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People of all ages have done some 
sort of maze or maze game in their life.  
Whether it’s on a piece of paper, an activity 
book, or a Halloween corn maze…mazes 
are all around us.  The same can be said 
for video games past and present. Some 
would say the framework of the early video 
games started as a maze and built around 
it. This issue we will look at some of the 
most popular maze games that changed 
how we play games today and we will also 
look at some the games of today that still 
use the maze-like feature as part of the 
gaming experience.  

The first game anyone mentions when 
they think of maze games is Pac-Man. This 
is probably the definition of what a maze 
game should be and is still one of the most 
popular maze games ever made. Pac-Man 
was released in 1980 and took the world 
by storm. It was not only the most popular 
video game, it also sold the most merchan-
dise for a video game back in the 1980’s. 
A simple, yet not so simple, maze game 
would be a cultural phenomenon and still 
is to this day. The object of Pac-Man is to 
eat all the Pac-dots in a maze-like arena 
without getting killed by the ghosts that 
are moving around the screen. Every level 
has special dots called “Power Pellets” that 
will turn the ghosts Blue so you can eat 
them, causing them return to the base. We 
all know the story of the perfect Pac-Man 
score these days, but back in the early 80’s 
no one really knew how complex and long 
this game was to solve. Each Maze was the 
same but got harder as the levels went on. 
The ghosts would not stay blue as long and 
they would get faster as the game went 
on. Pac-Man would be the inspiration to 
hundreds more maze-like games.   

Of course, there are the sequels to 
the game itself: Ms. Pac-Man, Jr. Pac-Man, 
Super Pac Man and Baby Pac-Man.  These 
games would change the maze patterns 
every few levels cleared to make the game 
more challenging and unique. The concept 
was the same, but by changing the envi-
ronment, colors, and sounds, it made each 
game just as fun as the original Pac-Man. 
Pac-Man himself morphed into so many 

more different kinds of games through-
out its history. Almost every console and 
handheld game system has a version of 
Pac-Man and Ms. Pac-Man to play; some 
good, some really bad. Even smartphones 
would have a version of Pac-Man available 
for purchase. It has kept this yellow pizza 
guy a strong part of pop culture, still going 
strong for nearly 40 years.   

Even before Pac-Man, in the 1970’s, 
there were some pretty cool maze games 
that were ahead of their time. Games 
like “Gotcha” arcade game made by Atari. 
Gotcha is a two-player maze game in 
which one player attempts to catch the 
other. The “Pursuer” is represented by a 
square, while the “Pursued” is identified 
by a plus sign. As the player gets closer 
to the second player, the sound intensity 
increases and it gives the clue to the 
player he is getting close to finding the 
opponent. Each game has a time limit, 
and if the time runs out, and the “Pursued” 
is not found, he or she wins the game. In 
1976, there was an arcade game literally 
called “The Amazing Maze Game”. The 
object of the game is for the player to 
find their way out of a challenging maze 
before their opponent. Users can play as 
single player and compete against the 
computer or play against a friend in two 
player-mode. In 1978, Atari created a very 
popular game in its own right “Maze Craze”. 
Two players compete to be the first to 
escape a randomly generated, top-down 
maze. A range of game variations make 

play more inter-
esting. Though 
primarily a two-
player game, any 
of the variations 
that don’t involve 
interaction with 
the second 
player can be played solo.  One of the first 
Car Maze games came out in that same year 
for Atari. The object of the game is to pilot 
your car through a maze while attempting to 
fire missiles at your opponent’s car as well 
as evading the missiles your opponent fires 
at your car. Finally, in 1979, in what they say 
is the pre-Pac-Man maze game, Head On 
was an arcade game that had cars continu-
ously drive forward through rectangular 
channels in a simple maze. The goal was to 
collect dots in the maze while avoiding colli-
sions with the computer-controlled car that 
is also collecting dots. It’s the first maze 
game where the goal is to run over dots, 
similar to Pac-Man but in a car. 

The start of the 1980’s came with some 
great maze-like games for the boom of the 
arcade age.  One of the games on the top 
of the list is Berzerk. In this arcade classic, 
which came out in 1980,  the player controls 
a green stick man. Using a joystick and 
a firing button that activates a laser-like 
weapon, the player navigates a simple maze 
filled with many robots who fire lasers back 
at the player’s character. A player can be 
killed by being shot, by running into a robot 
or an exploding robot, get electrocuted by 

A Selected 
History of 

Maze Games
By Todd Friedman

TOP: Berzerk, Maze Craze, Pac-Man, The Legend of Zelda
MIDDLE: Lock ‘n’ Chase, Wizard of Wor, Gauntlet, Adventure

BOTTOM: Crystal Castles
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the electrified walls of the maze itself, or by 
being touched by the player’s nemesis, Evil 
Otto.  “Evil Otto” was named after Dave Otto, 
security chief at McNeil’s former employer 
Dave Nutting Associates.  Berzerk would 
find itself on the Atari 2600 system as well 
and help make the Atari 2600 a popular 
choice of home console gaming in the early 
80s. Another fan favorite is Wizards of Wor.  
The player’s characters, called Worriors, 
must kill all the monsters by shooting them. 
Player one has yellow Worriors (on the 
right), and player two has blue Worriors (on 
the left). In a two-player game, the players 
are also able to shoot each other’s Worriors, 
earning bonus points and causing the 
other player to lose a life. Team-oriented 
players can successfully advance through 
the game by standing back-to-back (such 
as in a corner) and firing at anything that 
comes at them. Each dungeon consists 
of a single-screen rectangular grid with 
walls and corridors in various formations. 
The Worriors and the monsters can travel 
freely through the corridors. Each dungeon 
has doors at the left and right edges that 
connect with each other, making the 
dungeon wrap around. Whenever a door is 
traversed by a player or monster, both of 
them deactivate for a short period, making 
them impassable. A player who exits the 
door can pop back through the door imme-
diately when the Worluk, or Wizard, is in the 
dungeon. A small radar display indicates the 
positions of all active monsters.  

The one game from the early 80’s that 
stands out in my memory, and is a fan favorite 
even today, is Adventure for the Atari 2600. 
This maze game is as challenging as any 
arcade or console game of its time. The 
object is simple; to move through the maze, 
pick up keys that open doors, and avoid the 
Dragon. The player’s avatar is represented by 
a simple square shape that can move within 
and between rooms, each represented by a 
single screen. The game offers three different 
skill levels. Level 1 is the easiest, as it uses 
a simplified room layout missing one of the 
castles, one of the mazes, and doesn’t include 
the bat and one of the dragons. Level 2 is 
the full version of the game, with the various 
objects appearing in set positions at the start 
of the game. Level 3 is similar to Level 2, but 
the location of the objects are randomized to 
provide a more challenging game.  

In 1982, the Apple II computer release 
a game called Spectre. This would be one 
of many games in the 1980’s that would use 
Pac-Man gameplay style as a template to make 
its own variation of the game and storyline. 
Spectre is a Pac-Man variant in which you 
have to collect dots and avoid “Questers.” 
The player navigates via a split screen 2D/3D-
maze. As the years went on, maze games 
got more and more advanced and graphi-
cally impressive. In 1983, Crystal Castles was 

released for the arcade. In this game,  the 
player controls the character, Bentley Bear, 
who has to collect gems located through-
out trimetric-projected rendered castles 
while avoiding enemies out to get him as he 
is attempting to collect the gems. Crystal 
Castles has nine levels, with four castles 
each, and a tenth level which features a single 
castle — the clearing of which ends the game.  
A trackball and “jump” button are used for 
controlling Bentley Bear’s motions. Gems are 
collected by simply walking over them, and a 
bonus is given upon collection of the last gem. 
Another fan favorite is Lock ‘N’ Chase.  The 
game’s main character is a thief. The object of 
the game is to enter a maze and collect all of 
the coins, and, if possible, any other treasure 
that may appear. The thief must then exit the 
maze, which is a vault, without being appre-
hended by the Super D (policemen). The thief 
can close doorways within the maze in order 
to temporarily trap the Super D and allow him 
to keep his distance from them.

There were other memorable games 
such as Track Attack, Cops N Robbers, 
Capture the Flag, Pengo, Monster Munch and 
dozens more. But the game that changed 
all maze-like games for me came out in 1985 
for the Nintendo Entertainment System. 
Some may say that The Legend of Zelda is 
not considered a maze game but in fact it 
is just that. The Legend of Zelda features a 
mixture of puzzles, action, adventure/battle 
gameplay, and exploration. The game itself is 
made up of nine dungeons inside a maze-like 
pattern, as you attempt to find your way to the 
monster and survive. Each screen sends you 
a different way in the maze. You find yourself 
fighting off monsters and picking up items 
along the way to open doors to the next room.   
Those dungeons are encapsulated in a world-
filled maze trying to find your way to the next 
dungeon. The Legend of Zelda paved the way 
to new kind of maze-like gaming - those we 
even play today.  

Around the time Zelda came out, and the 
tail end of maze-based arcade games, came a 
four-player gem that made being a magician 
and a thief cool in a video game. Gauntlet has 
amazing gameplay that is set within a series 
of top-down, third-person perspective mazes 
where the object is to find and touch the des-
ignated exit in every level. An assortment of 
special items can be found in each level that 
increase player character’s health, unlocks 

doors and gains more points, along with 
magical potions that can destroy all of the 
enemies on screen. As the game progresses, 
higher levels of skill are needed to reach the 
exit, with success often depending on the 
willingness of the players to cooperate by 
sharing food and luring monsters into places 
where they can be engaged and slaughtered 
more conveniently.

Developers in the late 1980’s tried to mix 
things up a bit and go a different way than the 
“happy-go-lucky” maze games form the past. 
One example of this was a game called MIDI 
Maze. Released in 1987, this game was an early 
first person shooter maze video game for 
the Atari ST.  Graphically the game was very 
simple with a humorous twist. The game area 
itself occupied only a quarter of the screen 
and consisted of a first-person view of a flat-
shaded Pac-Man-like maze with a crosshair 
in the middle. All players were shown as Pac-
Man-like smiley avatars in various colors.  
Bullets were represented as small balls. Up 
to 16 computers could be networked in a “MIDI 
Ring” by connecting one computer’s MIDI-OUT 
port to the next computer’s MIDI-IN port. 
Unless the computers were looped correctly, 
more than 4 players tended to slow down the 
game to a crawl and make it unstable.

Early generation maze games were fun 
and entertaining and they paved the way for 
the “modern classic” games like Doom and 
Wolfenstein. Games like Myst, Portal 2 and 
Pokémon utilized the early maze game-pat-
terns and took them to another level. Even 
tablet and smart phone games like Snake, 
Labyrinth and Magnetized used the same 
concept as games like Pac-Man and Gotcha. 
Some could say games like Super Mario 64, 
Grand Theft Auto and Zelda-Breath of the 
Wild are considered maze games. The object 
is to find your way around an open world to 
objectives, utilizing a map to find your way. 
All in all, the early generation of maze games, 
from the 1970’s and 1980’s, was instrumental 
to the design and concept of generations of 
video games. Without those games, we would 
not be where we are today. I still, to this day, 
break out the Atari 2600 and play Adventure 
and Berzerk. They are as fun and challenging 
today as when I was a kid. Until next time, I 
hope everyone can make it through the end 
of their own maze and be a champion in life. 

Todd Friedman is heavily involved in the video game community.  He 
is currently writing for GameRoom Magazine,  Little Player Magazine, 
RetroGaming Times and The Walter Day Collection.    He has Co-Promoted 
the Video Game Summit in Illinois for the past 9 Years.  Todd is an avid video 
game collector with over 3400 console games and 25 systems,    One of his 
main responsibilities is keeping the Walter Day trading cards alive and well 
by keeping an inventory of the cards and writing on the website and getting 
autographs form the card holders themselves.   Todd holds over 60 world 

records on the Nintendo Wii game DJ Hero.   Todd was also a nominee for the International Video 
Game Hall of Fame, class of 2016.   He has also helped out with such events as ICON and IVGHOF 
in Ottumwa, Iowa.
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I t may be difficult to imagine for 
someone who wasn’t there at 

the time – or heck, even someone 
who was – but following its North 
American arcade release by Midway 
Games on October 26th, 1980, Pac-
Man became huge. Like, stupidly 
huge.

One could draw comparisons to 
more recent titles as a sort of gauge of 
how big Pac-Man was in the early 80’s: 
Pokémon, Guitar Hero, Minecraft, or 
even Mario all seem valid as contend-
ers, and in some cases, have perhaps 
been even bigger than the maze-run-
ning ghost-gobbler was in his prime, or 
simply had greater longevity. But one 
thing that must be taken into account 
is that while Mario helped revitalize the 
game industry and the others that would 
follow were born into that, Pac-Man 
became an enormous draw when the 
business was still in its very infancy.

In addition to spurring on multiple 
sequels (whose legality was iffy at best), 
Midway was also happy to license out 
Pac-Man for all sorts of tie-ins to the 
arcade phenomenon. Here, we’ll be 
talking a bit about some of the more 
popular items and tidbits of 
greater renown – some of which 
you can still enjoy today!

But not this one. For the 
love of everything, if you should 
find yourself in the posses-
sion of a can of Pac-Man pasta, 
please do not eat it. Not that 
the stuff was necessarily bad, 
but it was released in 1984, 
and even a sealed can (with no 
preservatives) is only going to 
do so much to keep you from 
winding up on a list of Darwin 
Award winners instead of some 
imaginary YouTube Valhalla.

That disclaimer aside, Chef 
Boyardee’s product came in 
three different varieties, each 

with noodles shaped like the titular 
character and his four foes (who con-
veniently all shared the same shape). 
Where they differed was primarily in 
the sauce: You had “Spaghetti Sauce 
with Cheese Flavor,” a “Golden Chicken 
Flavored Sauce” (whether it was simply 
a gold-colored sauce, or flavored like a 
golden chicken, they don’t say), and a 
“Spaghetti Sauce with Mini-Meat Balls,” 
which I’m sure made a convenient 
Power Pellet-substitute for any aspiring 
Pac-Kids out there.

The pasta was advertised on televi-
sion through commercials which con-
veniently tie into our next subject: The 
Pac-Man animated television series, 
simply titled “Pac-Man.”

The 30-minute (including commer-
cials, of course) cartoon was a produc-
tion of Hanna-Barbera Productions, 
and first aired on ABC in the Fall 
of 1982. Over the course of two 
seasons, the show ran for 42 
regular episodes and contained 
a cast featuring some voice 
actors you might be familiar with, 
including Frank Welker (Megatron 
and Soundwave, Transformers; 
Fred Jones, Scooby-Doo), 
Lorenzo Music (the voice of 
Garfield until his death in 2001), 

and Peter Cullen (Optimus Prime and 
Ironhide, Transformers; Mario, Saturday 
Supercade).

The cartoon followed the adven-
tures of Pac-Man and his family, 
including Ms. Pac-Man (named “Pepper” 
here), Pac-Baby, and their pets, Chomp-
Chomp the dog and Sour Puss the cat. 
Together, they’d defend the Power 
Pellets of Pac-Land from the Ghost 
Monsters Inky, Blinky, Pinky, Clyde, and 
Sue, who were led by the evil Mezmaron. 
Later episodes would introduce more 
Pac-people, including the other-
dimensional hero Super-Pac (voiced 
by Lorenzo Music) and Pac-Man’s teen 
cousin, P.J.

In addition to the normal Saturday 
morning run of the cartoon, the Pac-Man 
cartoon also saw two holiday specials 
produced for primetime airing. The 

Pac-Man Merchandising
THE KING OF MERCHANDISING IN THE EARLY 80S

By David Oxford
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Pac-Man Halloween Special reaired two 
earlier episodes, “Pacula” and “Trick or 
Chomp”, as one special, while Christmas 
Comes to Pac-Land is an original pre-
sentation which stars Peter Cullen as 
Santa Claus.

The Pac-Man cartoon would go on 
to influence the video game side of the 
property as well, including the box art 
for Tengen’s Nintendo Entertainment 
System release of the title, as well as 
certain elements of the side-scroller 
Pac-Land and the side-scrolling point-
and-click adventure, Pac-Man 2: The 
New Adventures.

Unlike the aforementioned canned 
pasta, you can enjoy this slice of 
nostalgia today, thanks to the Warner 
Archive’s Hanna-Barbera Classics. Each 
season has its own DVD release, with 
Christmas Comes to Pac-Land on the 
second season set. And since these 
DVDs are manufacture-on-demand, 
getting your hands on them should 
remain easy and affordable for as long 
as the Warner Archive program sticks 
around.

One product that unfortunately 
didn’t stick around, much as we wish 
it had, is Pac-Man cereal. Produced 
by General Mills from 1983, the cereal 
initially contained spherical “Kix”-like 
puffs of sweetened corn cereal (effec-
tively approximating Power Pellets), 
while scattered throughout were 
marshmallows shaped like Pac-Man, 
Inky, Blinky, Pinky, and Clyde. Later 
iterations would introduce Ms. Pac-Man 

marshmallows (with 
a shocking pink bow, 
oh!) and the relative-
ly enormous Super 
Pac-Man marshmal-
lows, which trumped 
any other cereal 
marshmallow on the 
market.

Of course, any 
great cereal of the 
80’s is memorable 
in part due to its 
premiums, and of 
course Pac-Man had its own. They 
ranged from “nice” (a five-piece pack 
of Rain-Blo Color Bubble gum) to 
send-away offers including “Ghost 
Chomper” hats, Pac-Man game watches, 
Pac-Man bowls, Pac-Man initial rings, 
neon cameras, chances to win full-sized 
arcade machines or miniature electron-
ic versions of the game, and more.

Oh, and as you may or may not have 
heard: Before donning the cape and 
cowl of the Batman, a young Christian 
Bale had an early gig in one of Pac-Man 
cereal’s commercials, advertising Ms. 
Pac-Man’s inclusion.

