 
no intention to compete with some of my esteemed colleagues 
such as Harold (“Dr. Know It All”) Hagen, Bill Bickers and the 
like. You may even go so far as to call this column “Dr. For Sure 
I Don’t Know It All”. Topics will include: 
“How I Paid Way To Much For My First 
Jukebox”, “So You Want To Turn Your 
Hobby Into a Business”, “The Ten Dumbest 
Questions I Ever Got Asked From the In-
ternet”, “How To Buy a Jukebox at a Coin 
Op Show”, record reviews and other timely 
topics. I am also hoping for a dialog from 
new and old subscribers. No question is too 
stupid for this column. Ladies and Gentle-
men this is ‘Jukeboxes for Dummies’.”

The above was my opening salvo in 
what would be my seven and a half year 
contribution to GameRoom magazine. 
For it was back then when a gentleman (?) by the name of 
Tim Ferrante convinced me that I should become a monthly 
voice in this magazine. Titles such as Blue Moon’s JukeLand, 
Blue Moon’s Jukebox Hijinks, Blue Moon’s Juke-Scope were 
“bantered” about until it was mutually agreed to become what 
is now known as Blue Moon’s Jukebox Banter. Over the next 
70-plus issues I ’ve spun a web of jukebox tales for which, dare 
I suggest, there remain no peers! Coin-op show reports from 
Hackensack, Chicago and Philadelphia, jukebox tech tips, 
45rpm record picks, reader compilations of the worst and 
best 45 records ever made, stories of jukebox successes and 
failures, contests, your jukebox rants and raves and, of course, 
an ongoing medley of lighthearted abuse and intimidation 
between Mr. Ferrante and myself. They’ve all served to keep 
you entertained. However, just like Seinfeld, Bonomo Turkish 
Taffy and the world one day, all good things must come to an 

end. This, dear friends, will be my final installment of Blue 
Moon Jukebox Banter. And please, let not your tearful eyes 
interrupt your reading.

What You Didn’t Know ... Because 
We Never Told You!

In all honesty, I have tendered my resignation several times 
over the past few years, but Tim always cajoled me into hang-
ing in for a few more months ... a few more months ... a few 
more months. And you may recall that last year I cut back 
this column’s frequency to bi-monthly as did Bill Bickers. The 
handwriting was on the wall for both of us. Nevertheless, my 

main writing goal was to be fresh and wit-
ty and I often felt I was somewhat lacking 
in both areas. In that regard I must take 
my hat off to one of the finest publishers 
I have ever had the privilege to work with 
(and the only one I ever worked with!). 
Tim’s encouragement and input were a 
vital part of what you read every month. 
Many times the column I submitted was 
edited and embellished into something 
that I even looked forward to reading ev-
ery month. So to “Timmy” I say congratu-
lations for a good run (and if you need 
any help getting to the bank please feel 

free to give me a call.)

One thing I would like to make very, very clear. My leav-
ing is in no way related to the recent sale of GameRoom. It 
would be easy for you to blame my departure on that event, 
but I submitted my “it’s for real this time, Tim” resignation 
while he was still keeping the sale under secrecy. It’s the truth, 
he and Kevin Steele were negotiating and finalizing mat-
ters unbeknowest to all of us. They didn’t reveal anything to 
anyone until shortly before it was to occur. My main reason 
for leaving is that I ’ve decided to try and turn my business 
back into a hobby. This is as a result of an opportunity I ’ve 
been given to go back into the business world on a full time 
basis with a guaranteed pay check, paid vacations, work and 
stress-free days off and the job security that the jukebox busi-
ness just does not provide. I will continue to do restorations 

And In The End ...
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and repairs, but will work to scale it back to where it gets to 
be fun again. My first love has always been my jukeboxes, but 
the stress of making a profit has taken some of the fun out it. 
My goal over the next few years is to start making a few more 
machines for myself.

The love you take ...
It has never been “all about the jukes.” 

For me it’s been “all about the people.” 
Tim received the following email and 
forwarded it to me. I ’m including it 
here as it is an example of what I strived 
for with everyone.

Dear Tim: Well, I have to admit that 
I was “bowled over” after receiving the 
December 2005 issue that had the picture 
of Namco’s Rockin’ Bowl-O-R ama 
on the cover! That is one of the coolest 
arcade machines that I have ever seen. I 
showed my friends at the local bowling 
alley and they flipped! Never have seen 
the 1991 version of Bowl-O-R ama. Last 
year was a great year for amusements at 
my home because I finally entrapped your old nemesis to restore 
my wasted AMi Continental. Yeah, that guy. The one with the 
many aliases, Blue Moon, Duke, Duke of Juke or Master. What 
an excellent piece of work (the Continental), when Glenn (only 
his good friends call him that) finished with that juke. I met the 
Duke in Maryland to pick up the masterpiece and he proceeded 
to let me buy him breakfast. Glenn enthralled me with super-
sized stories of The Beatles, records and how he once lived in 
Kansas! Yawn. My 12-hour trip back to Pocahontas, Illinois 
never felt so good. Blue Moon was also enticed by me to work on 
an AMi auxiliary speaker, an eBay bargain which I turned over 
to him. To my astonishment I received the shipped, fixed speaker 
along with a beautiful jukebox book! I looked in the box and 

I could not find a bill. All I could find was a note from Glenn 
wishing me a Merry Christmas. This is a true story! Tim, I hope 
you realize you have one hell of a friend in Glenn. I appreciate 
you and all the other hobbyists who keep the amusement indus-
try thriving.  Sincerely, John Field

... Is equal to the love you make
To new publisher Kevin Steele and his 

staff, I give to you my undying support. 
New faces and fresh ideas will certainly 
give GameRoom a different look and 
feel. And who knows, I just might turn 
up as a guest once in a while.  

Finally, a very grateful “thank you” 
to you, my loyal reader who always 
expressed your appreciation at various 
shows and swaps. It has been enormous 
fun. Long live Rock and Roll, the King 
(Paul McCartney) 50s Seeburgs, AMi 
Continentals, the Ferrante clan, the 
Stropes and GameRoom magazine.

“Glenn has left the building.”

Epilog : Over the years many of you believed that the antago-
nizing barbs I threw into Glenn’s columns were genuine. I know 
this because of comments made to me during phone calls and 
through emails. Well, the fact is that my caustic remarks were 
there purely for your and our entertainment. There were several 
instances where Glenn and myself would concoct some phony 
disagreement or other confrontation simply to raise reader eye-
brows. None of it was ever as a result of our being at odds with 
one another. Glenn has always been a trusted friend and I will 
miss his wonderful sense of humor and our written horseplay. 
- Tim Ferrante

In all honesty, I 
have tendered my 
resignation several 
times over the past 
few years, but Tim 
always cajoled me 
into hanging in for a 
few more months…
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AUCTION
ARCADE & AMUSEMENT 
MACHINE LIQUIDATION 

SUNDAY – MARCH 19TH – 1:00 PM

Lee Hostetter Auctioneers & Realtors, Inc. have 
been commissioned to sell at auction 

Chippewa Funland Amusements, Inc. Location:  Chippewa Mall Center – Rt 51 
Chippewa Center, Beaver Falls, Pa 15010 

Directions:  From Pittsburgh Airport – 
take Rt 60 N to Chippewa Twp exit take Rt 
51 W (Constitution Blvd) 5 red lights to mall 
on right. From Ohio take State Rt 14 into 
Penna to Rt 51 (Constitution Blvd) approx 6 
miles to McDonalds Restaurant at red light 
turn left into Chippewa Mall. Watch for Signs 

Arcade Machines: Bat mobile ride 1967 – Moon Rocket Ride – Skill 
Dozer Prize – Rock –n- Bowl Prize – Smoken Token Prize – Play 
Chase 10 – Blitz 2000 – Ultracade – Marvel US Capcon – Lethel 
Enforcers – Maxium Force – Police Trainer – Golden Tee 97 251N 
dynamo – Space Duel – Asteroids – Stargate – Poker – Dart  Super 
6&2 – Dynamo Pool – Pokerino Pinball – 4 Million BC Old Gun – 
Daytona 2 Twin – Cruzin USA – Cruzin World – Zeo Pint 25” gun – 
Neo Geo 4 slot – Galaga & Ms Pacman  - Cap Bowl – Area 51 – 
Charger BC 35 Rowe – Gumball Machine – Impulse Games - 
Foosball Table – Slot Machines  - Rowe AMI CD disc 100A jukebox – 
Rowe AMI 45 records jukebox – Williams Skins Game Golf 25” 
Monitor – Sit Down San Francisco Rush Driving Game – Original 
Blue Ms. Pac Man – Merit Mega Touch Bar Top Trivia 5000 XL – 
Merit Mega Touch Bar Top Trivia 5000 Gold – 19” Upright Cherry 
Master – 12” Counter Top Cherry Master – 13” Poker Upright – Break 
shot Pinball – Gladiator Pinball – Flash Gordon Pinball – Kangaroo 
Original Video Upright – Galaga Original Video Upright – Nintendo 
VS Sit down Double Sides Video – Strike Zone Baseball Game 19” 
Upright – 2 Jennings 25 cent Slot Machines - Etc. 