So at this point, we might have an 
idea of what you’re thinking: “Big deal, 
Mario has had cartoons, pasta, and 
cereal, too. Heck, he has another cereal 
that’s out right now!”

This is true, though Pac-Man’s 
cereal was first. And while time will tell 
whether Mario’s latest will last as long as 
Pac-Man’s five-year run, answer us this: 

Has Mario ever had a Billboard 
Top Ten hit single?

The answer is no. “Do 
the Donkey Kong” by Buckner 
& Garcia just missed the 
Billboard charts by three spots, 
peaking at #103. However, their 
preceding hit, “Pac-Man Fever,” 
reached the #9 spot of the 
Billboard Hot 100 in March of 

1982 and sold 1.2 million copies by the 
end of the year.

Granted, this wasn’t an officially 
licensed song (at least, by anything we 
can find), but it still shows how popular 
Pac-Man was and how hard it had hit the 
pop culture spectrum in the early 80’s. 
Even all these years later, the song is 
still around in various forms, including a 
2012 Jace Hall remix and another for the 
2015 Adam Sandler movie Pixels titled 
“Pac-Man Fever (Eat ‘Em Up)”.

Keep in mind, this is all just a mere 
sampling of the various products, mer-
chandise, and other ephemera that 
was produced. And Pac-Man may no 
longer be the mainstream sensation he 
once was, but for a time in the 80’s, he 
was a pop culture king that we’ll always 
remember.

David Oxford - Lover of fine foods and felines, as well as 
comics, toys, and... oh yeah, video games. David Oxford has 
written about the latter for years, including for Nintendo 
Power, Nintendo Force, Mega Visions, and he even wrote 
the book on Mega Man

Various food products with Pac-man 
licensed cereals and a Top 40 radio hit!
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T his magical game has you taking on 
the role of a brave space Worrior 

in a quest to slay the mighty Wizard 
of Wor. Armed with a unified-field-
disturbance rifle, you’ll descend into a 
series of dangerous dungeon mazes. 
With tactical strategy, bravery, and bit 
of good fortune you might just survive 
the Wizard of Wor.

HEY! INSERT COIN!
That is just one of three idioms that 

the Wizard of Wor boldly states while 
sitting static. The attract mode also 
randomly spouts, “I’m out of spite, ha ha 
ha ha!” or “Find me… the Wizard of Wor.” 
In fact, the coin-op was quite the chatty 
machine. Revolutionary at the time of 
release, Wizard of Wor wowed game 
players with early speech synthesis. In 
fact, the Wizard rattled off a whopping 
seventy–one phrases, each correlating 
to a specific scenario. When a quarter 
was inserted into the machine, there 
were eight possible lines it could drop, 
including, “Another coin for my treasure 
chest.” In fact, each of the dungeons 
opens with its own line. Earn a bonus 
player… another of eight possible lines 
would be randomly spoken. The Wizard 
would certainly mock you when you died, 
and the GAME OVER banter wasn’t much 
friendlier! A few choice lines of dialogue 
from the game are featured in BOLD in 
this column as bumpers between content 
paragraphs for your amusement…

WORRIOR, WHILE YOU DEVELOPED 
SCIENCE, WE DEVELOPED MAGIC.

In a time when co-operative coin-op 
gaming was in its infancy, Wizard of Wor 
was one of the best. Players were meant 
to work as a team against the Wizard’s 
army. Since friendly fire was lethal, an 
accidental or missed shot often turned 
one player against the other, creating a 
whole new two-player dynamic! Don’t have 
any friends? That’s a-okay, as a computer 
controlled Worrior will enter the arena to 
try and aid you.

AH GOOD! MY PETS WERE GETTING 
HUNGRY. HA HA HA HA!

Video games have always featured 
strangely-named characters, but Wizard 
of Wor’s roster is as odd as it is limited. 
The game stars the Wizard of Wor, of 
course, but he is aided by his evil radioac-
tive minions that do his nefarious bidding. 
Each dungeon begins filled with only navy 
colored canines referred to as Burwors. 
For every Burwor you blast, a golden pre-
historic dino Garwor is released into the 
maze. Likewise, for every Garwor that is 
vanquished, a crimson scorpion Thorwor 
takes its place. While contact with any 
of these monsters proves deadly, they 
occasionally discharge lightning bolts as a 
distance attack.

WATCH THE RADAR, WORRIOR.
Garwors and Thorwors are particu-

larly dangerous, as they have the ability to 
turn themselves invisible, only revealing 
themselves when they enter the same 
corridor as the Worrior. Fear not, because 
below the play field is a radar that betrays 
the location of the beasts inside the 
dungeon, visible or invisible. 

Upon defeating the Thorwors, the 
first level ends. However, every round 

following adds the Wizard’s winged insect 
sycophant, the Worluk, into the mix. The 
Worluk won’t attack, but instead attempts 
to flee the maze through the side doors 
in order to warn the Wizard of your 
presence. Slay the Worluk, and the subse-
quent dungeon becomes a very rewarding 
‘Double Score Dungeon.’

Finally, the Wizard of Wor may (or may 
not) randomly appear following the fate 
of the Worluk. The Wizard fires a lethal 
barrage of lightning bolts from his finger-
tips while teleporting around the maze to 
attack or escape to safety. 

IF YOU DESTROY MY BABIES, I’LL POP 
YOU IN THE OVEN! HA HA HA HA!

You can’t dawdle while playing 
the Wizard of Wor, as monster’s speed 
increases as time moves forward. It is 
literally a race against time, a very unique 
feature for a maze game. Each subsequent 
level removes more corridor walls making 
evading the enemies more difficult. There 
are two special dungeons; the first being 
‘The Arena’ which forces the Worrior 
into a large open space in the center of 
the maze. If you make it to the Worlord 
dungeons, the Wizard will promote your 
title from ‘Worrior’ to ‘Worlord.’ However, 
your ultimate goal is to survive the second 
special dungeon - ‘The Pit.’ Here, the 
maze walls are completely removed and 
the Wizard bellows, “Oops! I must have 
forgotten the walls! Ha ha ha ha!” Since 
there is nowhere to hide be sure to time 
your shot well, as a single misfire usually 
proves fatal. If you survive ‘The Pit,’ your 
rank will advance to ‘Worlord Supreme.’

Wizard of Wor Arcade and Monitor Bezel
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Michael Thomasson is one of the most widely respected videogame 
historians in the field today. He currently teaches college level videogame 
history, design, and graphics courses. For television, Michael conducted 
research for MTV’s videogame related program Video MODS. In print, 
he authored Downright Bizarre Games, and has contributed to nearly a 
dozen gaming texts. Michael’s historical columns have been distributed 
in newspapers and magazines worldwide. He has written business plans 
for several vendors and managed a dozen game-related retail stores 
spanning three decades. Michael consults for multiple video game and 

computer museums and has worked on nearly a hundred game titles on Atari, Coleco, Sega and other 
console platforms. In 2014, The Guinness Book of World Records declared that Thomasson had “The 
Largest Videogame Collection” in the world. His businesses sponsor gaming tradeshows and expos 
across the US and Canada.  Visit www.GoodDealGames.com for more.

WORLUK WILL ESCAPE THROUGH THE 
DOOR.

The Worluck isn’t the only character 
that can make good use of the door. One 
tip for survival is to linger around one 
of the side escape doors for your own 
personal use. If you are forced to retreat, 
the door deactivates behind you for a short 
amount of time, making it impassable. 
This prevents an enemy from following 
you before the door reopens, allowing for 
a moment’s peace.

If you are playing a co-op match, try 
situating both Worriors back to back in a 
long corridor. This technique puts you on 
the offensive instead of playing defense.

YOUR EXPLOSION WAS MUSIC TO MY 
EARS! HA HA HA HA!

If you have flashbacks to old reruns of 
Dragnet while playing Wizard of Wor, it is 
no coincidence. The famous theme, known 
as ‘Danger Ahead,’ plays before entering 
each dungeon, with the fifth note held in 
dramatic fashion only before entering an 
opportunistic Double Score Dungeon.  

THE WIZARD OF WOR THANKS YOU.
Having trouble finding a genuine 

Wizard of Wor coin-op in your local 
barcade? You can also play it on any of 

these vintage computers or consoles: 
Bally Astrocade (renamed The Incredible 
Wizard), Atari 2600, Atari 5200, Atari 
XEGS, Commodore 64, and Windows 
based personal computer. A word to the 
wise, the Astrocade port is near perfect, 
while the Atari 2600 version is an unin-
spired flickering mess. It is also emulated 
as part of a collection, in volume two of 
Midway Arcade Treasures for Microsoft’s 
original XBOX, Nintendo’s GameCube, and 
Sony’s PlayStation 2. You can even play 
it on the go using a PSP! The Wizard will 
even be returning soon as a homebrew 
title for the Colecovision later this year.

HEY! YOUR SPACE BOOT’S UNTIED! HA 
HA HA HA!

Want more Wizard of Wor? Try 
streaming the horror anthology movie 
Nightmares (1984) that brings four urban 
legends loosely to film. One segment 
features teenage heartthrob Emilio 
Estevez as J. J. Cooney, a video game-
addicted teenager. Cooney makes a rather 
futile attempt to defeat The Bishop of 
Battle, clearly influenced by Midway’s 
popular arcade game, blue maze and all!

You’re off to see the Wizard, the 
magical Wizard of Wor. Now put this issue 
of OSG down and get to the arcade! 
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W ith all the talk about the Patriot’s 
Tom Brady being the NFL’s 

greatest quarterback of all time, one 
begins to wonder if there was ever 
a gamer back in the Golden Age of 
arcade gaming who was undeniably the 
Greatest of All Time (aka G.O.A.T)?

As a sport reaches an advanced age, 
people commonly look to it’s history and 
examine the great milestones as well as 
ranking the important competitors who 
put the sport on the map. As Arcade and 
Console gaming begins to reach a similar 
level of maturity, this is something we 
should consider. There certainly were a lot 
of gamers back in the day who might have 
been considered the Babe Ruth or Lou 
Gehrig of the fledgling sport.

Though I am personally still undecided 
as to whom the greatest gamer of the 
Golden  Age was, I do believe that we have 
a list of  strong candidates who  may very 
well  earn the title of “Greatest of all Time” 
(either by some future board of industry 
leaders or publications) who feel the title 
should finally be given. 

My particular bias favors gamers 
who excelled in tournament competition. 
However, there were many top perform-

ers who never made it to  tournaments but 
made their presence known through high 
scores submitted by their arcades. I have 
focused on gamers who I personally saw 
play during the years 1982-1985. If I have 
left any deserving soul out, it’s because of 
an innocent lapse of memory (and poten-
tially my inability to be at all arcades at all 
times)!

So, since this is not an attempt to rank 
them, I will simply list them in alphabetical 
order:

Chris Ayra was a Pac-Man expert, par 
excellence, since the dawn of gaming. He 
would go on to be a member of that rare 
group of people who achieved a “perfect” 
game on Pac-Man. But, he was also the 
world record holder on Ms. Pac-Man and 
Head-On, and a serious threat on Crystal 
Castles, Tempest, Pole Position, Burger 
Time, and, much later, Berzerk.

Matt Brass was one of the first super-
stars to come to Twin Galaxies Arcade 
in person. That was easy for him, as he 
attended school at Northeast Missouri 
State University (NMSU), which was in 
Kirksville, Missouri, where the “other” Twin 
Galaxies was located. He was the “class” of 
the Kirksville arcade and dominated the 
high-scoreboard on many games, notably 
Space Invaders. He was one of the super-
stars invited to the LIFE Magazine photo-
shoot but missed the photo as he overslept 
on someone’s kitchen floor and arrived late 
to the gathering.

Phil Britt, of Riverside, CA, was so 
talented that many gamers of his era 
looked to him as being unbeatable. Not 
only was he a high-score champion on 
many competitive arcade games, but he 
took first place in the 1985 Twin Galaxies 
Coronation Day Championships, held at 
the Captain Video Arcade. And, even more 
impressive, Phil went to Tokyo, Japan and 
won the 1984 March of Dimes International 
Konami/Centuri Track & Field Challenge - a 
tournament that some historians consider 
the largest of that era with more than one 
million contestants!

Tim Collum, of Boyd, TX, was one of 
the bright stars in Texas gaming. On June 
5, 1982, he was crowned the Pac-Man 
State Champion during the First Annual 
Texas State Video Game Championships. 

On October 11, 1982, he won the 
televised “That’s Incredible Ms. Pac-Man” 
Championship. But, Yet he was only getting 
started, as he dominated the Twin Galaxies 
1983 State Teams Tournament, achieving 
the most world records during the event. 
As a grand finale, he was co-crowned the 
1983 Twin Galaxies’ Player-of-the-Year on 
January 14, 1984 in Ottumwa, IA.

Leo Daniels was one of the first 
players to become a national celebrity, 
with his world record accomplishments 
appearing in the newspapers. He was 
noted for high-score performances on 
many games and his gaming feats can 
still can be found in the Twin Galaxies 
database. His most impressive feats 
were his 169 million-point marathon score 
on Robotron and his 40 million-point 
marathon score on Asteroids. He was 
also the Captain of the North Carolina 
team that faced off against the California 
team in the “California Challenges North 
Carolina All-Star Play-Off.” He was also 
one of the luminaries who appeared in the 
LIFE Magazine photograph.

Kent Farries was one of the Top 
Guns among Canadian players. A partner 
in crime to Darren Olsen, they were the 
two wiz kids who put their high score 
initials on every arcade game in the city of 

Back in the 80s, was there a 
“Greatest-of-All-Time?”

By Walter Day
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Calgary, Alberta, Canada. Kent was good 
at everything he played and, while at the 
LIFE Magazine photo shoot, he put up a 
948,000-point score on Donkey Kong, Jr. 
He never realized his full potential as he 
dropped out of competitive gaming by the 
end of 1983.

Jack Gale, of Miami, Florida, is still 
the Twin Galaxies high score champ 
on Endure Racer, Mad Crasher, and Vs. 
Hogan’s Alley. His 259,800-point score 
on Karate Champ held the world title for 
over 23 years. He distinguished himself 
at the 1985 Twin Galaxies Coronation Day 
Championships, held at the Captain Video 
Arcade, on Pico Blvd. in West Los Angeles, 
CA, January 12-13, 1985. His breakthrough 
tactics on Karate Champ ensured him 
a fifth-place finish in the event (nearly 
coming in fourth). 

Eric Ginner became an overnight 
sensation when he won the controver-
sial Tournament Games International’s 
Centipede competition in September, 
1981. One of the first gamers to become 
a celebrity in the fledgling field, he was 
a participant in the LIFE Magazine photo 
and finished in fifth-place in the Twin 
Galaxies’ “That’s Incredible!” Video Game 
Olympics. He appeared in TV ads and 
his photo adorned numerous print ads 
in gaming magazines. During the years 
he was active, he was a major contender 
and sometimes-world-record-holder 
on Moon Patrol, Millipede, Popeye, and 

Crystal Castles. One of 
the brightest feathers in 
his cap was his 112 million-point marathon 
score on Robotron.

Ben Gold, of Spring, TX, was a 
prolific high-score champ who made it 
into the news many times, long before 
he ascended to the throne of all-time 
video game greatness by winning the 
Twin Galaxies’ “That’s Incredible!” Video 
Game Olympics, in January, 1983. He was 
a clutch-performer who put together big 
marathons on Stargate, Millipede, and 
Q*Bert. To make the final cut as a finalist 
at the “That’s Incredible!” preliminaries 
at Twin Galaxies Arcade, he came from 
behind on Millipede to become the final 
seed selected to compete in the finals 
held in the “That’s Incredible!” Studios in 
Los Angeles. Ben also enjoyed the unique 
distinction of appearing in the LIFE photo-
graph and being a founding member of the 
U.S. National Video Game Team.

Steve Harris may be more famous 
as a founder of EGM Magazine, but in the 
early part of his career, he was a serious 
competitor in the arcade arena. He was 
a competitor in the Twin Galaxies’ “That’s 
Incredible!” Video Game Olympics (placed 
7th), and was a founding member of the 
U.S. National Video Game Team. Steve’s 
1,232,250-point score on Popeye held the 
world title for 27 years and his scores on 
Wacko, Red Alert, and Bega’s Battle are 
still world records today!

Michael Klug was and is one of the 
greatest Pole Position competitors in the 
history of this classic game. His 67,260-
point score on Pole Position I still holds 2nd 
place today.  Michael also holds the world 
record on the Fuji Track for Pole Position 
II. We can’t forget Michael’s Guzzler score, 
either, which occupies 2nd-place in the 
Twin Galaxies’ database.

Mark Longridge was recognized as 
one of Canada’s best gamers during the 
1985 Video Game Masters Tournament. His 
accomplishments during the Golden Age 
included world record-caliber scores on 
Joust, Joust 2, Wizard of Wor, Punchout, 
and Dig Dug.

Billy Mitchell is definitely the most 
well-known of all the Golden Age gamers. 
When Guinness World Records published 
its first listings of high scores in the 1984 
volume, Billy held 5 or 6 world records. He 
gained world fame as the Donkey Kong 
champion and was the first verified person 
to attain a “perfect” score on Pac-Man. An 
alumni of the celebrated LIFE Magazine 
photo, he was a founding member of the 
U.S. National Video Game Team and was 
honored as the “Video Game Player of the 
Century” on the NAMCO stage at the 1999 
Tokyo Game Show.

Donn Nauert is one of the greatest 
gamers spawned by the mighty state of 
Texas. A very early member of the U.S. 

Life Magazine January 1983 spread shot in front of Twin Galaxies
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September 14-16 - Atlantic City, NJ - J1Con - J1con.com

September 15-16 - Parsippany, NJ - A Video Came Con - Avideogamecon.com

September 29-30 - Arlington, TX - RetroPalooza - Retropalooza.com

Oct ober 19-21 - Portland, OR - Portland Retro Gaming Expo - Retrogamingexpo.com 
Walter Day will be joining the crew from OSG at one of our favorites of the year.
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2018 OLD SCHOOL EVENTS CALENDAR
OLD SCHOOL GAMER IS GOING TO BE EVERYWHERE OVER THE NEXT YEAR. ARE WE COMING TO YOUR TOWN?

Mar ch 16-18  -  Frisco, TX - Texas Pinball Festival - TexasPinball.Com  
OSG will be there, expanding our reach and serving the Pinball fans!

Mar ch 16-18 - Banning, CA - Arcade Expo - ArcadeExpo.Com  
OSG will be here too!

Mar ch 24-25 - Mohegan Sun, CT  - CTGamerCon  
Only on their second show but these guys have major experience in the 
“ComicCon” world - Old School Gamer will be there!

Apr il 13-15 - Milwaukee, WI - Midwest Gaming Classic  
This is where it all began for a lot of the staff of Old School Gamer Magazine.   
Dan Loosen and Gary Heil produce this fantastic show that celebrates gaming  
in many ways including most importantly to us, video gaming, both at the arcade  
and at home.  Many staff from OSG will be there.  Check out more information 
coming soon.

May  4-6 - Las Vegas, NV - Lvl Up Expo - lvlupexpo.com

Jun e 8-10 - Atlanta, GA - Southern Fried Gaming Expo GameATL.Com 
Atlanta GA - the home of Coca-Cola and an awesome gaming expo See us there!

June 8-10 - Seattle, WA - NW Pinball and Arcade Show - NWPinballShow.Com

Jun e 12-14 - Los Angeles, CA - E3  
Look for news coverage of this event in the magazine and online.

June 22-24 - Philadelphia, PA - Too Many Games - TooManyGames.Com

June 28-July 1 - Sturbridge, MA - Pintastic -  PintasticNewEngland.Com

July 14 - Villa Park, IL  - Video Game Summit - VideoGameSummit.Net

July 21-22 - Cleveland, OH - Classic Console and Arcade Gaming Show - Ccagshow.com 
Jul y 26-29 - Pittsburgh, PA - ReplayFX - Replayfx.org 

Steel Town here we come!

Jul y 28-29 - Austin, TX - Classic Game Fest - ClassicGameFest.Com  
Planning on being here too!

July 28-29 - Irving, TX Lets Play Gaming Expo - Letsplaygamingexpo.com

July 28-29 - Houston, TX - RetroPalooza Houston - RetroPaloozaHouston.Com

August 3-5 - Bloomington, MN - 2D Con - 2DCon.net

Aug ust 10-12 - Phoenix, AZ - Game On - Gameonexpoaz.com 
Crew from OSG will be there joining in all the fun in Arizona

August 11-12 - Garden City, NY - Long Island Retro - Expo.liretro.com
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National Video Game Team, he was the 
winner of the Red Cross/Twin Galaxies 
Championship in Napa, CA, in May, 1985, 
and was one of the first gamers to be 
signed as a pro gamer by the Electronic 
Sports League that was being formed by 
Twin Galaxies and Data Power of, Winnipeg, 
Manitoba, Canada, in January, 1985. Not 
only did he hold as many as 10 Twin Galaxies 
world records (later records included: 
Alien Syndrome, Gridiron Fight, Cheyenne, 
Crossbow, Danger Zone, and Vertigo), his 
game play was a sensation at the 1985 Twin 
Galaxies Coronation Day Championships, 
where he won fourth-place.

Darren Olsen (now called Chris Steele), 
of Calgary, AB, Canada, was the inspiration 
for Walter Day to learn Centipede. Some 
gamers believed that he may have had the 
fastest hands with a trackball of all golden 
age players. He was a contender for many 
high-score world records during his career 
(Millipede, Centipede) and was one of the 
luminaries appearing in the legendary LIFE 
Magazine photo. And, most notably, he 
took third place in the grand finals of the 
Twin Galaxies’ “That’s Incredible!” Video 
Game Olympics, held in Los Angeles.

David Palmer was one of the more 
remarkable gamers of the 80s, estab-
lishing himself as a top performer at 
Twin Galaxies’ 1985 Video Game Masters 
Tournament. Though never showing up at a 
contest, his high score submissions made 
him an eternal legend in the arcade world. 
On August 30, 1985, David Palmer, of Citrus 
Heights, California, scored a world record 
23,000,000 points on Battlezone while 
playing at The Game Room Arcade during 
Twin Galaxies’ 1985 Video Game Masters 
Tournament. Palmer also holds the world 
record on numerous other arcade games, 
among them: Firefox, Red Baron, Star 
Rider, Star Wars, Subroc-3D, The Empire 
Strikes Back and TX-1.

Jeff Peters, of Etiwanda, CA, was a 
gaming celebrity from the very beginning. 
He was one of the earliest members of 
the U.S. National Video Game Team and 
was a dominant contender during the Twin 
Galaxies 1983 State Teams Tournament, 
conducted August 24-28, 1983. During the 
legendary Twin Galaxies Iron Man Contest, 
he kept a game of Q*Bert going for 50+ 
hours. He still holds many world records 
that have stood for decades (Pole Position 
II, Turkey Shoot, Side Arms, Time Pilot, and 
more). Though he was listed in the Guinness 
World Records book 14 times from 1984-
1988, the accomplishment that impresses 
me the most was his performance during 
the 1985 Twin Galaxies Coronation Day 

Championships, held at the Captain Video 
Arcade, where he took third place, despite 
playing against a strong field.

Perry Rodgers was a multi-talented 
competitor who once attempted a major 
marathon on Centipede and his numerous 
world records (Mario Bros and more) 
earned him an invitation to the 1985 Twin 
Galaxies Coronation Day Championships.

Mark Robichek was a master of maze 
games. His slow and methodical style won 
him high score laurels on many highly-con-
tested games. His 244,920-point record 
on Tutankham stood for 20 years and his 
442,330-point score on Frogger lasted 25 
years. On slow-bullets Berzerk, his 98,410-
point score was only rivaled and beaten 
by Joel West himself. Mark was an illus-
trious alumni of the 1982 LIFE Magazine 
photoshoot and he was honored with a 
cameo appearance in the 1982-83 Wilson-
Sorflaten Video Game Documentary.

Mike Sullivan was a man of unrealized 
promise. He appeared in the competition 
arena for barely one year and demonstrat-
ed tremendous prowess as a high-score 
champ, then mysteriously disappeared 
back into the real world. However, his 1985 
world record score of 1,938,010 points on 
Return of the Jedi stood for 26 years (was 
beat in 2011) and his 1,349,040-point tally 
on Kung-Fu Master still enjoys world record 
status today. In the competition realm, he 
took second place in the 1985 Twin Galaxies 
Coronation Day Championships.

Todd Walker was considered by many 
gamers to be the best-all-around gamer of 
t the Golden Age of gaming. As the most 
feared contestant in the Twin Galaxies’ 
“That’s Incredible!” Video Game Olympics, 
he took first place (as expected) in the 
Ottumwa portion of the tournament. With 
many high score titles under his belt at 
that time, he was invited to appear in the 
LIFE Magazine photo and was one of the 
stars of 1983’s Electronic Circus. Despite 
his success in the gaming world, he was 
the first star gamer to officially retire from 
competitive video gaming.

Joel West was an alumni of the LIFE 
Magazine photoshoot. A serious competi-
tor on some of the more difficult games of 

that era, he was the world record holder 
on Rally-X and today still holds the world 
record on many categories of gameplay on 
Frenzy and Berzerk.

Some other honorable mentions: 
Tom Asaki pioneered Nibbler 

marathons but was a far more accom-
plished Ms. Pac-Man player. As a member 
of the Bozeman Think Tank, he was one of 
the primary discoverers of the grouping 
technique used in conquering Ms. Pac-Man.

Joe Malasarte, of Anchorage, AK, 
took fourth place in the Twin Galaxies’ 
“That’s Incredible!” Video Game Olympics, 
barely losing out to Ben Gold by one per-
centage point in the Ottumwa preliminar-
ies. His high-score marks on Pole Position 
II and Bubbles are still near the top today.

Tim McVey focused mainly on the 
legendary Nibbler game and became the 
first verified gamer to achieve one billion 
points on a video game. Though he only 
participated in Nibbler showdowns, his 
fast reaction time and precise eye-hand 
coordination showed he could have placed 
high in contests. 

Roy Shildt, of West Los Angeles, was 
a remarkable Missile Command player and, 
at the 1985 Twin Galaxies Coronation Day 
Championships, demonstrated that he had 
such excellent eye-hand coordination that 
he could handle a gun game like Cheyenne 
on a par with the best.

Ken Vance, of Lake Charles, LA, was a 
major world-record contender with noted 
scores on Seaquest, Gravitar, Kangaroo, 
and Tac-Scan. His  peers considered him 
one of the better best Robotron players 
they had ever seen.

There were other heavyweights such 
as Tad Perry, Gary Hatt, Robert Mruczek, 
Les Lagier, and more. 

Under the right circumstances, I 
believe any one of the gamers mentioned 
in this article could have risen to the 
occasion and distinguished themselves as 
worthy candidates to be recognized as the 
G.O.A.T. What do you think?

Walter Day - As the founder of Twin Galaxies, the oldest video game 
scorekeeping and adjudication service in history, Walter Day is known 
as the creator of e-sports and has often been called The Patron Saint 
of Video Games.  His remarkable efforts to find, verify and catalog 
video game world records has led to a decades-long partnership with 
The Guinness Book of World Records.
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W hen the Old School Arcade 
Magazine started, I was brought 

in to review products available to the 
consumer. I was able to review a reboot 
of the Nintendo Entertainment System 
and was extremely pleased with the 
product from another distributor. You 
can imagine my excitement when I was 
at the 2018 CES in Las Vegas and got a 
first look at the newest products from 
Hyperkin.

Like any other company there, they 
did everything to impress with their newest 
addition to their library with the SupaRetroN 
HD HD. This Super Nintendo reboot has 
added a whole new set of options to give the 
audience what they want when playing…
variety, while at the same time not changing 
it enough to ruin the retro experience.

Size matters not - Opening the box 
reveals a system that is just a tad bigger 
than the latest SNES emulator machine 
released by Nintendo, yet smaller than the 
original system. One benefit to the Hyperkin 
line is that the sizes of their machines may 
seem too small, but in the end, it’s beneficial 
because not too many people have extra 
room on their bookshelf or entertainment 
stand. We’ll blame Sony and Microsoft for 
that little hic-up. The system is noticeably 
lighter than the original system. Included 
with the system are two standard sized con-
trollers, HDMI cable, USB power source and 
the standard AV cable option.

Games - The one important point to 
mention about the SupaRetroN HD is it is not 
an emulator system. This system is nearly 
identical the original SNES system.  The 
challenge to building the library of games, 
is finding them. However, lately, there has 
been an explosion of retro madness that 
makes everyone want the games.  So they 
seem to be more readily available from 
local gaming stores and through the online 
marketplace.

Take Control -  The original controller 
released with the SNES was nice because, 
unlike the original NES controller, there 
were additional buttons and they were also 
spread out a little more.  But the main issue 

with the controller was the fact that it 
was sometimes difficult to hold.  The 
back was a basic flat layer.  However, 
with the SupaRetroN HD, it makes game 
handling significantly more comfortable. 
Each side of the back of the controller is 
raised a little to give each middle and ring 
finger better rest when playing through 
those control gripping games. Play Super 
Mario World and you will understand.

Play with options - This is the first 
system that I am happy with the variety of 
video output options. Just like the original 
SNES systems, you are able to plug in the 
traditional left and right audio and the video 
with the original three RCA A/V cables 
(composite).  This is great when you are 
dealing with the older non-HD televisions, if 
you haven’t had a chance to upgrade yet or 
want a vintage experience on an older CRT 
television. But the HDMI output option was 
just that sweet ingredient needed to make 
things even better, allowing you to play 
these old games at an upgraded 720p reso-
lution. Even though the standard aspect 
ratio on a new television 16:9, users can 
still play on that tv with a 4:3 aspect ratio 
utilizing a switch on the back of the unit 
that gives you that option. The question is, 
do you want to experience the games as 
originally intended OR extend it. It sure does 
make the world of Hyrule a lot bigger.

The only downside to the upgraded 
output to HD with the classic titles is how 
the games are visually presented. While 
they do really look cool either way, you 
really can tell the difference between the 
two screen sizes. I did notice that not only 
were the characters stretched when playing 
Robotron and NBA Jam, I also noticed that 
when playing in 16:9 ratio, some of the 
graphics are pixelated more than if you 
were playing 4:3. The thing to remember 
is that these games were intended to be 
played on a TV with a 4:3 aspect ratio. This 
is to be expected when changing/stretch-
ing the screen size.  This is not a complaint, 
just more of an observation.  But note, this 
is why when vintage titles like Pacman and 
Dig Dug were released for the Playstation 4, 
they kept the ratio at 4:3 and simply placed a 
border around the gameplay area. It’s really 
a matter of choice. When playing certain 
games, I prefer the 4:3 ratio, however if I’m 

playing Zelda or Super High Impact, I will 
switch over to 16:9

.Just listen - The audio from the gaming 
consoles back then were not award winning 
quality, with the exception of Donkey 
Kong Country and a few others. However, 
bringing the audio through HDMI keeps the 
sound effects and music true to the form. I 
even compared it to YouTube videos of the 
original gameplay, and it was very much the 
same audio quality. There is nothing better 
than keeping vintage gaming true to form. 
The composite (RCA) video output was also 
exactly the same with regards to comparing 
to the original SNES.

But I travel overseas - Not a problem 
at all. For those who are fortunate to travel 
abroad, yet want to take their vintage 
gaming with them, the region option, 
something not on any original system, is 
available. Turn the system over and there 
is a NTSC/PAL switch option. When I was 
at the CES, I did hear someone asking why 
the systems don’t support the option and 
was very pleased to hear that option is now 
available. 

The best part about having the NTSC/
PAL option when traveling anywhere is 
you can easily connect the unit via USB 
for power. The majority of TVs that are in 
overseas hotels should have a USB input, 
and if not, a standard power adapter with 
a USB plug will suffice. It really helps with 
reducing the amount of cables and plugs 
you need to travel with, which is always a 
welcome change. 

The SupaRetroN HD is a another great 
addition to your video game collection.  
Especially if you don’t happen to have the 
original SNES system or the SNES Classic 
emulator system.  And the best part is, you 
won’t have to spend an arm and a leg to 
own the system.  The SNES was originally 
sold for around the $150 mark.  And as of 
today, the value of the original systems 
are around $100.  The SupaRETRON HD 
will be sold at the $70 range.  Well worth 
the purchase!
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Game and 
Market Watch

By Dan Loosen

I n the last article that I wrote, I discussed 
the importance that the role of story can 

have when collecting games - good stories 
make interesting items more desirable, 
thus raising their prices, while rare items 
that are relatively unknown tend to be 
forgotten about... unless a story comes 
along.

I personally believe that the role that 
story plays is perhaps the most critically 
important part to collectors.  I know that it is 
to me.  I value the games that I received as a 
kid.  I remember playing my copy of Donkey 
Kong Country on the SNES with Gary - who I 
have run the GOAT Store with for 18 years - the 
year it came out on New Years Eve well into 
the new year.  

Although, sadly, I have little time to 
replay Donkey Kong Country today, and being 
older I have little interest in trying to stay up 
all night to do so, seeing the cartridge on the 
shelf reminds me of those times.

Of course, there are other reasons to 
collect too. I started collecting all of the 
original Playstation “longbox” games because 
I enjoyed the thrill of the hunt when I was out 
and about, and it was fun to see if I could get 
the whole set.

But even with items like this, the story 
- the memory of going into a game store 
and discovering a new game, the times that 
managers who knew what I was looking for 
would call me because someone just sold 
them a handful of the games, and so on... That 
is a big part of the reason that I really enjoy 
those games.

If you read my last article, you may be 
asking yourself what this all has to do with the 
Virtual Console, and its effects on the retro 
game market, since that’s what I said that I 
was going to talk about. The answer, I believe, 
is everything.

After the Virtual Console was announced 
but before it came out in [year], as usual I 
was helping to organize the Midwest Gaming 
Classic. Every year that I host the show, I tend 
to have one memory stick out above all the 
others for me, and for this year the memory 
that is seared into my brain is walking into the 
vendor hall on Friday during set up to discover 
someone who had randomly walked in.

Before we had become a larger show, 
this was not an uncommon occurrence, as 
we didn’t have enough personnel to check 
people in, set up the various events that we 
ran, set up the GOAT Store who was also a 
vendor, talk with the hotel personnel and keep 
track of everything, so every now and then a 
well-intentioned person would sneak past us 
to try to get a glimpse of what we would be 
doing the next day.  Usually, this would result 
in someone from our team walking up to them 
and nicely explaining that we were setting 
up and really couldn’t have people around 
right now, which resulted in a huge apology, a 
couple quick glances around to take it in, and 
the person thanking us and exiting.

I wouldn’t have remembered it if that was 
what happened though.  I remembered the 
experience because this was someone who 
was filming and offering his own commentary 
as he did, something that is common today 
but back in [year] was not.  Since all of these 
people had always been nice, I walked up 
behind him and let him film for a minute while 
listening, figuring I would nicely ask him to go 
when he stopped for a moment.

What he was saying is why I have the 
memory so well.  It was something very close 
to this...

“And here you see all of the vendors at the 
show this year.  It feels like a funeral in here. 
Nintendo has announced the Virtual Console, 
which means that all of the vendors in here 
are obsolete, and they know it. Why would you 
need to pay them inflated prices for games 
when you can just download it from Nintendo 
instead and play it on one system?  You can 
see these vendors know that, and are hoping 
for one last good show of sales before they are 
no longer necessary.”