Misc Supplies:  Power Supplies & Parts – Jamma Jamma Boards – 
Old Classic Circuit Boards – Showcase – Store Equipment – Pool 
Sticks – Pool Light –– 10 Various Beer Neon Bar Signs –  Etc. 

Terms:  Cash or Penna. good personal check all out of state checks 
must be certified w/bank letter of guarantee stating amount.  Call for 
more details. 
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Gam e Ro o m  o f  t h e 
mon t h

I’ve already related the sordid details 
of my coin-op addiction ( January, 

2005), so GameRoom readers have some 
insight into how I got into the hobby 
and amassed the game collection that has 
taken over my life. Some time has passed 
since I wrote my confession, so I figured 
I’d drop in for another visit and show you 
what I’ve done with the place since then.

Like so many coin-op collectors, my 
collection has always been relegated 
to the garage. In my case, it’s purely a spatial (rather than a 
spousal) issue. Homes in North Carolina generally don’t have 
basements, and there’s simply no other place to put as many 
games as I own!

When my collection hit maximum size, the garage certainly 
looked a lot like an arcade to the casual observer—but it was 
still really just a garage full of games. So, in December 2004, I 
spent the week between Christmas and New Years converting 
my garage into a proper gameroom.

Before I could do anything I had to move 
the games. My neighbor was kind enough to 
let me use his garage as a storage facility for 
a week. Moving 13 arcade video games—even 
when it’s just across the street—is quite a task. 
And, believe me, it’s a task that I have no de-
sire to repeat any time soon.

After some minor drywall work, the first 
step in the renovation process was priming 
and painting. I used plain white Kilz primer, 
and Behr satin black paint. It took two coats 
of paint to cover the walls and ceiling. I also 
painted all of the storage cabinets so they’d 
blend in. 

Next came the floor. I debated long and hard 
over whether to use carpeting or to simply 
paint the floor. In the end, I decided on the 
latter. A couple of coats of concrete paint gave 
me a nice black floor that doesn’t contribute 

by Dave Ellis

Herb Silvers’ Fabulous Fantasies

This has to be Dave Ellis’ month – not 
only does he have a brand new column 
debuting in this issue of GameRoom (“The 
Wayback Machine, page 36), but his 
gameroom is also this month’s GameRoom 
of the Month! Dave has an impressive 
collection of video arcade games and 
unique vector-themed ceiling artwork that 
would be perfectly at home in any 1980’s-
era arcade. Congrats, Dave! — Herb
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to static electricity and allows me to 
move the games easily as needed.

After the paint fumes cleared, it was 
time for the fun details. Using one-inch 
painter’s tape, I taped off the shapes of 
familiar video game graphics through-
out the room. I originally set out to rec-
reate images from a variety of raster and 
vector games, but in the end I stuck to 
vector games only—it was a lot easier, 
and required less painting skill. After 
nearly a day’s work, scenes from Aster-
oids, Space Wars, Lunar Lander, and 
Star Castle were spread across the ceil-
ing and wall-mounted storage cabinets.

Even though I’ve managed to hide 
most of my junk in cabinets or move it 
to the shed outside, the garage still has 
to function as a storage space and I still 
have several open storage shelves on the 
walls for the stuff that’s too big to fit in 
the enclosed cabinets. I mounted these 
shelves above the garage door tracks, 
and hid them cheaply and effectively 
using black fabric. The stretchable fabric is stapled to wood 
strips mounted on the ceiling. It is then stretched down under 
the edge of the shelves where it attaches along the bottom 
front edge with a long strip of Velcro. With the lights off, it is 
nearly impossible to see that the shelves even exist!

Next, I went to work on the lighting. I mounted blue rope 
light around the entire perimeter of the room. On the ceiling , 
I installed two six-inch plasma disks, one to represent the star 
between the painted Space Wars ships, and one to serve as the 

Star Castle ship’s projectile. The final lighting touches were 
a clock trimmed out in blue neon and a neon “Game Room” 
sign ( just in case there was any doubt to the casual observer as 
to what the purpose of this room was).

As for additional art, one wall is covered by a 12 x 8 X-COM 
Interceptor display from the 1998 E3 show in Atlanta. (X-
COM Interceptor was the first PC game I designed for Micro-
Prose as lead designer.) On the opposite wall, I hung framed 
Dragon’s Lair and Space Ace posters. Each poster was signed 

at the Classic Gaming Expo in 
2001 by Don Bluth and all of 
the other members of the teams 
who created those games.

One of my fondest arcade 
memories from the 80s was 
watching music videos on a la-
serdisc video jukebox at Gadgets, 
a restaurant/arcade in Towson, 
Maryland. I have no room for 
a proper video jukebox, but I 
came up with an idea to simulate 
the experience to some extent. I 
mounted a 13-inch monitor and 
a DVD player on the wall. Now, 
whenever the arcade is up and 
running , I play a non-stop selec-
tion of 80s videos on DVD. (A 
surprisingly large number of 80s 
music video DVDs are available 
at Amazon.com.)

To keep the room nice and 
dark, I replaced the old white 
mini-blinds with gloss-black 
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(ordered on the Internet because black is apparently not a 
popular color with the Wal-Mart and Target crowds). To hide 
the garage door, I hung some inexpensive black fabric from 
the shelves above.

Last but not least, I moved the games back in. I desperately 
wanted to rearrange the machines to hide as much of the 
remaining “garage-ness” of the room as I could, but I was at 
a loss as to what I could do. There just wasn’t any room. My 
wife came up with the ultimate solution—block the garage 
door (which we seldom use anyway). The final arrangement 
really works. Just in case, I put the game cabinets with built-in 
wheels in front of the door for those rare occasions when I do 
need to use it—like when I bring in more games.

I estimated that my arcade makeover would take me about 
three days. It ended up taking seven. Even so, the final results 
are very satisfying. The christening party in early January was 
a rousing success, and all of my visitors thus far really appreci-
ate and enjoy my little homage to the arcades of the 80s.

(You can follow the progress of my gameroom at 
www.davesclassicarcade.com)

Want a free T-Shirt?

Want to keep reading 
GameRoom of the Month?

Then submit your gameroom!
Send in your clear, sharp photos (high-res digital photos are 
fine on floppy or CD) and a brief story about your gameroom 
to:

Herb Silvers’ Fabulous Fantasies 
GameRoom of the Month 
19641 Ventura Blvd 
Tarzana, CA  91356-2918

Or email them to: herb@gameroommagazine.com

See more photos of Dave’s 
gameroom in full color!

www.gameroommagazine.com
Click on “Gameroom Gallery”
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You won't find this amazing book in 
any mainstream book store! A lasting 
tribute to pinball and coin-op artist, 

Dave Christensen. Best known for his 
striking backglass for Bally's Fireball 

pinball machine, it was his distinct art 
style that broadened the palette for 

all who followed. Affectionately 
nicknamed "Mad Dog", Christensen's 

body of work includes not only 
pinball machines, but arcade games 
and slot machines too. Mad Dog and 

His Art includes rare concept 
sketches, black line drawings, game 

brochures and special chapters 
written by Bally design collaborator 

Greg Kmiec. You also get Christensen's 
own recollections. This first printing is 
limited to 1000 copies. Its 134 pages 

contain over 155 photos and 
drawings ... all in full color. An 8.25" x 
10.25" hardcover that's a visual treat! 

$2995

(+$3.50 domestic s/h)  

Send MAD DOG AND HIS ART (The Bally Pinball Art of Dave Christensen) 
       I enclose $29.95 + $3.50 domestic s/h (Total: $33.45)

NAME____________________________________________
ADDRESS___________________________APT/STE_______ 
CITY______________________STATE____ZIP+4__________ 

Payment Method: 
_____Check (payable in US dollars) 
_____Visa   _____M/C _____AmEx 

Card#____________________________________________________ 
Exp Date_______________3-Digit Security Code______________ 
Signature______________________________________ 
Phone_________________________________________ 

GameRoom
PO BOX 33490  NORTH ROYALTON,OH 44133-0490 

Canada: Add $5.25 Air Mail    Everywhere else: Email us for rate quote. 

Best-Selling
Pinball Book! 

The Art 
of

Dave
Christensen

ORDER ONLINE 
USE YOUR CREDIT CARD! 

gameroommagazine.com 

Or Call (440) 372-0728 

by
Gene Cunningham 
Dave Christensen 
Greg Kmiec 
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GameRoom
News

Welcome to the first installment of 
GameRoom News, a brand-new 

feature in which we try highlight the 
month’s unique coin-op-related news.

As you read this month’s installment, 
remember that the news you read here 
next month may well be based on your 
input and notification. We would love 
to hear from you over the course of the 
coming years as you hear about items 
worthy of recognition in the pages of 
GameRoom Magazine.

So let us know if you are aware of new 
products hitting the coin-op collector 
market, know of an upcoming event your 
fellow collector’s may be interested in, 
or if you have the inside scoop on other 
juicy industry news. GameRoom has 
always been and continues to be a com-
munity-driven publication and without 
your help it’s just a stack of paper with 
pretty pictures.

I look forward to hearing from everyone 
in the GameRoom family in the years to 
come and will strive to present you each 
month with the very best in coin-op 
insider news!

 — James McGovern

RetroBlast Merges 
With GameRoom

As nearly all GameRoom subscribers 
now know, Kevin Steele has purchased 
GameRoom magazine from pinball and 
coin-op aficionado Tim Ferrante.

Kevin Steele has made his mark in the 
community with his good work on the 
RetroBlast Retrogaming News and Re-
views website over recent years. Ret-
roBlast was the product of Kevin’s own 
desire to write about his experiences 

while building his “MAMEFrame” PC-driv-
en arcade cabinet. 

Today RetroBlast continues in the 
original focus of being a site that reviews 
products used by the home arcade col-
lector and builder. The site also plays 
host to articles and reviews from other 
contributors who write about a wide 
range of arcade and pinball related 
subjects including building and restora-
tion tutorials, interviews with industry 
notables, videogame and pinball book 
reviews, as well as software reviews.

You can check out RetroBlast online at: 
http://www.retroblast.com

Tim Arnold Opens the 
Pinball Hall of Fame 
Museum in Las Vegas, 
Nevada

Veteran collector Tim Arnold finally real-
ized his dream of creating a living mu-
seum dedicated to the wonderful world 
of pinball on January 13th, 2006, when 
the Pinball Hall of Fame Museum opened 
its doors to the public in a pre-grand 
opening test run.  The museum opened 
at partial capacity with approximately 
125 games installed and others were still 
being moved into the location. 

On January 27th of 2006 the museum offi-
cially opened at full strength, with nearly 
175 pinball and other amusement ma-
chines in operation that span over five 
decades of pinball and coin-op history. 

Visitors are welcome to not only view the 
cavalcade of pinball machines, but also 
encouraged to play the reconditioned 

devices in the 4500 sq/ft facility. The 
older machines are set at $0.25 per play 
while some newer models take $0.50 per 
game.

Congratulations to Tim on realizing his 
dream and bringing pinball back into 
the Las Vegas limelight. Great job and 
we wish you the best in this incredible 
endeavor!

The museum is located in Las Vegas Ne-
vada, just a silver ball’s throw away from 
the main Vegas strip at 3330 E. Tropicana, 
Las Vegas NV 89121 and is open from 
11AM to 11PM, 7 days a week.

You can find out more information about 
the Pinball Hall of Fame including the list 
of games you will find on location at the 
current website: 
http://www.pinballmuseum.org

KLOV Founder Assumes 
Operations at VAPS.org
As early as 1990, the Video Arcade 
Preservation Society founded by Steve 
Ozdemir has been populated by video 
arcade collectors who wished to com-
municate with fellow enthusiasts and 
show off their respective arcade collec-
tions. According to the Internet Wayback 
Machine, the original incarnation of a 
VAPS database was an unofficial list 
maintained by Rick Shieve.

Since 1995, the society met the informa-
tion age along with the reported roster 
of 200 members and 1300 games and 
developed into an online database de-
tailing who had what and the condition 
of the items.

Compiled by 
James McGovern
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In recent years, the database and the 
website have been sadly lingering in a 
state of disrepair. Classic videogame col-
lectors have often complained that their 
entries were lost, logins would not work, 
and many simply stopped keeping the 
information up to date. 

It would appear that Greg McLemore, 
the man behind the Killer List of Video 
Games (KLOV) as well as International 
Arcade Museum (IAM), has jumped in to 
help the site’s founder, Kevin Ruddy.

According to a message posted by Greg 
McLemore on the KLOV / IAM forums, as 
of January 23rd the VAPS site is under-
going a major upgrade. The entire Perl 
backend is being gutted and rebuilt in 
order to address the myriad of problems 
reported by users. 

Greg has also asked that anyone who 
would like to be a part of this worthy 
endeavor to please contact him using 
the KLOV forums.

I look forward to seeing how this effort 
works out. Greg has been an incredible 
asset to me through the KLOV site and I 
hope upon hope he can breathe new life 
into the ailing resource.

International Arcade Museum: 
http://www.arcade-museum.com

The Killer List of Videogames: 
http://www.klov.com

The Internet Archives: 
http://www.archive.org/index.php

North American Pinball 
Parts Alliance
Pinball restoration enthusiasts rejoice! In 
recent months there has been no small 
amount of wailing and gnashing of teeth 
due to the confusion over the licensing 
issues with reproduction pinball parts. 
In response to this confusion and the 
outcry by collectors for increased parts 
availability, four players in the collec-
tor market have stepped up to form the 
North American Pinball Parts Alliance, to 
be known as NAPPA.

Here is the official press release an-
nouncing the alliance as penned by 
Gene Cunningham of the Illinois Pinball 
Company:

Pinball Enthusiasts,

Illinois Pin Ball Company is pleased to 
announce that the companies listed below 
have come together to form a strategic 
alliance.  This alliance will be known as 
the NORTH AMERICAN PINBALL PARTS 
ALLIANCE. (NAPPA)

The purpose of this alliance is for several 
companies to work in unison to bring 
pinball parts to market. It is our belief 
that by working together we will accom-
plish much more than we can by working 
separately. By utilizing the expertise of 
several companies and the vast resources 
of IPB, together we can bring parts to 
market at a faster rate and with the same 
high quality standards that have come to 
be expected by the collector market. 
 
Below is a list of the NAPPA partners:

 
Gene Cunningham 
Illinois Pin Ball Company  
http://www.illinoispinball.com

 
Darin Jacobs 
Phoenix Arcade 
http://www.phoenixarcade.com 
 

James Loflin 
Pinball, Incorporated 
http://www.pinballinc.com

Kerry Stair 
Mantis Amusements 
http://www.mantisamusements.com

These alliance partners working together 
in a warm spirit of total cooperation will 
shortly bring a vast number of new parts 
as well as many parts that had licensing 
issues to market. 
 
I’d like to thank our customers and our 
NAPPA partners for their continued  
support and cooperation. 
 
Gene 
Illinois Pin Ball Company

Digital Pinball Headed 
to North America

Ready or not, the first commercial digi-
tal pinball tables are headed to North 
America from manufacturer, TAB Aus-
tria. The machines will be distributed in 
North America by the Canadian firm SML 
Entertainment. 

The tables all have the same form factor, 
but different games can be loaded into 
the tables to suit the location and client. 

 
Above: Digital Pinball’s “Bubbles” game

Initially, it is reported that there will 
be five games for the tables: Pirates of 
the Sea, Crazy Marbles, Air Commander, 
Bubbles, and Popstar. Reports are that 
the games will cost $5 to play 3 games. 



3� GameRoom		March,	2006

Uh.....tell me why I would want to play 
this thing again? 

Time will tell whether or not the gain a 
foothold, but until that price goes down 
I am going to be pretty hesitant to try it 
out. 

You can see more images of the tables 
and the games as well as download flyers 
at TAB Austria:

http://www.tab.at/TABUE/Photos/index.
html

Randy Turner ’s 
Groovy LED Blitz

Randy Turner and his company, Groovy 
Game Gear, may be a new blip for some 
on the coin-op collector radar, but the 
custom arcade game builder community 
have come to recognize his groovy logo 
and innovative custom arcade products.

Randy was one of the first to address 
the call by the community to develop 
an inexpensive keyboard encoder, used 
to transmit signals from an arcade panel 
through a PC and onto the screen of a PC 
driven arcade system with the Eco-Wiz 
encoder. 

Randy also released one of the first 
4-way to 8-way joystick switching solu-
tions, which allowed a player to do so 
from the top of a custom panel with his 
OMNI-Stik Prodigy™ Joystick.

As of late Randy has clearly lost his 
groovy little mind and seems commit-
ted to releasing about one new product 
every 12 hours. Very recently in late 
December of 2005 he announced the 
release of the Opti-Wiz™ spinner and 
trackball encoder.

Since then he has executed a blitz of 
sorts with products that allow custom 
builders to employ LEDs in in their 
control panels.  The first such product is 
the LED-Wiz™ logic controller which can 
power an array of LEDs and instruct them 
to do their groovy little dance in preset 
or programmable patterns.

Builders soon saw the release of a new 
LED product called the RGB-DriveTM 
Pushbutton Lighting Module. The mod-
ule is the platform on which the LED is 
mounted and is intended to simplify the 
bottom mounting and wiring of an RGB 
LED. Randy says that when this module 
is used with the LED-Wiz™ users can 
instruct the LED to illuminate in one of 
over 100,000 colors.

 
 
To complete the package, he has just 
released a new pushbutton brand called 
Electric ICE™. The buttons are made of 
a highly translucent white material and 
have a pre-drilled hole in the base of the 
unit that is designed to accept the LED 
of your choice and just happens to ac-

cept an RGB-DriveTM Pushbutton Lighting 
Module. Now that was lucky!

Check out Groovy Game Gear’s line of 
unique arcade products at: 
http://groovygamegear.com 

QuarterArcade.com 
Purchases 
Arcade Renovations
Anthony Pietrak at QuarterArcade.com 
recently announced the purchase of the 
Arcade Renovations arcade artwork web-
site and inventory. QuarterArcade.com 
specializes in the procurement, renova-
tion, and resale of classic videogames for 
the discriminating video arcade game 
collector. Here is what Anthony had to 
say about the recent acquisition:

QuarterArcade.com is proud to announce 
that is has recently purchased the inven-
tory and website of Arcade Renovations. 
Arcade Renovations will continue to oper-
ate as it has since its founding in 2001, 
providing professionally screen printed 
arcade artwork and game parts to the col-
lecting community. We have already begun 
expanding our product selection, including 
adding monitors, more artwork,etc.