At about that point, I had heard enough, 
lightly tapping the gentleman on the shoulder, 
and explained that we could only have people 
in the hall who were setting up and asking 
him to leave.  For his part, he was absolutely 
as nice as can be about it, apologizing about 
his misunderstanding, telling me he was really 
excited for the show tomorrow, and then 
leaving.

His words stuck with me though. I, of 
course, had heard about the Virtual Console 
coming out, but had never considered how 
it would impact the GOAT Store in the way 

of sales or interest. I had always just sort of 
figured that sales would go on the exact same 
as they always had, following a relatively pre-
dictable path... but now I wondered, could he 
be right?

Before I go on, I just want to address 
one other point that I’m going to skip over 
but is worth it’s own article down the road. I 
am a firm believer that vendors do not cause 
game prices to be “over-inflated”, although I 
understand why that belief persists. Instead, 
I actually believe that vendors help to create 
a much more stable price for our collections, 
which benefits everyone. But more on that 
some other time...

Anyway, back to the topic at hand - What 
would this Virtual Console do to our business? 
Was I going to be stuck with tens of thousands 
of dollars worth of games that were now 
worthless?

By the end of the weekend, after having 
seen people at the show purchasing items 
knowing the Virtual Console would be here 
soon, I had formulated what I felt like was a fair 
prediction on what would happen:
•  The Virtual Console would affect titles that 

were already popular - like Super Mario Bros 
3 or Donkey Kong Country - little if anything, 
causing their prices potentially to go down 
slightly.

•  The Virtual Console would affect titles that 
were relatively unknown or underappreci-
ated - like basically the whole Turbografx 
library - more significantly, causing their 
prices to rise.

•  Games with special packaging - like 
Earthbound - would rise significantly.

•  Games that were not available on the Virtual 
Console would be relatively unaffected by it.

With the benefit of hindsight, let’s 
examine what I was right and wrong about!

ALREADY POPULAR GAMES
My first assumption seems to have 

turned out pretty well.  When the Virtual 
Console came out, we were selling new 
copies of Super Mario Bros 3 and Donkey Kong 
Country for the exact same price that we sell 
them for today, and they were selling in about 
the same quantities that they do today.

My belief about this is that these games 
have huge quantities in their original format, 
and are the most known to casual gamers. We 
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have sold many a console to someone who 
wanted one or two games to play and that was 
it. Those games are almost always the games 
that were the biggest hits of their day - Super 
Mario Bros, Zelda, Sonic and Donkey Kong 
Country just to name a few - did not have any 
issue selling millions before.

In this case, the Virtual Console helps to 
add stability to the marketplace. If you don’t 
want to buy a console just to play one or two 
games, you can get them on the other console 
that you already own for cheaper than that. 
The people who want to casually play these 
games have a perfect option for them. This 
has held demand for the physical copies in 
nearly the same spot for the past ten years, as 
if prices doubled you could play the game for 
far less Virtually.

LESSER PRODUCED AND RELATIVELY 
UNKNOWN GAMES

This assumption also seems to have been 
accurate. When a new Virtual Console release 
comes out for a game that was more difficult 
to obtain, the price for the physical copies of 
those games has risen, often substantially.

Perhaps I’m mistitling this section by 
calling it relatively unknown, as a lot of games 
in this category were known, just simply not 
as mass produced as others. Super Metroid 
and the Final Fantasy series falls into this 
category to me, for instance.

Making these games available on the 
Virtual Console helped to ignite interest in 
them from people who may have forgotten 
about them or never heard of them to begin 
with. While seemingly every gamer has taken 
Mario or Sonic for a spin once in a while, there 
were a lot of us who had heard of Metroid, but 
maybe only played one of the games in the 
series.  [Full disclosure: I am one of them, 
having never experienced Super Metroid until 
recently.]

By putting these titles on the Virtual 
Console, not just is it more accessible to try 
them out, but it’s more likely you will see media 
reviews, hear a Podcast talking about it, or 
other things that get you interested in it.  In 
this case, my belief is that demand from those 
who don’t enjoy the Virtual Console experi-
ence goes up, as does demand from those 
who play the game, really enjoy it, and want to 
have a physical copy of their new discovery.

This seems to have worked out just like 
that. Demand for these games has increased, 
often significantly, from their pre-Virtual 
Console days.

GAMES WITH SPECIAL PACKAGING
Even before the Virtual Console came 

out, I was struck with the fact that games with 
unique packaging would have a huge demand 
spike if they saw Virtual Console release. My 
thought was specifically about Earthbound, 

a game I have been a huge fan of since I first 
discovered it at a rental store in [year of 
release], but had never seemed to attract that 
much attention in the US before.

And before anyone says that it has always 
been so in demand, I have vivid memories of 
buying loose copies from a local game store 
at $5.99 apiece and selling them through the 
GOAT Store at $9.99 before people rediscov-
ered it... and those titles would sit. By the time 
of itsame release on the Virtual Console, the 
price of the game had gone up, but the real 
spike was after it was released.

Since there has been a ton of articles 
written about Earthbound, I’ll simply say 
that I thought that a game with an oversized 
box, scratch and sniff cards, and a Nintendo 
Power-sized magazine instruction manual 
would be something unique that you couldn’t 
buy through a Virtual Console ever. I feel like 
current pricing bears that out.

GAMES THAT WEREN’T RELEASED
This one I totally got wrong.  Just totally 

and completely wrong.
First, there was some expectation that 

every game that was ever released for each 
system would come out before Nintendo 
actually started releasing their Virtual Console 
games.  I thought this was a silly hope, as 
things like licensing would be very difficult 
to overcome, and for a football game that 
was worth maybe a dollar before the Virtual 
Console, there was no way that it would make 
sense to try to relicense it all.

Additionally, we had tried to secure the 
rights to a relatively unknown Atari 2600 
game by this time to create a sequel for it, and 
we spent hours contacting people trying to 
negotiate an offer for an official sequel to it, 
and absolutely no one knew who might have 
the rights to it any more. Of course, since the 
2600 companies were much more aware of 
who was creating software for them (in large 
part because it was licensed for the console 
by those companies), but the ownership line 
would have been difficult to figure out. A 
publisher might close shop without selling 
their rights to someone else, and no one 
knows what happened to them, and no one 
even knows who is responsible for those 
rights.

Then, what about a company who was no 
longer working for the original company?  Rare 
by this point was making games for Microsoft, 
would they really want Nintendo re-releasing 
their library?

Today, it seems like this licensing issue 
is by far the largest issue that the Virtual 
Console ran into. When you have so many 
different parties, and while the cost to put a 
game on the Virtual Console might be low, the 
potential returns would also be quite low for a 
lot of these games, and it would stop people 

from creating them.
I expected these games would sit in 

relative obscurity, and their prices wouldn’t be 
affected much if at all. It turns out, since the 
Virtual Console, it has rekindled an interest 
in all of these items that has helped give sig-
nificant rise to their prices almost across the 
board.

I do believe that the Virtual Console is 
largely behind the resurgence of interest in 
retro gaming that we seem to have experi-
enced over the past 10 or so years. Gamers are 
discovering the wealth of great games that are 
available for these systems, and then learning 
more about those systems, and driving the 
demand for them up as they discover games 
that haven’t been put on the Virtual Console 
that look like they are worth trying, creating a 
story of discovery for items sort of like Indiana 
Jones discovering a lost artifact. Those of us 
with nostalgic memories hold onto the games 
that we love with the story in place. And the 
combination causes demand to rise.

Another reason that I think the Virtual 
Console is largely behind these price rises 
is that we have not seem similar rises from 
consoles that aren’t yet involved in the Virtual 
Console.

Atari 2600 games since the release 
of the Virtual Console have stayed almost 
exactly flat in pricing, and their demand 
has dropped significantly.  We sell less than 
half of the quantity of 2600 games today 
that we did ten years ago, even though we 
have significantly expanded our options and 
lowered prices. Early consoles before what 
the Virtual Console covers have all been like 
this - Odyssey 2, Intellivision, Colecovision 
and the Atari 5200 - have all fallen in demand 
(and pricing!) since the release of the Virtual 
Console.

Some might say that those systems are 
just older, and therefore the demand simply 
isn’t as high, but the similarly the Dreamcast 
has seen little demand increase beyond a few 
key titles in the past 10 years.  On the other 
hand, the N64 has started a resurgence in the 
past five years in particular.

IN CONCLUSION
So am I right about the Virtual Console 

driving a lot of this? I’m not willing to say 
that it is a definitive thing, as a lot of other 
factors such as the rise of Youtube, internet 
content, gaming conventions, more access 
to purchasing games online, and many other 
factors definitely played a role in it... but 
personally, I think that the Virtual Console 
played a hugely critical role to the modern 
resurgence of retro gaming, even if it never 
became what we expected from Nintendo’s 
first announcements.

That’s it for today!
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T he Unauthorized Atari 2600 Arcade 
Companion Volume 1 by Michael D. 

Saltzman is a book that you wouldn't 
find ever in a local bookstore.  But in the 
world where you can publish a book to 
go out to potentially only hundreds of 
readers.  This is a book that could have 
existed back in the day (or in the Ferg 
as one of my favorite podcasts calls it).

Using the late release Rampage as 
an example it talks about it’s debut in the 
arcades and it's development by Bally 
Midway in 1986, and its conversion by 
Activision in 1989.  It also makes mention 
of how Dwayne "The Rock" Johnson is 
currently in production on a new movie 
based on the game.  It covers the storyline 
of the game and moves into differences 
between the two games, arcade and home.

More detail on each game covers 
scoring, extra players, strategy and more.  
Overall analysis comes at the end of it and 
in the case of this game compliments the 
programmers on working with so little 
power on 2600 and still being able to reflect 
the original arcade game.

Cool good to read through in 5 quck 
chill sessions of reading, and a welcome 
addition to my video game library.  I'm 
looking forward to checking out his other 
books covering sports titles and his Street 
Fighter tied in memories.

Amazon.com/author/mikesalzman

Atari 2600 
Arcade Companion

BOOK REVIEW
by Old School Gamer

F lying at 30000 feet and I am 
bored.  My laptop won’t fit in my 

lap and my PSP Vita died.  And I can’t 
surf.  I can only type on my iPad. 
Whee....  Ryan is sitting next to me 
as we are heading to Las Vegas to 
the 2018 CES and he was reading 
and gave me something to do.  He 
handed me one of the the latest in 
handheld projects, the Raspi-boy.

When handed to me, the first thing I said 
is, “This is a Super Nintendo controller.”  Yeah, 
that’s for dang sure.  The screen is a small but 
just the right size and the brains of the unit is a 
Pi Zero.  The progress of modern technology is 
just incredible these days.  Soon we will have 
digital watches that we can make phone calls 
with and control our music and....oh wait, we 
already do. But back to the Raspiboy.  There 
are several units that I have played in the past 
that have more of either a PlayStation Vita or 
a Game Boy Advance feel to the controls.    But 
the way that this was created was just sheer 
brilliance.  It is the entire SNES controller 
to the exact feel and the screen is elevated 
enough that it doesn’t interfere with the 
controls.  

On the left side is a volume control and 
head phone plug.  In addition to that is an HDMI 
output and a mini HDMI for the power supply.  
When playing this, unfortunately, the audio is 
not that loud, so in order to get the full effect 
of the game, the best thing to do is wear head-
phones.  Check!  I had a pair with me.  

On the top of the unit is two USB ports 
that can be used to plug in external controllers 
so you can play Mortal Kombat with friends.  
The HDMI on the side helps with being able to 
export the image to a larger screen.  But I will 
be honest, when playing the SNES and certain 
arcade games, I just couldn’t see it in my heart 
to set the controller down.  The fact that it is 
a little slanted from the screen makes it even 
more enjoyable to play.  

On the back, is the power switch which 
feels a little weird when playing sometimes.  
When I was playing the games, I felt my finger 
bumping ino the switch one too many times.  
Extreme minor yet unimportant flaw.  Also 
located on the back is the standard monitor 
controls.  Very easy to get to and operate.  

Turning it on was really funny.  It plays 
a little video with sparkling graphics and the 
noise of the. PlayStation boot up screen.  Nice 
little nod to the classics.

The emulator 
software that 
is installed 
onto the 
unit is also 
e x t r e m e l y 
smooth.   It 
allows you 
to scroll 

through the various gaming machines.   And 
when you get through to the desired system, 
you are able to scroll down the list of games 
that you put on the system.  If you have an 
oversized list of games, you can use the top 
left or right button on the unit to page up or 
down.   (Note: All games tested are right-
fully owned by us for the testing.  Old School 
Gamer Magazine does not condone illegal 
downloading.  Any questions or informa-
tion needed about obtaining files is available 
on the Internet). Loading the games is even 
slicker.  By putting the games on a thumb 
drive in the respected folder, all you do is 
attach to one of the USB ports on the top and 
you are connected and it automatically loads 
the games into the respected system folders.  
Way easier than dragging and dropping 
through the folders in the system.  

This was originally a Kickstarter project 
which I am seriously kicking myself for not 
getting on board.  And normally I am all over 
the home projects.  Retro gaming is turning 
into an out of control virus that gamers want 
if they don’t have it .  More and more handheld 
and home systems are being created and 
becoming more and more impressive.

The Raspiboy is NO exception.  This is 
how the systems should be made.  Some of 
the minor complaints about the unit is the 
fact that even though the Mame portion does 
work, it just seemed a little slow on certain 
games.  It is best not to play anything newer 
than the SNES generation.. The speaker 
seemed a little flimsy I thought and wish there 
was a better cover for it.  And as slick as black 
is for the unit, I was wishing that there was 
some sort of design to represent that it was 
a retro unit.  But if you think these are a deal 
breaker, think again.  As of now, this is the 
best handheld unit I have played and was way 
cheaper than my PS Vita.  This is a must buy 
for Retro game lovers!!!!!

There are two versions of the unit 
available.  There is an already completed 
version for those who don’t know what they 
are doing or have no business holding a 
soldering iron, like me.  And there is a version 
that is a kit to let the home brew enthusiasts 
have a go at it.  I will be purchasing the kit and 
writing a blog and possible video blog about 
the process of assembly.  I can’t wait! 911 is on 
my speed dial and I am ready to go!

Raspi-Boy.Com

RaspiBoy
BY BRAD FEINGOLD
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S unny Southern California is the scene, specifically 
Pomona, CA, which seems to be the home of so many 

great things for the retro gaming community: Hyperkin, 
RetroBit, and the Retro City Festival.   This event in mid-
January (moving to the first weekend of January in 2019) 
is built by gamers for gamers, no doubt about it. This first-
time event (produced by people previously involved in other 
Southern California events), was an absolutely fantastic 
event and welcomed Old School Gamer Magazine with open 
arms!

Special guests at the event included Daniel Pesina, John 
Parrish, Anthony Marquez and Elizabeth Malecki, known better 
for their characters in Mortal Kombat (Scorpion, Johnny Cage, 
Jax, Kung Lao and Sonya Blade). There was an additional guest 
appearance that we brought along from Old School Gamer -  Billy 
Mitchell! Everyone involved with this event, including the special 
guests, were warm and approachable, making this a truly great 
event. The vendors were widespread from pixel art (and other 
original art) to a dozen or so different retro gaming stores that 

were well stocked, a competitive gaming school right next to us, 
and plenty more. This is a show that you need to spend at least 
spend a day at to do everything you need to do.

“Retro City Festival is a social interactive show that brings 
together the video gaming community and welcomes newcomers. 
California has a large retro gaming community, and It was them 
who put together Retro City Fest by contributing their collec-
tion of arcades, pinball, and historical artifacts to share with the 
attendees with the purpose to educating any new generation 
that wishes to learn about the history of video gaming” - Steven 
Torres, Founder and Chief Strategist, Retro City Festival.

As part of the over 40,000 square foot convention floor 
(expanding next year) was about half dedicated to exhibitors and 
the other half comprised of the arcade, console playing stations, 
and competitive gaming stage. Outside the event we were served 
by food trucks and an entertainment stage.  This whole event 
takes place on the grounds of the LA County Fairgrounds known 
as the Fairplex.

Old School Gamer will be back next year - See you all there! 

www.retrocityfestival.com

E V E N T  U P D A T E

Retro City Festival in SoCal
By Old School Gamer Staff

Billy Mitchell at the OSG booth, and  some pictures of the Retro City Festival
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P eople often ask me what they have 
to do to get a job making video 

games. If you asked me that today, 
I’d tell you I haven’t the faintest idea 
because the industry has changed so 
much from when I started. Ironically, 
when I was a young programmer just 
out of college, I was asking that same 
question, only it was more out of idle 
curiosity since I didn’t believe it could 
ever happen to me.

Video games were pretty new then. 
I can still remember them bringing the 
first video game into the game room of 
my student union. The year was 1973, 
my freshman year in college, and I was 
studying computer engineering. That 
first game was Computer Space. It was 
followed fairly rapidly by a succession of 
crude black and white “blip” games (as I 
call them because the graphics all looked 
like white blips on a black screen). Pong, 
Breakout, Tank and more. Crude as hell but 
we’d never seen anything like them before 
and people threw quarters into them like 
crazy. But to actually make one of these 

games? The earliest ones didn’t even have 
CPUs - they were hard-wired! And I didn’t 
know the first thing about electronics as a 
freshman.

Still, I’d always loved the idea of using 
computers to make games. I’d been lucky 
enough to have a computer at my high 
school, which was pretty rare at that time. 
This computer, a Monrobot XI made by 
Monroe Business Machines, looked like an 
L shaped desk with a typewriter. (It also had 
the dubious distinction of being featured 
in an episode of I Dream Of Jeannie, but 
that’s a whole other story.) The typewrit-
er was how you communicated with the 
computer. I was fascinated by this. A type-
writer that typed back at you, seemingly 
of its own mind. The first program I wrote 
prompted the user to enter information, 
then ridiculed their response with wise-
cracks and insults. I also wrote a Mad Libs 
program. It asked you for what it needed 
(noun, verb, proper name, etc.) , then 
inserted your choices and printed out the 
story. I was hooked on the entertainment 
value of computers. 