QuarterArcade.com is a leading provider 
of professionally restored classic arcade 
games and original arcade game parts. We 
carry over 75 classic arcade games along 
with over 2,000 unique, original game 
parts, including circuit boards, Jamma 
adapters, manuals, marquees, monitor 
bezels and much more. Visit our website: 
www.QuarterArcade.com for a full, real-
time listing of games and game parts.

Thanks for your continued support, 
Anthony Pietrak 
 
www.ArcadeRenovations.com 
www.QuarterArcade.com 

More GameRoom News 
Next  Month !



3�GameRoom		March,	2006



3� GameRoom		March,	2006

The

Wayback 
Mac hine by David Ellis

I’m a fan of Jethro Tull. I think their songs have a lot of in-
teresting things to say. One line, in particular, comes to mind 
every time I ignore my pile of XBox games and head into the 
garage to play a few classic coin-ops in my home arcade:

“Oh, we won’t give in; let’s go living in the past.”

To my knowledge, Ian Anderson isn’t a coin-op collector, 
but with a philosophy like that, he could be.

I suppose introductions are in order. I ’m David Ellis—con-
fessed coin-op addict (GameRoom, January, 2005), video game 
designer (in the industry since 1992), 
and author (16 published titles, includ-
ing The Official Price Guide to Classic 
Video Games, Random House, 2004).

Like a lot of avid GameRoom readers, 
I grew up playing coin-op machines and 
classic console video games. I am part of 
what I like to think of as the first-gen-
eration of video gamers. From the time 
I was introduced to the world of pinball 
at age seven, any quarter I ever had in 
my pocket didn’t stay there for long. I 
can still remember the first time I laid 
my hands on a coin-op video game—At-
ari’s Breakout at the local bowling lanes. 
Maybe it’s overstating things to say “my 
life was changed forever” when I started bouncing that square 
ball off of those monochrome blocks, but it definitely had a 
lasting impact.

I followed the growth of the coin-op (and home) video 
game industry as a player, from that day in 1974 right through 
the late 1980s. I watched as coin-op video games went from 
being something you’d find wedged between the pinball 
machines in pool halls, to mainstream fixtures that were com-
monplace items in every convenience store, deli, and pizza 
shop.

Of course, that was only the tip of the iceberg. Full-blown 
arcades were everywhere in the 80s, too. There were sev-
eral shopping malls in my area, and every one of them had 
an arcade. Every strip mall had an arcade. Every hotel had 
an arcade. Restaurants were built around arcades—Nolan 

Bushnell’s Chuck E. Cheese, of course, and a bevy of Chuck E. 
Cheese wannabes in towns across the country. My college had 
an arcade—with over 50 video games (15 pool tables and 8 
bowling lanes, too—needless to say my college expenses were 
significantly increased by hanging out there). 

Arcades became social Meccas for the popular and socially 
inept alike. The biggest treat for me every year was to check 
out the newest video game releases at the arcades in Ocean 
City, Maryland on my family vacation every year. They always 
seemed to get the newest games first. The local arcades got my 

quarters the other 51 weeks of the year. 
It was quite the ritual. Evenings after 
work, on the way home from school, 
entire Saturdays—all spent at the local 
arcades. My wife, who is just seven years 
my junior, finds it fascinating that there 
was a time when people would plan an 
entire day around a trip to an arcade 
but, at the time, it was second nature.

What a wild ride.

If you’ve stuck with me so far in this 
introductory column, you might be ask-
ing , “What’s the point? Is he just going 
to reminisce for a page and a half ?”

Well, yeah. That actually is the point. 
But don’t worry—I promise not to reminisce about my life in 
the arcades of the 80s in future columns. Not much, anyway.

People have lots of reasons for becoming coin-op collectors. 
For me, there are a lot of reasons. The games are still fun to 
play—more fun for me than most contemporary games, actu-
ally. Then there’s that sense of accomplishment that comes 
from taking a beat-up, dead coin-op machine and restoring 
it back to its former arcade glory. And I definitely take more 
than a little satisfaction in the fact most people who visit my 
house think it’s pretty cool—in a geeky sort of way—that I 
have a fully-stocked retro-arcade in my garage.

But, more than any of that, I collect to capture a little piece 
of the past. It’s not just that stepping into my arcade is like 
stepping into 1985 (which it is)—it’s that the history of coin-
op games is fascinating to me. 

Every month The 
Wayback Machine will 
take you back to a 
moment in coin-op 
history, moments that 
shaped the history of 
the coin-op games we 
love to collect.
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Consider the video game industry. A mere forty years ago, 
there was no such thing as a video game, let alone a coin-op-
erated one. Apart from a few experimental games created by 
students and visionaries at colleges and labs across the coun-
try, nobody really gave much thought to using televisions 
and computers for anything other than watching sitcoms and 
westerns or churning through calculations (respectively).

Then, in 1971, Nolan Bushnell—a visionary fellow who was 
familiar with the amusement and coin-op industries—decided 
to make a coin-operated version of a computer game that had 
fascinated him during his college years. Bushnell recreated 
Steve Russell’s Spacewar concept—two ships flying through 
space on a video screen and shooting at each other—and 
designed economical hardware to run the game on a small 
black and white television set. The resulting game, Computer 
Space, was far from a hit, but it was a true milestone in coin-
op history.Bushnell doesn’t get the credit for inventing video 
games—that honor goes to Ralph 
Baer, whose Magnavox Odyssey was 
the pioneer product in the home 
video game market. But Computer 
Space was the first coin-operated 
video game.

The industry really got rolling a 
year later, when Bushnell’s newly-
formed company Atari released 
Pong. From the moment it was test 
marketed in a local bar—Andy 
Capp’s in Sunnyvale, Califor-
nia—Pong was the kind of hit that 
Computer Space could never hope 
to be. Simple and elegant in design, 
the game started turning the heads 
of coin-op junkies everywhere. Now, 
when you had a few quarters to 
blow, pinball wasn’t the only game 
in the house.

For the first couple of years, cop-
ies and variations of Pong were the 
best the fledgling coin-op video 
game industry had to offer. Then, 
some new ideas started trickling 
in—some of which had their roots in the electromechanical 
games of the 60s. Midway’s Gunfight (1975) hearkened back 
to any number of EM shooting games, and Sea Wolf (1976) 
was a video game copy of Sega’s Periscope—an enormous elec-
tromechanical beast that took up a lot more space to play the 
same basic game of torpedoing enemy ships.

It is generally agreed that the phenomenon now known 
fondly as the Golden Age of video games began in 1978, when 
Taito released Space Invaders. The game is rumored to have 
caused a coin shortage in Japan. Although it had no discern-
able affect on the availability of our currency here in the US, 
there was no doubt that Space Invaders was a hit.

Space Invaders also sparked creativity in other manufactur-
ers. The hits of the late 70s ranged from innovative sports 

games (Atari’s Football); space shoot-em-ups (Cinematronics’ 
Space Wars, which was a huge hit despite the fact that Com-
puter Space had been coolly received by the public just seven 
years earlier); and the rock-blasting sensation Asteroids that 
surpassed Space Invaders as the most popular coin-op arcade 
game in 1979.

As the decade of the 80s began, coin-op video games got 
better by leaps and bounds. Original game ideas abounded in 
that era in a way that they haven’t since. Space Invader-like 
shooters remained popular and evolved, but they were joined 
by new genres: maze games (Pac-Man); platform games (Don-
key Kong); player-versus-player fighting games (Warrior and 
Karate Champ); and bird-mounted jousting games (Joust—
okay, that’s not really a genre.) 

Features evolved at a phenomenal pace. Stereo sound re-
placed mono. Arcades cranked up the sound, and even plugged 
huge stereo speakers into Gyruss to blast Bach throughout 

the room. Color replaced black-
and-white. In 1979, there wasn’t a 
single color video game to be found. 
By 1983, there were games with 
full-color, cel animated cartoons for 
graphics. It seemed like every time 
you walked into an arcade, there was 
something new to catch the player’s 
ear or eye.

It seemed for a while there that 
arcades would continue to grow and 
flourish thanks to the coin-op video 
game boom. There was no end in 
sight.

For a while.

Part of the thing that makes coin-
op video game history so fascinat-
ing is the way that its popularity 
ultimately led to its downfall. When 
video games in the arcades snow-
balled in popularity, the home video 
game industry—which had been 
pumping out Pong-clone consoles on 

and off throughout the 70s—was making strides toward bring-
ing the arcade video game experience home. 

It wasn’t possible to recreate the graphics and sounds of ar-
cade games, simple as they were, on home consoles at the time. 
But that didn’t stop companies like Atari and Mattel from 
trying. The Atari Video Computer System (2600) and Mattel’s 
Intellivision provided platforms for game manufacturers to 
create home versions of popular arcade games. This led to a 
slow but steady shift from coin-op to home video games. It 
looked like that wouldn’t matter, though. In 1983 and 1984, 
the insanely profitable home video game industry crashed, and 
it looked like the whole thing had been the fad that some had 
predicted it was. The arcades survived the crash, interestingly 
enough, although the observant video gamers noticed a trend 
toward conversion games rather than new cabinets, and a lack 

Photo cour tesy  of  Dan Hower
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of truly creative new titles. Still, the arcades looked like they 
had survived.