But video games? It was the “video” 
part that mystified me. I knew nothing 
about the process of drawing images on 

a monitor. Eventually, I learned a bit about 
elecronics, but by my junior year, video 
games all had CPUs and ran from software. 
And while I knew how to program, I lived 
in a world where students had to type 
their programs into machines called key-
punches which would encode a single line 
of code on a physical card a tad smaller 
than a legal envelope. We’d carry decks 
of those punched cards (which could get 
damn heavy!) to a computer center, drop 
them off and pick up a printout with the 
results the next day. There were no PCs - 
no CRTS for that matter. Some mainframe 
and mid-size computers had CRT displays, 
but the introduction of networked CRT 
terminals available for general use didn’t 
happen until I was leaving college. Basically 
I was “video-ignorant”.

That didn’t stop me from using 
computers for games. Once, I had to do 
a software project of my choosing, so I 
wrote a Gin Rummy program in Fortran 
on punchcards. I made 52 punchcards to 
represent a deck of playing cards, which I 
physically shuffled and stuck on the back 
of my program and it simulated a 2 player 
game, printing out the results. I found that 
extraordinarily exciting, I’m embarrassed 
to say.

So while somewhere in my brain it 
occurred to me that, yes, there are people 
out there making these video games - 
people who are computer programmers 
like me - it never occurred to me that I 
could be one of those people because I 
didn’t have the slightest idea how to do it, 
or know who was doing it, and the guys who 
were doing it must be geniuses who earned 
the right to have such an amazingly fun job 
through years of brilliance and proving 
themselves worthy, right? So I thought.

I eventually got my Bachelor’s Degree 
in Computer and Systems Engineering 
and my Master’s Degree in Electrical 
Engineering, but even with an advanced 
degree, I still never thought I’d be able 
to get paid to write games for a living. It 
seemed like an opportunity reserved for a 
special few, and I was certainly not special.

Q*Bert’s Dad, Warren Davis
AND HIS START IN THE VIDEO GAME INDUSTRY

By Warren Davis
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Monrobot XI computer by Monroe Business Machines
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I spent a couple of years working for 
Bell Laboratories testing new software 
for operator systems. (For you young-
sters, operators were people you could 
call by dialing “O” on your phone. Look it up 
on Wikipedia.) For a variety of reasons, I 
decided to leave that job in August of 1981. 

Here’s where it gets a little unusual, I 
suppose. Not only did I quit my job, I also 
made the decision to quit engineering. In 
some way, I felt I didn’t fit in to the button 
down engineering culture. I decided to 
become... an actor! Some backstory: I was 
introduced to acting in college by a good 
friend. I had no real interest in it, but he 
dragged me to an audition and I got cast. 
There wasn’t even a theatre department 
at my school, just a club. But after my first 
show, I was hooked. Didn’t matter that 
I had no training (or some might argue, 
skill). Standing up there for a curtain call 
was a rush that could only be described as 
comparable to the high of whatever recre-
ational drug you might fancy.

My Bell Labs job had me traveling to 
places for months at a time. So as I settled 
in to a city, I would find a local community 
theatre and get involved, usually per-
forming in a local production before I was 
yanked back to suburban Illinois. I even 
did some productions while I was living 
in Naperville. I would also go into Chicago 
on weekends and became very taken 
with one place I discovered that was like 
nothing I’d ever seen before… the Second 
City Theatre. There I discovered the art 
form known as Improvisation. I watched 
these performers in awe, enjoying the 
sheer ballsiness of what they did, while at 
the same time thinking… I could do that. 

So in 1981, as I quit my well-paying 
engineering job at Bell Labs, I made the 
choice to leave engineering entirely. I 
had convinced myself that I was not really 
like those engineering types. I related 
to theater people more. I moved into 
Chicago… a good move for me, as I’m a 
city boy, and the suburbs always felt just a 
bit out of my wheelhouse… and promptly 
went to the Second City Theatre and 
asked where I could go to learn Improv. 
They directed me to the Players Workshop 
of Second City, run by improv legend 
Josephine Forsberg. I enrolled in classes 
immediately. 

The program was a year long. I had 
some money I’d saved up from my Bell 

Labs job and I knew I could live off of it for 
a while, but not forever. As I began to live 
the life of an unemployed, untrained and 
possibly untalented actor, it occurred to 
me I should probably get a job. Over the 
next few months I went through a succes-
sion of low paying, yet flexible jobs that 
really didn’t require much skill. 

The first was with Encyclopedia 
Britannica. I was hired because of my 
smooth phone voice. (Those years of 
doing college radio apparently paid off.) I 
was assured that this was not a sales job, 
which was great because I couldn’t think 
of anything I’d like to do less than call up 
strangers and try to make them buy an 
encyclopedia. But within a few days, they 
decided they liked my phone presence so 
much they would promote me… to sales! I 
reminded them I only took the job because 
there was no selling involved, but they told 
me how much money I could make. Why, 
sell one set of encyclopedias a month and 
I’m rolling in dough! I tried it for two days, 
then quit.

There were other similarly pitiful jobs 
that didn’t work out. And so it was that as 
winter came upon Chicago, I found myself 
sneakily looking at the want ads in the 
Sunday paper for engineering jobs. I felt 
dirty doing it, as I told myself I had left 
engineering for good, but hey, I was only 
looking. I didn’t have to act on anything. And 
who knows, maybe there’ll be something 
interesting. In my wildest dreams, I never 
expected to see what I saw one particular 
Sunday right after Christmas. 

The ad said “Hardware/Software 
Engineers” in bold letters followed by 
“Electronic amusement game manufac-
turer … requires … Engineers to expand 
our Video Entertainment engineering 
staff.” I must have done a double take. It 
went on, “If you are up to the challenge 
of designing video games, please send...
resume... to Video Mania c/o D Gottlieb & 
Co.” That couldn’t be right. Any schmo off 
the street could apply to be a video game 
creator? I thought about it a long time. 
On the one hand, I always thought making 
video games would be a dream job. On the 
other hand, it could be like going back to an 
“engineering” environment. But on the first 
hand again, it could be a creative outlet, 
much like I was finding improv to be. On 

that other hand though, I wouldn’t have as 
much time to study and perform. Back on 
hand number one, I’d be making a full time 
salary again. And yet on the other hand, it’d 
be a long commute out to the suburbs. And 
so it went.

I finally decided to answer the ad. After 
all, they might be deluged with resumes 
and mine might never be seriously consid-
ered. I wrote a very informal cover letter 
which expressed almost no real interest in 
the job. The subtext was basically, “Here’s 
my resume. Whatever.” I went out of my 
way to make it informal and un-business-
like. My reasoning was that if they were 
looking for some button-down by-the-
book engineer, they weren’t a company I’d 
want to work for. 

Within a few days – right after New 
Years 1982 – I got a letter back from them 
inviting me to come in for an interview. 
Yikes! Now what? So much for my resume 
getting ignored. I decided to set up the 
interview because I truly wanted to get a 
glimpse inside the place where dreams 
(well, video arcade games anyway) are 
made, but I told myself there was very little 
chance they’d want me, and even if they 
did I didn’t have to take the job. 

The interview was the first week of 
January. I drove out to a suburb of Chicago 
called Bensenville, next to O’Hare airport, 
to an area consisting exclusively of indus-
trial buildings. The non-descript one I was 
looking for was 759 Industrial Drive. The 

The initial ad that Warren Davis answered



Warren Davis is a classic videogame creator best known 
as the designer and programmer of the original Q*bert 
arcade game. He also co-designed and programmed Us. 
Vs. Them, an innovative laserdisc title featuring scenes 
with live actors interspersed with sci-fi combat gameplay 
composited over actual flying footage. His other titles in 
the arcade industry include Joust 2 (for Williams), Lotto 
Fun (for HAR Management), Exterminator (for Premier 
Technologies), and T2:Judgement Day and Revolution X 
(for Williams/Bally/Midway). He was a pioneer in the use 
of digitized video. His WTARG system was used in many 
of Williams’ most successful games, including NARC, 
Hi Impact Football, the Mortal Kombat and NBA Jam 
series’, T2, Revolution X, and more. 

In 1995, Warren moved to Los Angeles to work for Disney 
Interactive on a variety of home titles. For a short time, he was an Imagineer with Walt Disney 
Imagineering. After Disney, he worked as a senior programmer on the console game Spyro: 
Enter the Dragonfly, and programmed an edutainment title, The Lunar Explorer, which allows 
users to interactively explore any part of the moon either from space or on the ground using 
actual topographic data. He spent some time as an R&D Engineer at Industrial Light and Magic 
working on previsualization software for movies, and is currently a software consultant.
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sign outside had a familiar logo… Gottlieb 
Amusement Games, makers of pinball 
machines that I’d played in my student 
union’s game room. I was dressed casually 
– again, I didn’t want to seem corporate, 
and if they didn’t like me dressed this way, 
then it was back to the city and unemploy-
ment and improv class.

On the way to the front door, I passed 
a large round man with a gruff voice who 
stopped me and asked, “You here for an 
interview?” I answered yes and he said, 
“Watch out for that Waxman. He can be 
a real pain in the ass.” I wasn’t sure what 
to make of that so I just nodded and went 
inside.

The first person I met with was a 
middle manager named Bill Jacobs who 
thoroughly looked like a middle manager. 
Suit and tie. Not a good sign. He was 
very friendly and pleasant, though, and 
he gave me a tour. There weren’t a lot of 
people working there at the time, and the 
manufacturing plant, which was by far the 
largest part of the building, was empty 
as there were no games being produced 
at the moment. I learned that this was 
basically a start-up. The main part of the 
company, the pinball division, was in North 
Lake, another suburb about 8 miles away. I 
met a couple of artists, who I immediately 
liked. They had a relaxed casual vibe that 
made me want to work there, and I met a 
few programmers, some of whom had that 
same vibe, but others did not. One pro-
grammer in particular started talking to 
me in “programmer-speak”, all acronyms 
and technical jargon – a quality I’ve always 
despised. Sure there are times when you 
need to talk to a colleague in shorthand, 
but when you’ve never met someone 
before, I find that English works better. It’s 
best not to assume that everyone knows 
the same acronyms as you.

So there were pluses and minuses. 
Another plus was that it was a small group, 
definitely casual and relaxed. But the 
minus was that almost no one had a private 
office – it was more like a bullpen. Not 
even cubicles. Just worktables sprinkled 
around a big room.

My last interview was with Ron 
Waxman, the VP of Engineering. This must 
be the infamous Waxman I’d been warned 
about at the door. For this interview I 
was ushered into the conference room. 
Waxman was sitting at the head of a long 

table. I immediately recognized him as 
the man outside who’d warned me about 
Waxman, and I was about to learn he 
wasn’t kidding. I sat on the other end of 
the table, as far from him as possible. 
Waxman was a very large man, exceeding-
ly large, and I’m not referring to his height. 
He had short black hair and a Van Dyke 
beard. He also had a very gruff demeanor 
and when he spoke, every word screamed 
his apparent contempt at your existence. I 
wasn’t nervous, though, as I still believed 
that walking out of here without a job was 
a perfectly acceptable and maybe even 
the desirable outcome. Our conversation 
went something like this:

 Waxman: So… what makes you think 
you can make a video game?
 Me: Uh, well, I don’t know if I can. I’ve 
never tried before.
 Waxman: Why’d you leave Bell Labs?
 Me: Mostly because I was tired of trav-
elling for months at a time to different 
cities, getting settled in, making 
friends, and then having to come 
back to Illinois. Also, they told me my 
job would include both hardware and 
software development, but it actually 
included neither. And when I had a 
chance to do some hardware and 
software development, they wouldn’t 
let me stay on that project.

 Waxman: Do you think you’re smart?

Me: I don’t know. I get by.

 Waxman: Do you have a computer at 
home?

Me: No.

 Waxman: Why not?

 Me: Well I use them at work. I’ve never 
really needed one at home.

And so on it went. Every question seemed 
to have a subtext of contempt for my 
existence, but all my answers were calm 
and as honest as I could make them. I left 
pretty convinced he hated my guts and I 
was not getting this job. So it goes. Back 
to improv.

I was genuinely shocked when I got 
the offer letter a couple of days later. 
And yet I agonized over whether or not to 
accept the job! The only reason I eventu-
ally did accept it was the knowledge that 
I could quit any time if I thought it wasn’t 
working out. I have to laugh at what a 
moron I was. Taking that job was one of 
the best decisions I’ve ever made in my 
life. It literally changed my life.

Still, I continued to study and perform 
improv for quite a while. After all, it’s 
always good to have a backup plan.
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T he original NES (Nintendo 
Entertainment System), or 

Famicom in Japan, is one of the most 
popular gaming system ever made, and, 
as a result, is the most written about 
console system.  There are dozens of 
books about the system, it’s games, 
it’s re-release as a Mini unit, and more!  
But none of them that I have ever read 
has covered the “oddities”, as Jeffrey 
Wittenhagen has called them, and he 
has covered them very well in his new 
book that was “Kickstarted” in 2017 
(and available now to  the general 
public.

This book is a follow up to his “The 
Complete NES: Officially Licensed US 
Releases”, which was published in the same 
manner in 2015.  That book covered all of the 
games that most people are familiar with, 
including the rare games that were licensed 
but didn’t sell well or were on the market for 
no more than a couple weeks (in at least one 
instance).

Thus this book was a perfect follow-up 
to cover the remainder of all things NES. 
While the games covered in the first 
section, Unlicensed Games, mostly didn’t 
sell well (with the exception of the Tengen 
releases during Atari’s fight with Nintendo 
on licensing), there is some really cool stuff 
in there mentioned that I want to be able to 
play someday.  As Jeffrey says, “typically 
these games are regarded as being poorly 
programmed, however as you will see as 
you read, not all of these games are bad.”  
Each entry in this section (as well as the 
PAL, International Unlicensed and Japanese 
exclusive release sections ), has details 
regarding the year, developer, and publisher, 
as well as a nice box shot photograph and a 
screen shot of the actual gameplay.  A total 
of 90 games are chronicled in this way. 

The PAL, International Unlicensed, and 
Japanese release sections are is very similar 
in nature, but the games are were ones not 
released in the USA, with 45 releases in 
the PAL-only areas and 66 in Japan.  The 
International Unlicensed Exclusives includes 
titles between the three publishers that were 
located in Australia, Spain and Taiwan.

There are also excellent sections con-
taining Nintendo “Holy Grails”, such as com-
petition cartridges, store displays, and more!  
He also covers variant boxes/cartridges, the 
Nintendo Vs. and Playchoice arcade systems, 
Famicom highlights and others.The detail in 
this book is absolutely fantastic!

The last third of the book goes into 
the Homebrew Revolution, starting out 
with some great editorial and history of the 

Homebrew market and explains why  the 
NES is still the top place for programmers 
working on exciting releases (especially on a 
30 year old system)!  They give these games 
the same treatment as the earlier ones in the 
book, with a full description, pictures, and 
details. Must read sections for me include : 
Armed for Battle, Beerslinger (because of its 
improvement on the Tapper genre), Leisure 
Suit Larry (played back in the DOS days), and 
Quadralords (fan of Warlords).

Check out more information on 
this beautifully-printed and -bound 
book at www.hagensAlley.com.  w 

www.hagensalley.com

NES Oddities  
& The Homebrew 

Revolution
BOOK REVIEW

by Old School Gamer

Retro World Series and Old School 
Gamer are now working together to 

benefit the retro gaming community.  The 
Retro World Series was founded in 2015 
by Hal Hawkins to build a competitive 
esports gaming competitive network for 
those that want to experience classic 
gaming at its finest. And Old School 
Gamer Magazine launched in 2017 by Ryan 
Burger has blitzed the retro community 
with its first 2 issues already being 
distributed at half a dozen retro gaming 
expos in its first 6 months of existence.

"Before Old School Gamer launched I 
was able to see the Retro World Series in 
action down in Texas and was excited about 
the professionalism and organization that I 
saw on the gaming floor at the expo, and 
knew that if my plans went forward for the 
magazine, this was someone I wanted to 
work with" says Ryan Burger Publisher of 
Old School Gamer.

“We’re excited to partner with a 
magazine so dedicated to retro gaming. 
Our agreement is tailored to benefit retro 
gaming fans, so that you have access not 
just to retro gaming competition, but to 

learn about retro gaming’s past and future.”
Old School Gamer will be promoting 

RWS appearances, highlighting its com-
petitions and more and RWS will be 
spreading the word about its official retro 
gaming magazine partner, Old School 
Gamer. Look for more news from each of 
them at OldSchoolGamerMagazine.Com 
and RetroWorldSeries.Com.

.

www.retroworldseries.com

Official Retro Gaming Magazine for the RWS



A s Thanksgiving ends, the Christmas 
holiday season chaos begins. So 

many different things happen; not only 
on the day of Thanksgiving, but the days 
following as well. People continue to stuff 
themselves with leftovers, football games 
are watched, ridiculously long lines form 
at stores for the biggest Black Friday 
deals, even though many of them open on 
Thursday these days. People hang their 
Christmas decorations and video games 
are auctioned off. Wait! What?

The pavilion at Adventureland Park in 
Altoona, IA is transformed from a banquet hall 
into a giant arcade, where hundreds of used 
(and sometimes new) video games and pinball 
machines are auctioned off starting at $1, with 
some reaching thousands of dollars!

The same type of auction happens again 
at the same location in March. The auction at 
the beginning of the year is normally during 
the Easter weekend and that reigned in great 
profits.  As a result, they will keep the Easter 
sale timeframe.

This year’s auction marks the 30th 
Thanksgiving that Tom Rhoades, who is the 
owner of the Arcade Amusement Auctions (and 
also a traveling carnival owner and operator) 
has been holding these auctions.  His very 
first auction was held at a roller skating rink 
and it was a great success. There were about 
160 pieces auctioned off and he did the entire 
auction by himself.

“Everyone was so impressed,” Rhoades 
mentioned, “and they had so much fun that they 

were telling me, ‘you need to do this and that’ 
in order to have a more successful event. And 
we batted it around until I started it. We started 
to do this in September and then we had a 
Thanksgiving sale as well.   But now we  no 
longer do the September sales.”

Individuals from around the Midwest, 
including business owners, home owners, and 
collectors are allowed to bring their old games 
to the pavilion to have them sold at auction. 
The variety of products that came through 
the door was incredible.  This year brought in 
full sized arcade games, pinball machines, 
dart boards, ticket redemption machines, 
pool tables, jukeboxes, mega touch machines, 
bar top arcades, cocktail machines, arcade 
parts, a bus, truck and even a 2006 Harley 
Davidson.  The automobiles were more of the 
exception; their presence was probably due to 
condition.  

A main concern from people who buy 
arcade games is condition.   Do the controls, 
monitors, power supplies, and/or PCB boards 
work?   This really becomes a gamble, since 
everything that is up for auction is “as is”.  When 
the games are brought in, they do have people 
there who attempt to test the machines, and, if 
possible, fix them on the spot.  But there were 
so many games this year that it was a challenge 
to keep up.  There were over 650 items brought 
in for auction, which started at 10AM and lasted 
until 6:30PM!

There was such a wide variety of games 
that bidders had a multitude of options from 
which to choose. There were classic machines 
like Pac-Man, Dig Dug, Space Invaders, Mario 
Brothers, Popeye and Missile Command. There 
was also a wide variety of arcade classics from 

the 90’s and forward, such as Guitar Hero, Killer 
Instinct 2, Die Hard, Mortal Kombat and Hydro 
Thunder. Finally, there was a large contingency 
of newer games. One of the newest games for 
auction was a Golden Tee Golf 2017 machine. 

The one type of machine that kept 
appearing at this auction more frequently 
through the years is the “Multicade”. These can 
be older, modified cabinets with new joysticks 
and monitors, or brand new construction that 
can house 60-1 PCB’s, or up to (and including) 
PC-based all-in-one game machines. The 60-1 
PCB boards contain a wide range of games, 
such as Donkey Kong, Pac Man, Mr. Do, Frogger 
and Donkey Kong Jr.  Depending on the type of 
board you purchase, you can go into the PCB 
jumper settings and turn off certain games. So, 
if there is something you know you will never 
play, you can remove it from the menu. 

Occasionally a customer will purchase a 
pinball machine or video game at this auction, 
play it for a couple years, then eventually 
want to get rid of it.   They can always turn to 
Facebook or Craigslist to try to sell their 
machine. But a great option is to bring it right 
back to the auction it came from! There is 
always a great audience of buyers likely looking 
for that particular machine. 

  “The thing that I stress at my auctions is 
that the sale is never final,” added Rhoades, 
“meaning, you might come here today, and it 
doesn’t matter what you purchase…later, when 
you are tired of it, you can…bring it back.  I have 
been here 30 years, and you are not going to 
be stuck with the piece.  If you come this year 
and buy an Offroad for $400, you can probably 
bring it back it in four or more years and get the 
$400. It’s a good investment.”
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30 Years of Arcade Auctions in Iowa
By Brad Feingold

A R C A D E  G A M E  C O L L E C T I N G 
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A long time ago, in a.… 
wait, wrong movie...Another 
video game documentary 
has surfaced, but what is 
nice is that it’s not about 
competition or egos.  And 
I do want to point out that 
egos are NOT a bad thing 
during competition.  All 
the people that I have been 
exposed to within the docu-
mentaries are really great 
people.  But this one is just 
about life.

The King of Arcades 
tells the story of Richard 
Knuckelz and how his love 
for video games started 
with “Space Invaders” and 
“Super Monaco” at a local 
bowling alley and has never 
stopped.   Now,  the movie is 
NOT about his world record 
for Space Invaders which 
is extremely impressive, 
but how he got through the 
rise and fall of the arcade 
industry.  This was his story.

After a brief history 
of video games with Ralph 
Baer, the father of video 
games and Nolan Bushnell, 
the co-founder of Atari, 
and even a little history of 
Buckner and Garcia, who 
recorded an album that was only about 
video games called “Pac-Man Fever”, we 
follow the story of Knuckelz and how 
he started his arcade in the corner of 
a strip mall.  We then learn about how 
he started the Kong Off tournaments he 
created and when the nation found out 
about it with television and magazine 
exposure.  This brought people from 
all over to see the great arcade.  He 
was taking his time to setup 20 Donkey 
Kong machines for the Kong Off 1 in 
New Jersey.  And all of the machines 
were flawless. 

He doesn’t just take the games 
and dust off the machines though.  

He will completely gut the machines 
and repaint them and make them look 
like the games were just pulled off the 
assembly line.  He is an extreme stickler 
to the details and the work pays off.

Not only a video game lover, 
but also a singer for a band Knuckle 
Sandwich.  We do get to have a little 
history and also a reveal that his band 
did the theme song for “Man vs. Snake”, 
which will be reviewed at a later time. 

But then we learn about how he 
had to shut down the arcade and pack 
everything up.  One of the saddest 
moments was when Faith, his youngest 
daughter was asking what happened to 

all of the games.  Hearing 
the story about how she 
grew up in the world of 
the arcade and then it 
was gone was just heart-
breaking, just because 
that was something that 
was a strong part of her 
life.

But life didn’t stop 
there.  It was more of a 
door opening to a new 
game room.  He continues 
to restore video games 
to their original form 
and was featured at the 
Smithsonian Institute.

Now, there is a lot 
more to this dvd that I 
really loved.  In the bonus 
features, you get to see 
an hour of where is he 
now segment.  We get to 
see a large portion of his 
collection that still needs 
to be worked on as well as 
seeing his current arcade 
that is open.  

Knuckelz takes time 
and pride in what he does 
and this is narrated in a 
very creative way.  Again, 
there were no ego stories 
to talk about.  It was just 
gamers getting together 

and playing what they love the most, 
video games.  

With special appearances from 
famous gamers such as Tim McVey, Billy 
Mitchel, and even Walter Day, “The King 
of the Arcades” is yet another video to 
add to your collection if you love video 
games and the histories.

On a side note, watch the credits 
at the end of the movie to see his band 
do a rendition of “Pac-Man Fever” with a 
special appearance by Billy Mitchell.  Its 
awesome!!

www.kingofarcades.com
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King of Arcades 
NEXT UP, PICKS UP AFTER KING OF KONG

By Brad Feingold

V I D E O  G A M E  M O V I E  R E V I E W
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W elcome to the third installment 
of Brett’s Old School Bargain 

Bin, where I direct you to games worth 
playing that won’t send you to the poor 
house.

This time the spotlight is on the Atari 
2600 version of Mouse Trap, which is 
good despite its shortcomings, and Ms. 
Pac-Man: Maze Madness for the Nintendo 
64, which is more expensive than most 
games this column will cover since 
desirable N64 carts tend to be a little 
pricey. Both are from one of my favorite 
genres: the maze game.

MOUSE TRAP ($5 CART ONLY,  
$10-15 COMPLETE) - ATARI 2600

Publisher: Coleco
Developer: Coleco.
Maze, 1 Player, 1982

Based on the 1981 Exidy coin-op 
game, Mouse Trap, not to be confused 
with the popular board game of the same 
name, features one of the oldest rivalries 
known to man. You are a mouse, and your 
enemies are cats. Your job is to maneuver 
around a maze, eating all of the cheese. 
When all cheese is gone, you move on to 
the next maze, which is the same in design.

As you gobble up pieces of cheese, 
which are like the dots in Pac-Man, cats 
will give chase and try to bite you. Luckily, 
if you have any bones in your stockpile, you 
can temporarily turn the tables on them by 
morphing into a dog (who barks convinc-
ingly), similar to eating a power pellet in 
Pac-Man. In each maze you will find four 
bones that you can gobble up to add to 
your arsenal and use at any time with a 
quick press of the fire button.

Situated on the walls of the maze 
are eight doors. By holding down the fire 
button, you can open or close all of the 
doors simultaneously, allowing you to 
gain access to certain areas of the maze 
and close off other areas to trap the cats. 
Unlike the original arcade game and the 
near-perfect ColecoVision port, there are 
no color-coded (red, blue, yellow) doors 
you can manipulate separately with color-
coded buttons (three lighted buttons on 
the arcade game, three keypad buttons 
for the ColecoVision version). Since the 
doors lack color, they flicker to differenti-
ate them from the walls. 

The lack of color-coded doors is 
because, as fans and detractors of the 
console well know, the 2600 only has 
only one button on the joystick. The 2600 
game, which has a flattened rectangular 
playfield instead of a square, is missing 
some other features as well, including 
bonus point prizes you can grab within 
the maze, the zigzagging hawks that 
disrupt your pathways, and the IN box at 
the center of the maze that will warp you 
randomly to one of the four corners of the 
maze. This last absence is inexcusable 
because Wizard of Wor for the Atari 2600 
has a similar feature that works just fine.

Even with these shortcomings, 
Mouse Trap manages to do what so 
many Atari 2600 games have achieved: 
capturing the essence and much of the 
fun of the original game, despite some 
obvious differences, including in the case 
the lack of in-game music and just three 
cats in the maze (as opposed to five in the 
ColecoVision game and six in the coin-op 
version). The cheese-gobbling, cat-dodg-
ing, door-opening/closing action is solid, 
and, while the graphics have been simpli-
fied, the cats, dog, and mouse are recog-
nizable as such and relatively cartoonish 
in appearance.

One thing this game does have that 
is lacking in other versions (including the 
Intellivision port) is an option that allows 
you to play the game with invisible mazes, 
cheeses, and bones by setting the color 
switch on the 2600 console to B/W (yes, 
there was a time when many Atari owners 
played their games on a black-and-white 

television set). Clearly (or not so clearly, 
given the invisibility), this feature adds 
another level of challenge to the game.

All in all, Coleco, a company that 
was often accused of purposely making 
bad ports for other consoles to make the 
ColecoVision look better, did a good job 
bringing Mouse Trap to the VCS. It’s been 
stripped down to the essentials, but it is 
still fun and challenging to play.

MS. PAC-MAN: MAZE MADNESS  
($10-$16 CART ONLY, $40-45 
COMPLETE) - NINTENDO 64

Publisher: Namco
Developer: Mass Media

Maze, 1-4 players (simultaneous), 2000
At the turn of the century, Ms. 

Pac-Man got a facelift and a brand new 
series of adventures with Ms. Pac-Man: 
Maze Madness. Pac-Land is under attack 
by Mesmeralda, a horrible witch who 
has turned the Enchanted Castle into a 
ghost-ridden haunted house. Adding to 
the misery is the disappearance of the 
Princess.

Thanks to Professor Pac and his 
nifty Pactrometer, Ms. Pac-Man can pass 
through the force fields separating the four 
Wonders of Pac-Land: CleoPactra, Pac 
Ping Harbor, Crystal Caves and Haunted 
Halloween. To save the day and prevent 
darkness and chaos from spreading, Ms. 
Pac-Man must find retrieve one Gem of 
Virtue (Truth, Wisdom, Generosity and 
Courage) from each of the four lands.

Ms. Pac-Man: Maze Madness gives 
you a three-quarter perspective, top down 
view of each of the game’s 180 scrolling 
mazes. There is much to do in each land. 

Maze Edition:
MOUSE TRAP AND MS. PACMAN

By Brett Weiss

Screen Shot of Mouse Trap on Atari 2600
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As you guide gaming’s first lady around the 
pathways, you must eat all the Pac-Dots, 
search for hidden areas, and collect 
cherries, strawberries, peaches, and 
other fruits. You must also contend with 
Inky, Blinky, Pinky, and Sue, ghosts who 
follow you around and make your journey 
difficult. To temporarily turn the tables on 
your foes, you can eat one of several power 
pellets, which temporarily make you invin-
cible and let you gobble the ghosts.

In addition to ghosts, you must 
also contend with other maze-roaming 
enemies and a number of obstacles 
new to the Ms. Pac-Man universe. These 
include sphinxes, alligators, centipedes, 
hellhounds, falling boulders, ice corridors, 
bolts of lightning, and nitro boxes, among 
other things. A number of puzzle elements 
have also been included, such as opening 
and closing switches and gates, pushing 
buttons, finding keys to unlock doors, 
and pushing moveable blocks to access 
areas. Other elements of gameplay 
include moving platforms, warp portals, 
and popper pads (for jumping). Despite all 
the activity, no buttons are used in regular 
play, only the control pad or stick.

Ms. Pac-Man: Maze Madness also 
features an assortment of multi-player 
games. Dot Mania is a race to see who can 
be first to eat 80 Pac-Dots. If you get hit 
by a ghost, you lose ten dots. You can grab 
moneybags to make other players lose 
dots, don sneakers to run faster, dash chili 

pepper to burn other players and gobble 
cake to become big and indestructible. 
You can even generate lightning to shock 
other players.

In Ghost Tag, players begin the game 
as ghosts! When you see the Ms. Pac-Man 
icon, try to get to it so you can become 
Ms. Pac-Man. Once you assume the role of 
the feminist dot-gobbler, begin munching 
Pac-Dots as fast as you can. If you are a 
ghost, try to catch Ms. Pac-Man so you 
can turn into her. The first player to eat 50 
Pac-Dots is the winner.

Dr. Bomb randomly chooses a player 
to hold a bomb that counts down from 30 
seconds. To get rid of the bomb by passing 
it to another player, simply tag that player. 
When the timer reaches zero, whoever has 
the bomb gets blown up; bombed players 
turn into ghosts. When you’re a ghost, 
you can maneuver around the maze and 
block other players. The winner is the last 
non-ghost player.

Like Pac-Man World for the 
PlayStation, Ms. Pac-Man: Maze Madness 
(which also hit the PlayStation and 
Dreamcast) is a delightful, expansive take 
on the Pac-Man universe. It has smooth, 
simplistic controls, colorfully cute 3D 
graphics, and tons of levels. The levels are 
short and there are save points galore, so 
you can play the game for a few minutes 
at a time or for a couple of hours or more.

The many puzzles in the quest mode 
(the primary portion of the game) are fun, 
but they are very easy to figure out. Unless 
you are a younger or less experienced 
gamer, you will rarely get stuck in a level. 
Also, the dot-munching, enemy-avoiding 
action is easy and lacking in intensity; you 
are rarely overwhelmed, and once you eat 
a monster, it won’t come back (unlike the 
original game in which enemies return 
after a few seconds). The quest mode 
is fun, but lighthearted and not quite as 
challenging as some veteran gamers will 
require.

Where Maze Madness truly shines is 
in its multiplayer games. Ghost Tag is a 
fun and crazy game that will keep you and 
your friends laughing. It’s a hoot when a 
group of ghosts are together and different 
players keep turning into Ms. Pac-Man. 
Dot Mania and DA Bomb are fun as well. All 
three games will rev up your competitive 
spirit while greasing up your funny bone.

The original arcade Ms. Pac-Man, 
one of the most popular video games of 
all time, is also included in the package. 
As you probably know, the game features 
four different non-scrolling, 2D mazes, 
each of them filled with Pac-Dots that you 
must eat. For bonus points you can gobble 
one of four Power Pellets in order become 
invincible and turn the tables on your 
enemies, those four pesky ghosts. You 
can also munch fruit treats that bounce 
around the mazes. When you clear a maze, 
you move on to the next. Classic. 

Brett Weiss - A full-time freelance writer, Brett Weiss is the 
author of the Classic Home Video Games series, The 100 
Greatest Console Video Games: 1977-1987, Encyclopedia of KISS, 
and various other books, including the forthcoming The SNES 
Omnibus: The Super Nintendo and Its Games, Vol. 1 (A–M). He’s 
had articles published in numerous magazines and newspapers, 
including the Fort Worth Star-Telegram, Game Informer, Classic 
Gamer Magazine, Video Game Trader, Video Game Collector, 
Filmfax, Fangoria, and AntiqueWeek, among others.

Screen Shot of Ms Pacman Maze Madness
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I n last issue’s article, we went over a time 
that was both magical but tumultuous 

for the video game & arcade industry – the 
height of the Golden Age of 1980-83. There 
were more important releases to cover for 
an overview article like this than we could 
fit into print, so the rest of the 80s were 
left for now.

That brings us to 1984. That was popular 
as a political book but also was a paragrim 
shifting year for video games as Japanese 
companies began to truly make their mark on 
every aspect of the industry. The crash that 
had taken place in 1983 badly damaged the 
reputations & sales of American companies, 
who had bled out millions of dollars instead of 
making them. This resulted in many individu-
als & companies leaving the game business 
to pursue other opportunities. For the 800lb 
gorillas that had been dominating for the past 
decade, massive changes would also take 
place.

In June, Warner Communications would 
end up selling most of Atari Inc. to Jack 
Tramiel, former CEO of Commodore. Warner 
maintained control over the arcade division, 
now named Atari Games while the home 
division would begin a strong focus on 16-bit 
computing with the Atari ST line (the Atari 
7800, designed by Ms. Pac-Man creators GCC, 
was ready for a release but would end up being 
delayed for two years thanks to this sale). 

Despite these seismic shifts, the Atari 
logo would still grace two iconic titles this 
year: Marble Madness & Paperboy. Both of 
these games offered creative & fun gameplay 
with their own sides of quirk that would 
influence gamers for years to come. The 
former game also fits into this month’s theme 
of maze games, albeit offering labyrinth type 
play in a much more abstract format than 

what people were used to. As game designer 
Mark Cerny’s first big hit, MM also would win 
honors for being the first arcade game to 
use true stereo sound and it introduced FM 
synthesis. This would introduce gamers to 
an incredible world of audio that became a 
distinct mark of music in the 80s as many 
other arcade titles and game consoles would 
follow in these footsteps. There were several 
other Atari titles that were released or infa-
mously canned this year (such as The Last 
Starfighter) but the company did show it still 
could tough things out.