That wouldn’t last. By the end of the 80s, the home video 
game market was back with a vengeance. The Nintendo Enter-
tainment System (NES) was selling like crazy and providing 
players with graphics and sound that easily rivaled most of 
the coin-op games of that decade. The arcades started closing 
down, and the coin-op video game industry finally entered a 
state of dormancy that has lasted to this day. Apart from a few 
stand-out hits in the 90s and beyond, the era of memorable 
coin-op video games became a thing of the past.

Of course, you can’t really tell the story of coin-op video 
games in a single magazine column, let alone a few paragraphs. 
But anyone can see that there is a great deal of history and 
lots of great stories packed into this little swatch of coin-op 
history.

Partly because I grew up around coin-op games and partly 
because I’m a game designer myself, I find myself thinking a 
lot about the games I collect. Who designed them and how 
did they come up with their ideas? What’s the story behind 
them? How did the video game industry move from two 
paddles and a square ball to life-like, photorealistic 3D in a 
mere three decades? What happened to the arcades? Why did 
the American pinball industry dwindle from nearly a dozen 
manufacturers to one over the course of about 20 years? These 
are the questions that really fascinate me. I read every indus-
try-related book I can get my hands on. But it’s never enough. 

So much history. So many stories. It’s time those stories were 
told.

That, fellow collectors, is why I’m here.

Every month, The Wayback Machine will take you back to a 
moment in coin-op history—not broad, sweeping topics like 
the one I covered this time, but very specific moments that 
shaped the history of the coin-op games we love to collect. In 
future columns, you can look forward to interviews with game 
designers and other key people who made the classic coin-op 
era great; profiles of classic video and pinball games and the 
companies that made them; and discussions of industry issues 
that affected the coin-op world and made the industry what it 
is—or isn’t—today.

I look forward to sharing a bit of coin-op history with you 
every month. Whether you learn some little tidbit of trivia 
from these windows into past or they simply stir fond memo-
ries of a simpler time, I think I’ll have done what I ’m setting 
out to do.

As collectors, all of us are living in the past...at least some 
of the time. And that’s just fine. When we’re tinkering with 
our latest coin-op treasures—and while you’re reading (and 
I’m writing ) this column every month—it’s okay to put the 
present on hold for a while. Eventually, we’re all yanked back 
to the problems in our everyday lives. But, until that happens, 
we won’t give in.

We’ll keep living in the past.  ϗ
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You Have Got to Be 
Kidding! by Kevin Steele
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You Have Got to Be 
Kidding!

Sega’s “OshareMajo Love & Berry” Mashes 
Dress-Up and Dance Offs Into a Weird and 
Wonderful Game for Japanese Girls

As an arcade gaming aficionado, I just have to love the 
Japanese. Not only is their arcade scene alive and thriving 

and they continue to create new arcade games, they are also re-
sponsible for some of the most unique and, well, weird games 
ever invented.

Take, for example, one of the hottest games among young 
Japanese girls: Sega’s OshareMajo Love and Berry, released in 
October of 2004. A weird mash-up of dress-up and dance-off, 
OshareMajo has girls first dressing their surrogate characters 
(“Love” or “Berry”) in the latest chic attire, then competing in 
a “dance-off ” to finally decide once and for all who’s the hip-
pest and hottest chick around.

Dance Dance Dress Up
Osharemajo means “Fashion Witches.” The game centers 

on two of these girl fashion witches, Love (the cute one) and 
Berry (the cool one). Pick from one of available venues for 
the dance off (such as a ball or disco), dress appropriately, and 
then dance (and look) the best to win the game. Dancing is ac-
complished by hitting large buttons in time to the music.

This child-sized arcade game allows you to add new cloth-
ing , hairstyles, and accessories via special scan cards that can 
be purchased for about $.75 each. Swipe the card through the 
scanner, and your onscreen surrogate gets to wear that piece of 
swag. Basically, you’re combining card playing games such as 
Pokemon with an arcade game: get the right power card and 
you’re that much more “stylish.”

You’ve got to love a game where a character’s power is 
measured by style points. I ’m not quite sure how this game 

measures how hip you are and which clothing styles are cooler 
than others, but then again, I ’ve never had a firm grip on style 
to begin with. It fascinates me that they’ve somehow managed 
to quantize fashion into a scoring system.

When You’re Big in Japan…
Apparently, OshareMajo is a major hit in Japan among 

young pre-teen girls. Not only are there hundreds of “fash-
ion power” cards available (Sega releases card sets every few 
months, such as the “2005 Spring and Summer Collection”), 
but there are also card collecting cases, dolls, noodle cups, and 
other OshareMajo-related merchandise readily available for 
sale. Girls collect their OshareMajo fashion cards, then play 
high-tech dress up...to win.

Don’t think that this is just a polite little playtime for girls, 
either. They mean business, and it is a truly competitive game. 
Weekend competitions have started springing up all over 
Japan, and the frenzy over new card releases among pre-teen 
girls brings a new level of meaning to “gotta get ‘em all.”

Battle of the Barbies?
In case you’re wondering , there is actually a similar game 

for young boys, entitled Mushiking (King of the Beetles). In 
this game you use collectible cards to choose skills and attack 
moves for your favorite bug , then battle it out for domination 
of the insect kingdom. It’s a bit weird, but at least my male 
brain can wrap itself around the concept.
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Love and Berry, on the other hand, makes little sense to me. 
This game takes everything that our culture finds wrong about 
how girls are indoctrinated, being taught to value appearance 
and popularity above all else, and creates the perfect storm 
of superficial commercialism. I mean, c’mon — a game that 
rewards you for looking the coolest in the latest styles and 
dancing better than the other girls? Just what is the message 
here — what sort of whacked-out gaming goals are these?

While I readily admit that a little girl might find all of this 
very cool, I have to wonder if this is the right way to bring fe-
males into videogaming. If a first person shooter (FPS) can be 
considered a “murder simulator,” then what is this game — A 
Fashion Diva Trainer? Did Tyra Banks get her start like this? 
Can you become a teen dancing sensation by learning synchro-
nized button pushing ?

Now granted, the game is non-violent and there’s not a 
pool of blood and body parts left over when you win the final 
“battle,” but is this game really teaching anything better? That 
if you look cooler and dance better than everyone else you’re a 
winner?

I guess I ’m going to have to chalk this difference of opin-
ion up to a bit of a divide between Japanese and American 
cultures, and a huge divide between male and female minds.
While I find this game a bit disturbing , obviously it’s a big 
hit in Japan. And quite honestly, is Barbie any less plastic and 
superficial? Beauty is, after all, only skin deep. ϗ
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Confessions  o f  a 
Coin-Op  Addict
Fifty-five years is a long time for an addiction, and our ad-

diction to pinball is at least that long or longer. Of course 
my husband and I didn’t know each other back then, but as 
youngsters we both loved playing pinball games.

Dave’s grandfather, a barber, always had one or two games 
in his shop that were great to play. Dave’s dad, a great pinball 
player too, often would take him to a local hangout where he 
was put up on a stool so that he could reach the game. Dorney 
Park in Allentown, Pennsylvania was a great place during the 
1950’s to play pinball and other great coin-op games. They 
also had great old hand-crank movie machines. We both loved 
it there. When Dave was in the Air Force in the late 1950’s, he 
often played the 25-hole pinball gambling games. In college 
in the early 1960’s he played Flipper Parade and Sweethearts at 
the Campus Shop.

I started playing pinball Saturday nights at a local restau-
rant. My dad, a physician, loved the games as much as I did. 
My mother would order for us and hold the table while my fa-
ther, brother and I would play Marble Queen. My dad bought 
us a machine for our rec room at home. It was a Gottlieb 
Queen of Hearts. The machine was broken down more than it 
actually worked, but we loved it anyway.

Dave and I were married in 1961 and talked about buying a 
machine for ourselves for the next thirty years. We still kept 
playing every chance we got. There was a steak sandwich shop 
in our town call Chips that always had one or two games to 
play. We had great times playing Silver Ball and High Speed. 
For years we talked about getting a pinball machine for our-
selves but never got around to doing it. Sometime in 1992, 

a friend gave us the name of Cricket Amusements, owned 
by Bill Lewis. We couldn’t believe all the different pinball 
machines that he had for sale. After playing one machine after 
the other for hours, we finally settled on a Black Hole and 
an Amazon Hunt. Several months later we asked him to find 
us an Addams Family. He did and has found us over twenty 
different machines since through the years. We like machines 
that can be restored to like-new condition. Dave is super with 
the electronics and will paint and cut stencils if he must. The 
only really bad mishap he had with a pinball was with the 
Champagne Edition of Fire. He ruined the playfield trying to 
peel off the mylar. This the first time he came in contact with 
Steve Young of Pinball Resource (see ad on page 4), who was 
able to supply a new playfield.

Right now we own about twenty pinball machines, one Red 
White and Blue slot machine, and a poker machine. We have 
given our son, who lives in Kentucky, seven pinball games. 
Last year we moved into a new house built to accommodate 
the large collection. While we admire older pinball machines 
for their magnificent back glasses, we collect mostly newer 
games for their better gameplay. 

Our older games include Mata Hari, Gaucho, Mibs, Spider-
man, Old Chicago, Power Play, Big Hit, and Seashore (unre-
storted). Some of the newer games are Medieval Madness, 
Addams Family, Indiana Jones, Scared Stiff, Road Show, and 

Subjects’ Names:
David and Barbara Roth

Occupation: Retired

1st Addiction: 
Probably 55 years ago, 
so it’s hard to remember 
which game.

1st Pins Owned: 
Black Hole and Amazon 
Hunt

by Barbara Roth
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Theater of Magic. We are true collectors and rarely sell any 
machines. We did recently sell a second Theater of Magic, Twi-
light Zone and a Fish Tales. Our newest game is Stern’s Lord of 
the Rings.

The pinball machines are played all the time, and I am 
almost as good a player as my husband so we have our own 
contests. Our family and friends also enjoy the games. ϗ

Got a great coin-op addiction 
you’d like to confess?

Sent it in!
coinop@gameroommagazine.com
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KNOXVILLE, TENNESSEE 
SAT., MARCH 11, 2006 at 10:00 a.m. 

    Knoxville Convention/ Exhibition Center 
    525 Henley St  Ph: (865) 522-5669 
* MOTEL RESERVATIONS — Holiday Inn, (865) 522-2800 
* Mention Auction Game Sales for best rate! — TN Lic. # 1623 

WINSTON-SALEM, NORTH CAROLINA 
SAT., APRIL 1, 2006 at 10:00 a.m. 
   Dixie Classic Fairgrounds - Education Bldg 
   421 W 27th Street  Ph: (336) 727-2236 
* MOTEL RESERVATIONS — Ramada Inn, (336) 723-2911 
* Mention Auction Game Sales for best rate! — NC Lic. # 6043 

JUKEBOXES
VIDEOS
REDEMPTION
POOL TABLES 
POKERS

BINGOS
PINBALLS
ARCADE
CRANES
MUCH MORE! 

TERMS: Full payment day of auction-Cash, Cashier’s Check or Company Check with current bank letter of guarantee (no exceptions).
EQUIPMENT MAY BE CHECKED IN: Friday—Noon until 9pm or Saturday—8am until 10am.
SALES TAX: Applicable state & local taxes must be collected unless you provide a current copy of your sales and use tax permit.
CONSIGNMENTS LIMITED. PLEASE CALL TO CONFIRM CONSIGNMENTS. 

800 – 1000 PIECES AT EVERY AUCTION! 

Dates Subject To Change 

KINGSPORT, TENNESSEE 
SAT., MAY 6, 2006 at 10:00 a.m. 
    MeadowView Convention/ Exhibition Center 

    1901 Meadowiew Parkway  Ph: (423) 578-6600 
* MOTEL RESERVATIONS — (423) 578-6600 ask for Reservations Desk 
* Mention Auction Game Sales for best rate! — TN Lic. # 1623 

NOTE!

KINGSPORT

AUCTION

LOCATION

HAS CHANGED!
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GameRoom  R ev i ews
PinPan Tool Tray
$49.99,  avai lable  at  
w w w.joepinbal l .com

Whether it’s your first pinball machine 
repair or your hundredth, you want repairs 
to be finished as quickly as possible so you 
can get back to playing pinball. If your game 
room is as cramped for workspace as mine is, 
making efficient repairs can be a challenge 
at times. Most repairs seem to take twice as 
long as they need to and I spend an inordi-
nate amount of time trying to find a place 
to hold the parts and equipment needed to 
complete the repair and still have my tools 
within handy reach. Here comes the PinPan 
to the rescue.

The PinPan is designed to be a portable 
work surface and storage container for use 
while working on a pinball machine. Any 
time I work on the underside of a playfield, 
I find myself using the PinPan in a variety of ways as an all-
in-one portable workbench, spot to attach a light, container 
to hold parts, and a platform for my soldering station for “in 
place” soldering work.

The PinPan workstation rests on a pinball machine’s side 
rails either with the playfield raised or in the normal position. 
The center of the PinPan is a recessed area that sits down into 
the pinball machine. The front and back sides of the PinPan 

are squared off and the two sides slope at a 45-degree angle. 
This keeps tools from rolling off the PinPan and falling into 
the cabinet. The PinPan is 14 inches wide, one inch deep, and 
26 inches wide. It is designed to fit any pin from the standard 
23” width up to 26” widebodies. I have used the PinPan on 
a variety of widebody machines such as Haunted House and 
standard machines like Xenon and the PinPan works well on 
both standard and widebody machines. As long as your pinball 
collection does not consist entirely of ultra-widebody ma-

chines like Bally’s Embryon, the PinPan will 
work just fine on your machines.

When I first started using the PinPan, I 
had two potential concerns. It is a testament 
to how well the PinPan has been designed 
that both concerns proved to be unfounded. 
The first concern was regarding how sturdy 
the PinPan would prove to be when being 
used. The pan is very lightweight and flexes 
slightly when you handle it, but once you 
insert the pan into a machine, the PinPan 
“snaps” into place and becomes very rigid 
and sturdy. The PinPan is solid enough that 
I have placed a soldering station, several 
solenoids, assorted wrenches, and a voltme-
ter on the pan while completing a repair and 
there was no sign of bending or flexing from 
the pan.

My other concern was the metal on metal 
contact of the PinPan and the side rails of a 
pinball machine scratching the side rails of 
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my machine. The designer of the PinPan obviously thought 
about this potential scratching problem as well. Any area of 
the PinPan that touches your machine is covered with cork to 
prevent scratches. In addition, the recessed work area of the 
PinPan is covered in cork.

I consider the PinPan a very good buy for the price. You 
might be able to cobble together a similar work area for less 
money, but not one as lightweight and durable with the same 
attractive design. With the PinPan, you truly get what you 
pay for. The PinPan is Union-made in America from 24 gauge 
galvanized sheet metal and is machine cut and bent into shape 
with spot welds in the corners. Built to withstand the rigors 
of constant use, the PinPan is a repair tool with staying power. 
— Steve Biroschik

Reel History
a photographic  h i s tor y  o f  s l o t  machine s
by David N.  Mead 
Photography by David N.  Mead and Daniel  R .  Mead 
Publ ished by Mead Publ ishing 
$39.95,  avai lable  f rom G ameRoom Magazine 
w w w.gameroommagazine.com

Reel History is many things: a slot reference guide, pictorial 
history of slot machines, and a son’s tribute to his father, all 
rolled up into one handy book. A work of art over twenty-five 
years in the making , Reel History is an amazing collection of 
slot machine photographs, covering 436 machines from over 
76 different manufacturers.

Photographed by both David N. Mead and his late father 
Daniel R . Mead (the publisher of Loose Change magazine), 
Reel History is an amazing collection of slot machine photo-
graphs. The publication originally began life as “The Great Big 
Picture Book of Slot Machines,” but during the lengthy develop-
ment process the collection slowly morphed from what would 
have been a prohibitively expensive coffee book into a smaller 
(8.5” x 5.5”), inexpensive visual slot reference guide designed 
to be a companion to Mead Publishing’s Loose Change Slot 
Machine Blue Book Price Guide.

The black and white photographs in the book cover various 
slots from the turn of the century up to the seventies. Each is 
beautifully photographed, and you can almost feel the years 
of history fly by as you flip through the pages. There are some 
truly unique and surprising slot designs in the book — it’s 
impressive to see how many different guises the “One-armed 
Bandit” has taken over the years.

If you’re looking for an extensive history of each machine, 
you won’t find it here — the information provided for each 
machine photographed is limited to the manufacturer, type 
of slot machine, year produced, and any nicknames the slot 
may have gone by. Still, it’s an impressive collection of photo-
graphs, and is sure to be an invaluable field reference for the 
slot collector who’s trying to identify that “gem in the rough” 
that they’ve just discovered stashed away in someone’s old 
woodshed. — Kevin Steele
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Auction Watch

A m a z i n g  S a l e s
M i s s  A m e r i c a  b i n g o  p i n b a l l  ( 1 9 5 7 )  $ 1 5 1 0
B l a c k  K n i g h t  p i n b a l l  $ 1 4 9 5 ,  $ 1 3 0 0
C h i c a g o  C o i n  H o l l y w o o d  p i n b a l l  $ 1 2 0 0
R o c k - O l a  D i a l - A -Tu n e  w a l l b o x  $ 6 8 7
A t a r i  Wa r  F i n a l  A s s a u l t  ( l i n k e d  p a i r ) 
$ 1 9 9 9
“ D e r b y ” C o n f e c t i o n  G u m b a l l  Ve n d e r  $ 2 8 0 0
C h i c a g o  C o i n  M i d g e t  S k e e  B a l l  $ 1 2 , 9 0 0
G o t t l i e b  F r e d d y  N i g h t m a r e / E l m  S t r e e t 
m a n u a l  $ 6 1