Midway/Williams/Bally Sente wasn’t 
faring much better after watching sales drop 
from the best selling arcade games of all 
time to something more ‘normal’. Despite the 
bubble burst hitting their bottom line, they 
managed to produce about 2 dozen arcade 
titles in 1984, more than Atari did. That said, 
most are not often included on top game lists. 
Hat Trick would capture a bit of attention 
thanks to it’s simple but fun gameplay; Snake 
Pit tapped right into 
the veins of Indiana 
Jones (without the 
license); Root Beer 
Tapper brought 
the incredible fun 
of Tapper into kid-
friendly venues; 
and the end of the 
line was reached for 
Midway’s Pac-Man 
deals with Namco in 
the cutesy platformer 
Pac-Land. 

Other American 
companies would not 
be so lucky and while 
they managed to 
keep the doors open, 
they did not release 
anything that would 
turn their fortunes 
around – namely 
Cinematronics & 
Exidy. The only title 
that Exidy would 
release to cause any 
kind of stir in the 
post-crash market 
would be Chiller in 
1986. It didn’t get 

people talking because it was a good game, 
it was more about the shock value caused by 
wanton gore. 

Those that would take advantage of the 
American stumbles would be the Japanese. 
What began as humble operations would 
quickly become multi-million dollar jugger-
nauts. Capcom came in with guns blazing on 
1942 (which would be the first arcade game I 
would add to my own collection in 2000); Irem 
would convert the popular home computer 
game Lode Runner into an arcade, finding 
huge success with it in Japan; Konami would 
continue to raise their profile with games like 
Circus Charlie, Road Fighter and Time Pilot 
‘84; Namco decided that they could do ok 
without licensing everything to someone else 
and came out with games like Galaga 3, Super 
Xevious and The Tower of Druaga; Nintendo 
would launch their opening salvo onto the 
wide game market by the sneaky introduction 
of the NES into arcades via their VS. hardware 
system while throwing an upper-cut with their 

This is an update & re-write of an 
original article that was published on 

ArcadeHeroes.com on June 27th, 2012 
entitled ‘40 Years Of Arcade Games’.  

You can still read that post here: 
http://arcadeheroes.com/2012/06/27/ 

40-years-of-arcade-games/

45 Years of Arcade Gaming: 
1984-1989

By Adam Pratt
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Punch-Out!! and Super Punch-Out!! games 
while Sega & Taito would churn out game after 
game to keep operators happy. 

However, the real shift for arcades in ‘84 
would come from Data East & Irem. While the 
market had stumbled and laserdiscs ended 
up going nowhere, people were still looking 
to spend their entertainment dollars on the 
right games. Data East and Irem found that by 
tapping into the new craze of karate movies, 
bolstered in great part from films like The 
Karate Kid. Data East would release the 1-on-1 
Karate Champ while Irem had Kung Fu Master. 
For operators hoping that developers still had 
it in them, these games made a difference in 
bringing interest back to their venues.

That brings us to 1985. This is the year 
that home gamers would be rewarded with 
releases like the NES game console to the USA 
but arcades still were able to flex their supe-
riority around. For the American side, Atari 
Games would not have nearly as much output 
as they used to but they managed to cause a 
stir with Ed Logg’s Gauntlet, a 4-player fantasy 
adventure co-op game that hearkened back 
to Atari’s multiplayer games of the mid-70s. 
It would serve as one of Atari’s last mega-hits 
for a while and showed how an RPG style game 
could be done in the arcade format. Midway 
also released very few titles compared to 
previous years but they were able to produce 
games like Brian Colin’s Sarge, an innovative 
game that is thought of as a predecessor to 
real-time strategy games.

With previous years being the “engine 
revving” for the Japanese arcade sector, 1985 
is when they would begin to burn rubber. While 
Nintendo would begin to shift their focus away 
from the arcade industry in favor of their NES 
game console, they still did support their VS. 
arcade hardware as it was a great marketing 
tool to say that with the NES you were bringing 
the arcade home. 

Capcom would create influential titles 
like the tough-as-nails Ghosts’n Goblins, 
and one-man-army macho man titles like 
Commando & Gun Smoke. Data East wouldn’t 
have quite a new hit as they did with Karate 
Champ but the boxing game Ring King would 
pull out some respectable numbers. 

Irem also found the same dilemma this 
year in trying to not be a one-hit wonder, 
releasing an obscure sequel to Moon Patrol 
called Horizon but they were still able to 
enjoy what Kung Fu Master was doing for the 
company. Konami would stand out more this 
year with releases like the influential Gradius, 
Rush’n Attack and their own marital arts game, 
Yie Ar Kung-Fu. Namco struggled to find a hit, 
releasing oddities like Dig Dug II, BaRaDuKe & 
Sky Kid (the latter being Namco’s first game 
to all simultaneous 2p co-op). For them, the 

iconic hit would come next year with the spy/
James Bond style game Rolling Thunder. 
Taito was kind of in the same boat, producing 
a lot of games that would do ok like Tiger-Heli, 
Return Of The Invaders, and the unique dual 
overlay screen game Wyvern F-0. But doing ok 
wasn’t what they were hoping for. 

The primary Japanese company to find 
‘85 as a breakout year would be Sega. Gamers 
were already familiar with them as they had 
been making amusement games since 1955 
but thanks to the efforts of people like Yu 
Suzuki, heads really began to turn. Those 
initial games were Space Harrier and Hang-on. 
Thanks to the smooth scaling effects, the pre-
sentation of these games blew arcade goers 
away and they were a blast to replay. They 
were further enhanced by Deluxe cabinets 
that would turn these games into simulators. 
Such innovative designs would be a driving 
force for Sega in the years to come as they 
would dominate the market.

Which brings us to 1986 where I’ll change 
gears a little and focus on Sega first. Among 
the two dozen+ games they released this year, 
you would find names like Fantasy Zone and 
Wonder Boy as well as obscure weirdness 
like Dump Matsumoto. The real magic game 

from Yu Suzuki again with OutRun. OutRun 
improved on the scaling effects found in the 
previous year, the game affording players 
the chance to drive a Ferrari Testarossa (one 
of the coolest cars of the 80s). The game 
design was also top notch, from the lighting 
fast feel of each race where streets were 
populated with ‘civilian traffic’ to the up-beat 
& memorable soundtrack. It also introduced 
a “tree branch” variation of the forked road 
concept that was used by Namco’s TX-1 a 
few years earlier, something that many other 
games would follow.

Not to be outdone, Taito would once 
again would release a plethora of titles to the 
market with a few really standing out – Bubble 
Bobble, Darius and Arkanoid. The first would 
become one of Taito’s most beloved releases 
after Space Invaders, making the quirky 
concept of bubble blowing dragons palpable 
to the masses thanks to the cute graphics 
& fantastic co-op play.  Darius served as 
quite the answer to Gradius, offering side-
scrolling blasting over an ultra-wide display 
produced via a triple monitor setup. Sure, 
the focus on robotic space fish was a little 
weird but it had an incredible soundtrack 
produced by Taito’s in-house band ZUNTATA 
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and it would also use the tree branching level 
select system. Arkanoid was Taito’s answer 
to Atari’s Breakout – not their first attempt at 
the genre but certainly their most recognized. 
This resulted in a lawsuit from Atari but Taito 
would prevail and spawn a couple of sequels 
down the road.

Speaking of Atari, they once again kept 
the number of releases restrained but 720° 
would embody the skater & boombox culture 
of the 80s into one bodacious game while 
Super Sprint resurrected Atari’s signature 
overhead racing game. Midway would also 
draw attention this year thanks to Brain Colin’s 
Rampage, an excellent ‘answer’ to the various 
co-op games that everyone was producing 
but you get to control a giant mutant like it 
was a Godzilla game. I’m not sure how I feel 
about the movie coming out later this year as 
they’ve really split from the original story but 
that’s Hollywood for you. 

Over at SNK, the company had been 
putting out a few titles over previous years but 
nothing that had stood out until Ikari Warriors 
came along. Borrowing some ideas from 

Taito’s Frontline, Capcom’s Commando and 
blending them with the movie Rambo, it was a 
perfect time capsule of the 80s and was able 
to stand out from later home ports thanks to 
the rad rotary joysticks it introduced.

Now we reach 1987. The home market 
had thoroughly recovered at this point, being 
dominated almost entirely by Nintendo and 
their NES hardware. Despite how hot the home 
market was again, manufacturers continued 
to put out good reasons to still visit the local 
arcade. Atari Games and Namco would join 
forces again, due in part to Namco purchas-
ing a chunk of the company. One of the signifi-
cant releases was Atari’s ‘answer’ to both Spy 
Hunter and OutRun with RoadBlasters; Xybots 
blew minds with it’s split-screen maze hunting 
action; Blasteroids resurrected that iconic 
series while innovating graphics with digitized 
models and A.P.B. would bring tongue-in-
cheek humor to arcades with Officer Bob’s 
wacky antics. For Namco titles that would 
carry an Atari logo on them again, you saw 
a return of two old favorites with some new 
paint and concepts: Pac-Man in the isometric 

Pac-Mania (where Pac-Man could jump but 
players couldn’t see the entire maze) and 
the Galaxip with Galaga ‘88. The Namco/Atari 
Games logos would also grace the vertically 
scrolling fantasy shooter Dragon Spirit. 

Capcom was back in style this year with 
releases like Black Dragon, 1943 and their own 
answer to Karate Champ called Street Fighter. 
While this initial release would not change 
the landscape of arcades like the sequel did, 
games like that have to start somewhere. 
Capcom initially worked with Atari Games to 
produce a deluxe cabinet that used pneumatic 
buttons that players had to punch instead of 
tap. As interesting as that was, it did not have 
reliability needed to survive the wilds of the 
arcade.

Sega continued to build their reputation 
as a deluxe experience maker with the Top Gun 
like After Burner (which was light-years more 
playable and exciting than that Top Gun NES 
game). The Commander and Deluxe motion 
models really helped this one stand out as 
it continued to fulfill the motion simulator 
promises of old. Not everything that Sega did 
need to be a motion sim to garner attention 
though, as titles like Shinobi would prove.

Other big names that hail from this year 
include R*Type by Nintendo & Irem; Tecmo 
Bowl by Tecmo brought the fun of American 
Football back to the scene; Contra by Konami 
would set the stage for additional “run’n gun” 
titles while Double Dragon would do the same 
thing for the beat ‘em up genre. Taito also had 
a couple of macho-infused games with the 
likes of Operation Wolf and Rastan Saga.

1988 is the year that I will always 
remember for being the first time I visited an 
arcade as a part of a friend’s birthday party. I 
can still vaguely recall the dark environment, 
packed wall-to-wall with many of the games 
mention in these articles.  

The fascinating and somewhat odd 
aspect to many of the games released this 
year is that while many of them have a name 
that retro gamers easily recognize, certain 
titles did not go on to spawn endless sequels 
and remakes. Bad Dudes Vs. Dragonninja by 
Data East probably could have continued to 
save different presidents through the years 
while Sega’s Altered Beast could have found 
other animals to transmogrify into. Macho man 
war games were still plentiful with the likes of 
Cabal by TAD, P.O.W. by SNK, and Konami’s 
Devastators – to a lesser extent Namco’s 
Assault (since you are driving a kind of space 
tank instead of running as a bare chested 
warrior into battle). Sega would release a fun 
space battle game this year called Galaxy 
Force II (they made One but it was replaced 
by II the same year) which came with an 
impressive motion cabinet and more of Sega’s 
awesome scaling graphics. On the other end 
of the spectrum, games like Toobin’ by Atari 
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Games provided some creative tubular action 
with a bright and happy aesthetic. 

That’s not to say that all games released 
this year fall into that category. Tetris would 
burst onto the scene this year through both 
Atari Games and Sega (they had different 
licenses depending on the territory). Atari 
Games would turn heads turn again when their 
realistic (for what could be done) 3D driving 
simulator Hard Drivin’  would burst onto the 
scene. Williams would find a triumphant 
return to arcades via Eugene Jarvis’ tongue-
in-cheek NARC. It was full of over-the-top 
violence, bringing 32-bit processing power to 
arcades years before home users would get a 
taste of it.  

Tecmo would also beef up their reputa-
tion with the release of the challenging Ninja 
Gaiden with Namco providing their own action 
platformer in Splatterhouse. Konami did bring 
CastleVania to arcades in the form called 
Haunted Castle, although they never really 
found arcades to be the best format for what 
the series would become. Finally, Taito had 
their answer to Sega’s OutRun with the “it’s not 
a race, it’s a chase!” Chase H.Q. Had that game 
been made with today’s mentality of ensuring 
that everything is licensed, it probably would 
have been Miami Vice: The Video Game.

Also worth noting was the return of 
Namco’s Pole Position with a similar F1 racing 
game called Final Lap. This was a prototype of 
the kind of arcade racing game that would be 
found through the 90s and even up to now. It 
introduced a “twin” cabinet design where two 
cabinets were combined into one but more 
importantly, it would serve as the first time 
that an arcade game would make use of net-
working. It had the ability to link up to four 
twin units so that eight players could compete 
at once. It’s not hard to see why manufactur-
ers liked that idea!

That brings us to our final year of the 
bodacious 80s – 1989. When comparing games 
released this year to those that dropped in 
1980, the advances in every aspect of the 
game design are striking. From the graphics 
to the audio to game design, we came quite a 
long way. 

Since we just came off talking about some 
racers, let’s see what ‘89 had in store for this 
genre. Lesser known American game maker 
Leland brought along their own variation 
to Atari’s Super Sprint with Super Off-Road 
while Atari games had their own ‘response’ 
ready to go with the Mad Maxx-style Badlands. 
Taito was content to provide something 
more advanced, offering their own take on F1 
racing with Continental Circus (the 2nd part 
of the name a victim of a mis-translation of 
‘circuit’). This one also stood out for its use of 
mounted 3D glasses. The stand-out racer this 
year however would be Sega’s Turbo Outrun, 

a worthy sequel to the 
first title that removed 
the tree branch course 
selection in favor 
of a USA road trip 
checkpoint system, 
weather effects and 
a new Turbo boost 
(something that no 
modern arcade driver 
can live without it 
seems).

Beat ‘em ups 
would have a great year 
as well – Capcom had 
their own response 
to Double Dragon 
with Final Fight, Sega 
blessed the world with 
the multiplayer fantasy 
brawler Golden Axe 
whole Konami would 
grab the popular 
license of the Teenage 
Mutant Ninja Turtles 
and tie it to the perfect 
game style. Operators 
certainly enjoyed the 
filled buckets that 
TMNT managed to 
achieve; we’ll see if 
Raw Thrills can do that 
with their new TMNT 
release later this Spring.

Finally, game creators were still happy 
to cook up completely original games that 
didn’t need a license to be fun. New sports 
games were not as common to come across 
after the 70s but Arch Rivals by Midway proved 
how you could still innovate something as 
basic as basketball. Atari Games improved 
the 3D hardware used in Hard Drivin’ to create 

the unique STUN Runner while Taito would 
use popular scaling technology to create the 
pseudo-3D submarine game Battle Shark. 
Taito also came out with their own RPG set in 
a platformer style game called Cadash.

There are of course many, many games 
that I was unable to get to in these articles but 
perhaps something mentioned here brought 
up some sweet memories. If there is an arcade 
in your area then be sure to drop by and play!w
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During my freshman year of college 
I took two semesters of a compre-
hensive world history course. For the 
first semester class I had to purchase 
an expensive, hardcover history book, 
which was fine. However, when I returned 
for the second semester, which was 
being taught by the same professor, the 
textbook he assigned was a newer edition 
of the book that we had used during the 
first semester. I decided to stick with the 
copy I already had. My way of thinking was 
that history happened already and unless 
they were adding new history that had 
occurred since the previous edition was 
released, something that we probably 
wouldn’t be covering anyway, there 
couldn’t be many differences between the 
two editions. Well even though I thought 
that history couldn’t be changed, the 
textbook sure did somehow. And I soon 
learned that the pages that the professor 
assigned us to read weren’t aligned with 
the edition of the book that I owned.

However, as I later learned with my 
own history book, history does indeed 
change and the way it is presented is 
an ongoing task. For one, history is 
unending. Every second in the future 
becomes history two seconds later.

Now that we have entered 2018, 
it is time for me to look back upon the 
year we just left, and to write a cohesive 
chapter, Chapter 45, for my book Phoenix 
V: The History of the Videogame Industry, 
whenever that may appear, if ever. The 
fourth edition of the book was published 
at the tail end of 2016, and therefore 
only covered videogame history through 
2015. By the time the deluxe color version 
of the book was ready in mid-2017, the 
2016 chapter had been written and was 
therefore included. I recently made this 
2016 chapter available on my website 
www.rolentapress.com so that purchas-
ers of the softcover book would have 
access to it as well. I toyed with the idea 
of printing a physical copy of the chapter 
and even printed two “prototype” editions 
of it, but I couldn’t justify charging $8.00 
for a 32-page booklet. So, although I 
will write a 2017 chapter, it’s question-
able when and how that chapter will be 
available.

But as I had learned during my 
freshman history course, it seemed that 
the past had changed as well since the two 
editions of the history book were not in 
sync. In fairness to that book, I don’t know 
how much time had passed between the 

publication of the two editions (although 
in fairness to me the professor should 
never have required a different book mid-
semester). In the case of Phoenix, there 
was a fifteen year gap between the publi-
cation of the third and fourth editions and 
during that span a lot of new discoveries 
had been made into videogame’s past. 

When the third edition of Phoenix 
was published in June, 2001, it was still 
the only book available on videogame 
history. Steve Kent’s mass-market, 
Ultimate History of Video Games, wouldn’t 
follow for another three months. By the 
time the fourth edition became available, 
the subject of videogame history took on 
a whole new life. More and more colleges 
began offering it as a course. And full-
scale museums such as the International 
Center for the History of Electronic 
Games in Rochester, NY and the National 
Videogame Museum in Frisco, TX allowed 
people to experience the history through 
interactive exhibits. 