P i n b a l l
M y s t e r y  C a s t l e  $ 2 6 7 5
Ta l e s  o f  t h e  A r a b i a n  N i g h t s  $ 3 0 0 0
K I S S  $ 2 7 5 0 ,  $ 2 4 9 5
F u n  H o u s e  $ 2 5 5 0
H a r l e y - D a v i d s o n  ( B a l l y )  $ 2 4 7 5
D i n e r  $ 1 9 3 1
J o k e r z !  $ 1 8 0 3
J u r a s s i c  Pa r k  $ 1 7 4 9
C a p t .  Fa n t a s t i c  $ 1 6 2 5
B l a c k  K n i g h t  2 0 0 0  $ 1 3 7 0
T h e  M a c h i n e  $ 1 3 2 2
B i g  B r a v e  $ 1 0 7 5
L o s t  Wo r l d  ( B a l l y )  $ 1 0 7 5
C h e c k p o i n t  $ 9 0 1
D o l p h i n  $ 8 9 5
Tr u c k  S t o p  $ 1 0 2 5
B r e a k s h o t  $ 1 0 0 8
N i g h t m a r e / E l m  S t r e e t  $ 1 0 2 6
F - 1 4  To m c a t  $ 8 3 0
M e d i e v a l  M a d n e s s  $ 5 5 0 0
T h e  A d d a m s  Fa m i l y  $ 3 3 9 5
S t a r  Wa r s  Tr i l o g y  $ 3 3 5 0
S c a r e d  S t i f f  $ 3 1 7 6
Tw i l i g h t  Z o n e  $ 2 8 7 7

J u k e b o x e s
Wu r l i t z e r  1 0 1 5  ( o r i g i n a l )  $ 7 5 0 0
S e e b u r g  1 6 1  $ 2 8 0 1
R o c k - O l a  1 4 2 8  $ 2 5 0 0
S e e b u r g  2 2 2  $ 2 7 0 4
S e e b u r g  R  $ 2 9 9 5
S e e b u r g  G  $ 1 8 2 5
N S M  S i l v e r  C i t y  ( C D )  $ 9 7 5
R o c k - O l a  J R 4 0  c o u n t e r t o p  $ 1 4 7 5

V i d e o  G a m e s
S i l e n t  S c o p e  E X  $ 3 0 0 0
M o C a p  B o x i n g  $ 2 5 0 0
Q * B e r t  $ 1 0 2 5
O u t r u n n e r s  2 - p l a y e r  $ 1 4 5 0
X - M e n  6 - p l a y e r  $ 1 2 0 0
S t a r  C a s t l e  $ 1 0 5 1
A r e a  5 1  $ 8 0 0

M o r t a l  K o m b a t  3  $ 9 5 0
G a l a g a  $ 9 0 5
R o b o t r o n  2 0 8 4  $ 8 3 5
Wi n g  Wa r  2 - p l a y e r  $ 8 0 0
M e g a t o u c h  7 0 0 0  $ 7 2 5

G u m b a l l  M a c h i n e s
Vi c t o r  To p p e r  $ 1 8 9
Vi c t o r  B a b y  G r a n d  $ 2 0 0
B l u e b i r d  1 - 2 - 3  $ 7 5 0
C o l u m b u s  M o d e l  A  $ 3 6 6
A d a m s  C h i c l e t s  w a l l m o u n t  $ 3 1 5
N o r t h w e s t e r n  3 9  $ 2 0 0
S p i r a l  “ G a s  P u m p ” $ 3 5 2

S o d a  M a c h i n e s
C o k e  Ve n d o  1 1 0  $ 1 2 2 5
C o k e  Ve n d o  8 1  $ 6 4 0 0
C o k e  C a v a l i e r  9 6  $ 5 9 9 5
C o k e  C a v a l i e r  7 2  $ 2 0 2 5
Pe p s i  V M C  8 1  $ 1 5 2 5
C o k e  Ve n d o  4 4  $ 2 8 0 0
Ve n d o  5 6  7 U p  $ 1 0 4
Pe p s i  5 6  $ 2 0 2 5

S l o t  M a c h i n e s
I G T  T h e  M u n s t e r s  v i d e o  s l o t  $ 4 9 9 5
Wa t l i n g  R o l - A -To p  $ 3 4 3 0
M i l l s  Wa r  E a g l e  $ 2 5 0 1
M i l l s  E x t r a o r d i n a r y  C l u b  C o n s o l e 
$ 2 2 4 3
J e n n i n g s  L i t t l e  D u s h e s s  $ 1 7 1 8 
B u c k l e y  C r i s s  C r o s s  $ 1 4 7 6
M i l l s  B l a c k  C h e r r y  $ 1 4 2 5
I G T  H o t  Pe p p e r s  $ 1 0 0 0

A r c a d e  &  O t h e r
T i c  Ta c  S t r i k e  p u c k  b o w l e r  $ 1 0 2 5
C h i  C o i n  S t e a m  S h o v e l  $ 1 6 7 7
M u n v e s  L o v e  Te s t e r  $ 6 1 7
G r a y h o u n d  D o u b l e  S k i l l  C r a n e  $ 8 5 0
M i d g e t  C h a m p  d u a l  h o r s e  k i d d i e 
r i d e  $ 1 7 5 0
G a r f i e l d  t h e  C a t  k i d d i e  r i d e  $ 7 0 0
R o c k - O l a  H o l d  &  D r a w  t r a d e  s t i m u l a -
t o r  $ 5 7 5

P a p e r
C o l u m b u s  G u m b a l l  M a c h i n e  C a t a l o g 
$ 3 8
X e n o n  p i n b a l l  f l y e r  $ 7 6
F u n h o u s e  p i n b a l l  f l y e r  $ 3 1
E l v i r a  p i n b a l l  m a n u a l  $ 2 2
F o o d  F i g h t  v i d e o  s c h e m .  $ 1 0
D e c  1 9 8 3  R e P l a y  m a g a z i n e  $ 4 2
S h a r p e ’s  P i n b a l l !  b o o k  ( s o f t )  $ 9 3

Coin-Op Auction Results
(Compiled from eBay®)

by Tim Ferrante and Scott Voisin

It’s been a long time since I first learned about the law of 
supply and demand in school, but I got a quick refresher this 
past January, courtesy of eBay.

My beloved football team, the Pittsburgh Steelers, had 
moved into the last spot in the playoffs, and they faced an 
uphill battle in their pursuit of the world championship. As 
much as I ’ve enjoyed Steelers football over the years, I never 
really collected any kind of memorabilia. Once they began 
their playoff run, my pride began to swell and I started look-
ing for things I could display to demonstrate my support.

My first thought was trading cards. While not flashy or 
grandiose, they were small enough so I could fit a lot on one 
shelf without sacrificing too much space. I went on eBay and 
looked up Troy Polamalu, the Steelers’ dynamic defensive 
dynamo. I found two listings for his limited edition rookie 
card, and $40 later, I owned one. Then I found a single listing 
for a card of future Hall-of-Famer Jerome Bettis, for which I 
shelled out thirty-five bucks. My collection was up and run-
ning but my bank account was off and limping.

Three weeks later, after the Steelers won their final playoff 
game to earn a trip to the Super Bowl, I decided to check eBay 
again. Much to my surprise, when I entered Troy Polamalu’s 
name this time, there were 20 of his rookie cards available. 
The same card I had purchased for $40 was now selling for 
over $140. And Jerome Bettis? The card I spent $35 on was 
now fetching greenbacks north of $150.

The Steelers had officially become the hottest thing in 
sports and consequently on eBay. Alert sellers, knowing when 
to strike while the market was hot, began offering anything 
and everything with the Steelers logo on it. Now, conventional 
wisdom dictates that when the supply is filled, the demand 
drops. But not in this case; the supply had increased, but it 
still wasn’t enough to sate fans’ appetites. If an item’s price got 
too high, you couldn’t put off waiting for the next one because 
there was no guarantee the price wouldn’t go even higher. 

All in all, I ’d spent around $250 for a collection of cards 
that, in three weeks time, was now selling for over $800. Of 
course, the prices of sports collectibles are notoriously vola-
tile. Some people would have probably sold all the cards at 
that point and walked away with a tidy profit, but I wasn’t in 
this for the money. I wanted to assemble a collection repre-
senting a team of players who were on the verge of achieving 
greatness.

 As I write this, it’s been less than 12 hours since the Steel-
ers won Super Bowl XL, and their place in history has been 
secured. EBay is still jumping with all kinds of Steelers memo-
rabilia, only now the sellers have been able to add the magic 
money words “world champions” to their listings. As for my 
cards, the prices keep going up. Ten years from now I might 
be lucky to get half of what I paid for them. Not that I ’d ever 
sell them ... What I have is a constant reminder of a rare and 
special time when my favorite team was on top of the world.

 To me, that’s priceless.  — Scott Voisin
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WANTED 1-cent denominator button for a Mills Black Cherry, (570) 836-5192  gpallis@epix.net

Wanted to BUY : MUTOSCOPE SILVER GLOVES 1948, MUTOSCOPE KO CHAMP 1955, 
NATIONAL NOVELTY KNOCK OUT (KO FIGHTERS) 1928, GENCO MOTORAMA 1957, 
GENCO SPACE AGE 1958, GENCO JET PILOT 1959, SOUTHLAND ENGINEERING 
SPEEDWAY 1963, SOUTHLAND ENGINEERING TIME TRIALS 1963, GENCO 2 PLAYER 
BASKETBALL 1954, UNITED STAR / SUPER SLUGGER BASEBALL, GENCO CHAMPION 
BASEBALL 1955, GENCO HI-FLY BASEBALL 1956, CHESTER POLLARD PLAY 
FOOTBALL 1924-1926, WILLIAMS MINI GOLF 1964, GOTTLIEB BOWLETTE 1950, CC 
MIDGET SKEE ALLEY 1949 (or other manikin skee ball games), EVANS SKI-BALL 1940, 
EVANS IN THE BARREL 1940, GOTTLIEB SKI-BALL-ETTE 1940, EVANS BAT-A-SCORE 
1948, EVANS TEN STRIKE BOWLER 1939-1953, GOTTLIEB ROTO POOL WOODRAIL 
PINBALL 1958, CHICAGO COIN PAR GOLF 1965, MIDWAY CHOPPER (HELICOPTOR) 
1974, MIDWAY RACEWAY PINBALL 1963, KEENEY AIR RAIDER 1940, BALLY SPACE 
FLIGHT 1969, SEEBURG SHOOT THE BEAR 1947 (or other Ray O Lite games), MIDWAY 
FLYING TURNS PINBALL 1964, CHICAGO COIN ALL AMERICAN BASKETBALL SHUFFLE 
ALLEY 1968, MIDWAY WINNER PITCH AND BAT 1964, ROCKOLA WORLDS FAIR JIG 
SAW 1933, ROCKOLA WORLD SERIES 1934 (FLIPPERLESS PINBALL), any GUN GAMES 
THAT SHOOT PELLETS (SHOOTING GALLERY, MARKSMAN, SHARP SHOOOTER, WHITE 
LIGHTNING), any FORTUNE TELLERS, any BAGATELLE GAMES.  Working or restored 
preferred, but will consider any condition.  Would also entertain offers for any other older arcade 
pieces of any type you may have available. Oddball stuff welcome too! Email: WORLDPC@
AOL.COM.  Phone 570-357-0042.   (36)

ROWE JUKEBOXES FOR SALE These jukeboxes have been reconditioned with a 90-day 
guarantee on all working parts. I carry models R81 through CD 100s. My inventory is 
constantly changing from week to week. If we don’t have the jukebox you are looking 
for in stock, then we will get it for you. We have many jukeboxes to choose from. We 
can also do MP3 upgrades on most Vinyl and CD jukeboxes. We ship nationwide (door 
to door service). Please go to our website for current jukebox listings and prices. www.
abjukeboxrepair.com I accept all major credit cards. Bruce Wentworth (603) 382-6272.    
(86)

CAROUSEL HORSES, ROCKING HORSES, COIN OPERATED HORSES both antique and 
fine reproductions. We also carry a selection of HORSE SUPPLIES. Included are Brass Poles, 
Carousel Base or Stand sets, Glass eyes, Jewels, Tails, Coin op Horse Saddles and Bridles 
,both new and antique, coin op boxes. We have specialized in RESTORATION and PAINTING 
for over 18 years, so if your horse needs some special attention visit our website at WWW. 
CAROUSELWORKSHOP.COM , e-mail carouselworkshop@yahoo.com, phone 352-669-6449     
(106)

ARCADE GAME FOR SALE: Prize type, sports arena, Drill-O-Matic, and some big crane 
games. All work good and some have bill validators. Cheap, Cheap. See what these things go 
for on the web. Steal them for $275 to $475. Hope, RI (401) 826-7280 Can send pictures (36)

For Sale Seeberg  CD Juke SCD Model, $900, Diamond Jack,AAB, $950, Flipper Pool 
AAB $900, Neo-Geo 1 slot with extra games $600, Neo Geo 4 Slot with extra games $800, 
Capcon System with Marvel Supper Hero $700, Golden Tee 2K $800, Teken 2 $700, Mortal 
Kombat 4 $750, NBA Hang Time $750, Golden Tee Fore with Complete software upgrade 
for 06, $2100  Contact Glenn after 6PM, 203-386-0935

WANTED TO BUY: New Old Stock (NOS) Playfield for Williams Grand Prix, Atari Middle 
Earth or Allied Leisure Dynomite. Also need complete playfield for Bally Flash Gordon-
must be able to plug and play. FOR SALE: Williams Grand Prix, sealed backglass with 
some paint loss & good cabinet $300. Game Plan Andromeda, non-working and complete 
awesome cosmetic condition $500. Bally Strikes and Spares, working and complete 
good cosmetic condition $700. RICHARD STRUNKS (479) 648-1575 rstrunksf1@aol.com  
(lr)

WANTED BY COLLECTOR: Old Sports Themed Arcade Machines, especially Baseball, 
Basketball, & Hockey. All old machines with manikins & mechanical animation. 50s & 
60s Gottlieb Pins, especially 1960s Gottlieb AABs. Unusual old slots & trade stimulators, 
especially dice & horseracing related. I’m a serious buyer & will pay fair prices & make 
good offers for quality machines. GENEROUS FINDER FEES PAID. Call TOLL FREE: (877) 
464-9448 - E MAIL: rwolfin@textol.com. Rich Wolfin  NJ (lr)

AUTOMOBILE LITERATURE WANTED: 1900-1975. Will purchase any transportation 
collectible for automobile, truck, bicycle, motorcycle, farm implement, train, plane, boat, etc., 
including sales brochures, catalogs, manuals, factory documents, old letters, autographs, 
posters, original artwork, models, toys, pedal cars, etc. Especially want anything involving 
racing, including trophies + items mentioned above. Walter Miller, 6710 Brooklawn, Syracuse 
NY 13211 (315) 432-8282. Fax: (315) 432-8256 info@autolit.com (67)

ROWE CIRCUIT BOARD REPAIR
I specialize in the repair of Rowe Jukeboxes. I repair all the 

components that are in models R81 through CD100s. These are some 
of the components that I repair: Central Control Computers, Mech 

Control unit, Amplifiers, Power supplies, Memory unit, Selector Logic 
unit, Wallboxes, Key pads, Display Unit, Mechanisms, Light Control 
unit Pioneer CD Players, Rowe CD Players, CDM-3, CDM-4, CDM-12, 

CD-Pro, CD-Pro 2,  players. I also sell replacement units for all of these 
parts mentioned. I accept all major credit cards. Bruce Wentworth (603) 

382-6272 email: jukeboxrepair@comcast.net
Web: www.abjukeboxrepair.com

Mailing address: 56 Old County Rd, Plaistow NH 03865  (86)

SLOT MACHINE PARTS-MOST MAKES. Pkg of 10 Slot Machine Troubleshooting Guides for 
IGT, Bally, Jennings, Universal, Sigma. All for $28 ppd Nichol Books 320 Edgehill Rd, Wayne, 
PA 19087 (610) 687-2282 (46)

ROCK-OLA REPAIR SERVICE
Specializing in solid state equipment. Circuit boards, computers, all 

transistor type amps—CDs and 45. Tube type and other brands, when 
I’m in the mood. 30+ years experience. I worked for the Philly Rock-Ola 
distributor when your jukebox was new. Fast service and low pricing. 
Call for advice with your Rock-Ola problems. Please call for Rock-Ola 

parts, info on service manuals—most brands and models are available. 
Charlie Maier, 3016 Derry Ter, Phila, PA 19154 (215) 637-2869 or send 

me an email: rockolacharlie@juno.com  (lr)

BUBBLE TUBES - For “One More Time” and Antique Apparatus/Rock-Ola Bubblers - $28 each. 
Wurco, Inc., 908 Niagara Falls Blvd., North Tonawanda, NY 14120 (716) 694-6247 FAX: (716) 
694-6287 (lr)

WANTED - ALL MODERN ARCADE GAMES IN EXCELLENT CONDITION! Pinball Machines, 
Video Arcade Games and More from the 80’s, 90’s & Today. Games must be in EXCELLENT 
CONDITION - Top Dollar Paid for MINT Condition or NEW-IN-BOX Games. WILL PICKUP 
GAMES ANYWHERE IN THE CONTINENTAL USA - You will not have to lift a finger - We do 
all the work! Please contact David at BMI Gaming | 877-FLA-PINS or 561-391-7269 from 1pm 
- 8pm Eastern Time. You can also visit our “Games Wanted” list, updated daily on our web site 
at: http://www.bmigaming.com/shoplist.htm  (lr)

FOR SALE: 1964 ROCK-OLA RHAPSODY 160 MODEL 418 SA COMPLETE MACHINE 
PARTS OR RESTORE $250. CALL MIKE 302-398-8766

SUPER CHEAP ADS! $5 for 100 words! (+$1 for each additional 25 words) 
No charge for BOLDED words. No Refunds.
PLACE YOUR POWER AD NOW! By Phone: (440) 372-0728 | By Fax: (310) 893-6780
By Mail: GameRoom Magazine, PO Box 33490, North Royalton, OH 44133-0490
Online: www.gameroommagazine.com

Only 
$5!

GAMEROOM Power Ads
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