The fourth edition of Phoenix 
expanded greatly over its predeces-
sor with the inclusion of Japanese 
videogame history. Among the systems 
cited for the first time was the TV Jack 
5000, which Bandai released in August, 

Revising History
By Leonard Herman - The Father of Video Game History

Below Left: Bandi TV Jack 5000
Below Right: RCA Studio II , Bandi    
       Supervision 8000
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1978. This was the first Japanese system 
that used cartridges to change games. At 
least that’s what the history books say, 
including mine.

But was it?
The TV Jack 5000 was a variant of the 

PC-50x family of consoles. These were 
consoles from several European manu-
facturers that shared similar character-
istics and used cartridges that enclosed 
individual General Instrument chips. 
Eight cartridges were available, each 
having a stock number that began with 
PC-501 and extended to PC-508, which is 
why this particular family of consoles was 
referred to as a PC-50x, in which the “x” 
indicated one of the eight available car-
tridges. Only four of the eight cartridges 
were available for the TV Jack 5000.

The TV Jack 5000 is always cited 
as the first Japanese system to use car-
tridges. However, apparently another 
PC-50x console beat the Bandai unit 
to store shelves by almost a year. The 
Video Cassetti Rock from Takatoku was 
released in October, 1977 and had seven 
cartridges available for it. These car-
tridges contained the same General 
Instrument chips that could be found 
in the European PC-50x consoles. So 
the history books have to be revised 
to mention this console. And that’s not 
all that has to be fixed. It had long been 
believed that a PC-50x was never released 
in the United States. However, this has 
also been proven wrong. In July, 2017, 
historian John Hancock showed on his 
YouTube channel a Video Sport 900PC, 
an obscure PC-50x console that was 
released by a company called Digitron. 
Unfortunately, little is known about this 
mysterious console other than the fact 
that it was released in the United States.

 

 
 
 
 

 
 
In December, 
1978, Bandai 
released the TV 
Jack Supervision 
8000. This has 
long been believed 
to be the first Japanese system that 
used ROM cartridges. Again, as was the 
case with the TV 5000, it has come to 
light that a system that employed ROM 
cartridges came out in Japan eight 
months before the Supervision 8000. The 
Toshiba Visicom had been released on 
April 1. Amazingly, Toshiba had licensed 
from RCA the Studio III, a system that 
had been in development to succeed the 
Studio II. Unfortunately, the Studio II did 
so poorly in the marketplace that RCA 
canceled it after a year and suspended 
the projects that were supposed to 
have replaced it. The Visicom was 
what the Studio III would have been.  
 

 
 

 
 

 
 

 
 
 
 
It had a much more modern look 
that the Studio II and also played 
games in color. The Visicom also  
used the poorly received keypads  
that were found on the Studio II, but 
enhanced them with a special joystick 
adaptor that sat atop them.

These are only the tip of the iceberg. 
As more and more people engage in 
videogame archaeology, more and more 
historical facts will be challenged. And 
so the revising of history in pursuit of the 
truth, will always be an ongoing fact of 
life.

Leonard Herman – The Game Scholar, is regarded as one of the earliest 
and most respected videogame historians. The first edition of his book 
Phoenix: The Fall & Rise of Home Videogames, which was published in 
1994, is considered to be the first serious and comprehensive book about 
the history of videogames. He has written articles for Videogaming & 
Computer Illustrated, Games Magazine, Electronic Gaming Monthly, the 
Official U.S. PlayStation Magazine, Pocket Games, Classic Gamer Magazine, 
Edge, Game Informer, Classic Gamer Magazine, Manci Games, Gamespot.
com and Video Game Trader, which he also edited. He has also contributed 
articles to several videogame-related books, including Supercade, The 

Video Game Explosion and The Encyclopedia of Video Games. Mr. Herman has also written the book ABC 
To the VCS (A Directory of Software for the Atari 2600), a compendium of game summaries. He has also 
written and designed user’s manuals for the following Atari VCS games: Cracked, Save the Whales, Pick-Up, 
Rush Hour, Looping, The Entity and Lasercade, as well as the user’s guide to Ralph Baer’s Pinball! for the 
Odyssey2. In 1994, he founded Rolenta Press, a publisher of videogame books, whose catalogue included 
Videogames: In the Beginning, by Ralph H. Baer, the inventor of the videogame console, and Confessions 
of the Game Doctor by Bill Kunkel, the world’s first videogame journalist. Two Rolenta Press books were 
included in a list of the top ten videogame books of all time by Game Informer magazine in 2008. Mr. Herman 
has served as an advisor for Videotopia, Classic Gaming Expo and the National Videogame Museum. He 
has appeared in several episodes of G4’s Icons and in the documentary, The King of Arcades. In 2003, Mr. 
Herman received a Classic Gaming Expo Achievement Award in recognition for his accomplishments in 

documenting game history.

Toshiba Visicom

 Takatoku Video Casetty Lock
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Late last year MyArcade/DreamGear 
released a series of three mini arcade games 
(with more hopefully in the works). MyArcade 
sent Old School Gamer the full set to review. 
These mini arcade games are shaped and 
housed inside a 6” plastic cabinet reminiscent 
of arcade standup machines and currently offer 
Karate Champ, Bad Dudes and BurgerTime. 

There are a significant number of mini-
games coming out in this arcade-style cabinet, 
along with plug-and-play style, and mini units 
like the NES, Atari Flashback, and others. For 
many manufacturers, it appears the primary 
issue is determining which company owns the 
license for that game and acquiring the license.  
While I played with all three of them for quite 
some time, by far  I spent the most time with 
BurgerTime, as that’s what attracted me to 
them in the first place.

I’ve been a fan of the BurgerTime arcade 
game ever since I first saw it at Chuck-E-
Cheese in the mid- 1980s with my friend Brad.   
Maybe it is partially because my last name is 
Burger, and there were jokes-a-plenty back in 
elementary school about me owning a burger 
joint.   When going into most arcades recently, 

BurgerTime is the one I always hunt out.  While 
this isn’t the arcade version emulated inside 
(it’s the NES version), overall it is a fun version 
of the game.

Nicely built with a solid cabinet, all three 
games come in the exact same cabinet with 
the same controls, and stickers on the side 
mimicking the arcade cabinet art for that par-
ticular game you purchased. While this is a 
negative on Karate Champ (the original arcade 
cabinet used two joysticks), it’s an understand-
able concession.  

The coin box on the front of it pushes 
in/lights up and serves as the power 
button. Power is provided via 4 AA batteries or 
a micro USB plug below the battery compart-
ment. My only wish is that it had a rechargeable 
battery option instead of disposable batteries 
or plugging it in. 

The games themselves have a great feel 
and gameplay, the screen is nice and bright, 
and the sound is spot on with the built-in 
speaker (or headphone jack) with volume 
control. Obviously, it is tougher to play these on 
such a small screen, but the fun factor is abso-
lutely there!

At $30 each, these are available from 
many retailers, including Amazon and directly 
from MyArcadeGaming.Com.   For those of you 
that are looking for nice decorations for your 
home arcade, getting all 3 of these is a must.   
For those that want a cool conversation piece 
when friends come over or have a favorite 
among the three, pick one and get it now!

myarcadegaming.com

Mini Arcades / MyArcades!
By Old School Gamer Staff
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GAME LOOSE BOXED

3 Ninjas Kick Back $34 $87

6-Pak $12 $19

688 Attack Sub $6 $10

AAAHH!!! Real 
Monsters $7 $11

Action 52 $61 $126

Addams Family Values $15 $24

Addams Family $13 $18

Adventures of Batman 
& Robin $21 $52

Adventures of Mighty 
Max $6 $11

Adventures of Rocky 
and Bullwinkle and 
Friends

$8 $18

Aero the Acro-Bat $8 $18

Aero the Acro-Bat 2 $28 $97

Aerobiz $22 $38

Aerobiz Supersonic $36 $107

After Burner II $8 $16

Air Buster $33 $64

Air Diver $6 $8

Aladdin $13 $19

Alex Kidd in the 
Enchanted Castle $11 $22

Alien 3 $12 $17

Alien Soldier $114 UNK

Alien Storm $14 $30

Alisia Dragoon $42 $90

Altered Beast $10 $18

American Gladiators $8 $14

Andre Agassi Tennis $7 $9

Animaniacs $8 $13

Aquatic Games 
Starring James Pond 
and the Aquabats

$7 $11

Arcade Classics $7 $10

Arch Rivals - The 
Arcade Game $8 $12

Arcus Odyssey $44 $68

Ariel the Little 
Mermaid $11 $14

Arnold Palmer 
Tournament Golf $3 $7

Arrow Flash $28 $70

GAME LOOSE BOXED

Art Alive $5 $10

Art of Fighting $9 $22

Asterix and the Great 
Rescue $8 $13

Asterix and the Power 
of the Gods $9 UNK

Atomic Robo-Kid $14 $31

Atomic Runner $35 $55

ATP Tour 
Championship Tennis $5 $7

Australian Rugby 
League $7 UNK

Awesome Possum $10 $17

AWS Pro Moves 
Soccer $7 UNK

Ayrton Senna’s Super 
Monaco GP II $7 $17

B.O.B. $10 $20

Back to the Future 
Part III $21 $41

Ball Jacks $7 UNK

Ballz 3D - Fighting at 
Its Ballziest $5 $8

Barbie Super Model $7 $11

Barbie Vacation 
Adventure $7 $11

Barkley Shut Up and 
Jam! $3 $8

Barkley Shut Up and 
Jam! 2 $6 $11

Barney’s Hide & Seek 
Game $5 $8

Bass Masters Classic $5 $10

Bass Masters Classic - 
Pro Edition $5 $10

Batman $26 $55

Batman - Revenge of 
the Joker $23 $53

Batman Forever $7 $9

Batman Returns $9 $15

Battle Frenzy $10 UNK

Battle Squadron $14 $55

Battlemaster $9 $25

BattleTech - A Game 
of Armored Combat $12 $24

Battletoads $23 $50

GAME LOOSE BOXED

Battletoads & Double 
Dragon $21 $34

Beast Wrestler $13 $45

Beauty and the Beast 
- Belle’s Quest $10 $17

Beauty and the Beast: 
Roar of the Beast $10 $14

Beavis and Butt-Head $12 $18

Berenstain Bears’ 
Camping Adventure $9 $13

Best of the Best - 
Championship Karate $7 $12

Beyond Oasis $36 $77

Bible Adventures $37 $152

Bill Walsh College 
Football $5 $8

Bill Walsh College 
Football 95 $3 $8

Bimini Run $12 $22

Bio Hazard Battle $15 $26

Blades of Vengeance $34 $63

Blaster Master 2 $24 $66

Blockout $8 $12

Bloodshot $12 UNK

Body Count $16 $49

Bonanza Bros. $12 $25

Bonkers $8 $19

Boogerman - A Pick 
and Flick Adventure $19 $25

Boxing Legends of 
the Ring $3 $8

Bram Stoker’s Dracula $8 $15

Brett Hull Hockey ‘95 $6 $10

Brian Lara Cricket $7 UNK

Brian Lara Cricket 96 $7 UNK

Brutal - Paws of Fury $8 $15

Bubba’n’Stix $9 $32

Bubble and Squeak $13 $32

Bubsy II $10 $17

Bubsy in Claws 
Encounters of the 
Furred Kind

$10 $17

Buck Rogers 
CountdowntoDoomsday $18 $39

Budokan - The Martial 
Spirit $6 $17

GAME LOOSE BOXED

Bugs Bunny in Double 
Trouble $7 $12

Bulls versus Blazers 
and the NBA Playoffs $5 $7

Bulls Vs Lakers and 
the NBA Playoffs $3 $7

Burning Force $26 $33

Cadash $36 $103

Caesars Palace $5 UNK

Cal Ripken Jr. 
Baseball $5 $10

Caliber .50 $23 $44

California Games $9 $17

Cannon Fodder $8 UNK

Captain America and 
the Avengers $22 $40

Captain Planet and the 
Planeteers $9 UNK

Castle of Illusion 
Starring Mickey Mouse $20 $33

Castlevania 
- Bloodlines $44 $106

Castlevania - The New 
Generation $39 UNK

Centurion - Defender 
of Rome $8 $18

Chakan $12 $18

Champions World 
Class Soccer $5 $7

Championship 
Bowling $8 $17

Championship Pool $5 $9

Championship Pro-Am $7 $19

Chase H.Q. II $16 $57

Chavez II $10 $37

Cheese Cat-Astrophe 
Starring Speedy 
Gonzales

$9 UNK

Chester Cheetah - Too 
Cool to Fool $9 $25

Chester Cheetah - 
Wild Wild Quest $10 $22

Chi Chi’s Pro Challenge 
Golf $6 $9

Chiki Chiki Boys $35 $92

Chuck Rock $12 $22

Sega Genesis Pricer
PRESENTED BY PUREGAMING.ORG’S RETRO GAME COLLECTOR APPLICATION

All pricing below is based on Pure Gaming’s unique algorithm that scours online resoures looking for what actual product sold for in 
many different locations. It should be taken only as a guide and not a final value of any game. The real value is whatever someone 
is willing to sell it for, and you are willing to buy it for. Every issue of Old School Gamer Magazine will publish pricing for a different 
console or gaming era.  We recommend you look into the collecting app offered by PureGaming.Org.
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GAME LOOSE BOXED

Chuck Rock II - Son of 
Chuck $9 $21

Classic Collection $8 UNK

Clay Fighter $7 $14

Cliffhanger $6 $11

Clue $5 $8

Coach K College 
Basketball $7 $12

College Football USA 
96 $3 $8

College Football USA 
97 $5 $8

College Football’s 
National 
Championship

$6 $7

College Football’s 
National 
Championship II

$4 $5

College Slam $5 $7

Columns $6 $10

Columns III - Revenge 
of Columns $7 $13

Combat Cars $6 $9

Comix Zone $20 $42

Contra - Hard Corps $42 $102

Cool Spot $10 $14

Cosmic Spacehead $9 $20

Crack Down $16 $30

Cross Fire $15 $44

Crue Ball - Heavy 
Metal Pinball $12 $22

Crusader of Centy $197 $530

Crystal’s Pony Tale $10 $14

CutThroat Island $9 $17

Cyber-Cop $7 $11

CyberBall $5 $9

Cyborg Justice $7 $14

Daffy Duck in 
Hollywood $8 UNK

Dark Castle $12 $22

Dashin’ Desperadoes $16 $33

David Crane’s Amazing 
Tennis $7 UNK

David Robinson’s 
Supreme Court $5 $7

Davis Cup World Tour $5 $6

Daze Before 
Christmas $80 $121

Deadly Moves $9 $21

Death and Return of 
Superman $13 $14

Death Duel $9 $20

DecapAttack $12 $24

Demolition Man $15 $26

Desert Demolition $7 $16

Desert Strike $9 $12

GAME LOOSE BOXED

Devilish - The Next 
Possession $12 $34

Dick Tracy $16 $31

Dick Vitale’s ‘Awesome  
Baby!’ College 
Basketball

$7 UNK

Dino Dini’s Soccer $7 UNK

Dino Land $16 $40

Dinosaur’s Tale  A $7 $13

Dinosaurs for Hire $21 $33

Disney Collection $7 UNK

DJ Boy $11 $27

Donald in Maui Mallard $15 UNK

Doom Troopers - The 
Mutant Chronicles $29 $82

Double Clutch $7 UNK

Double Dragon $29 $62

Double Dragon 3 - The 
Arcade Game $15 $34

Double Dragon V - The 
Shadow Falls $10 $20

Double Dribble - The 
Playoff Edition $7 $14

Dr. Robotnik’s Mean 
Bean Machine $11 $17

Dragon - The Bruce 
Lee Story $8 $15

Dragon Ball Z - L’Appel 
Du Destin $12 UNK

Dragon’s Fury $20 $34

Dragon’s Revenge $13 $20

Duke Nukem 3D $63 UNK

Dune - The Battle for 
Arrakis $33 $38

Dungeons & Dragons 
- Warriors of the 
Eternal Sun

$16 $28

Dynamite Duke $13 $15

Dynamite Headdy $16 $33

EA Sports Double 
Header $7 UNK

Earnest Evans $22 $50

Earth Defense $10 $19

Earthworm Jim $19 $35

Earthworm Jim 2 $22 $42

Ecco - The Tides of 
Time $7 $11

Ecco Jr. $13 $40

Ecco the Dolphin $8 $13

El Viento $48 $120

Elemental Master $67 $154

ESPN Baseball 
Tonight $3 $8

ESPN National Hockey 
Night $5 $12

ESPN Speed World $6 $12

ESPN Sunday Night 
NFL $5 $8

GAME LOOSE BOXED

ESWAT - City Under 
Siege $9 $19

Eternal Champions $6 $11

European Club Soccer $4 $8

Evander Holyfield’s 
‘Real Deal’ Boxing $7 $10

Ex-Mutants $9 $18

Exile $22 $37

Exo Squad $15 $39

Exodus - Journey to 
the Promised Land $10 $62

F-117 Night Storm $3 $8

F-15 Strike Eagle II $3 $10

F-22 Interceptor $5 $6

F1 $6 $11

F1 - World 
Championship Edition $10 UNK

Faery Tale Adventure $10 $18

Family Feud $5 $7

Fantasia $8 $17

Fantastic Dizzy $10 $26

Fatal Fury $10 $19

Fatal Fury 2 $14 $29

Fatal Labyrinth $8 $21

Fatal Rewind $7 $17

Ferrari Grand Prix 
Challenge $5 $7

Fever Pitch Soccer $6 UNK

FIFA 98 - Road to 
World Cup $7 UNK

FIFA International 
Soccer $5 $8

FIFA Soccer 95 $6 $9

FIFA Soccer 96 $6 $9

FIFA Soccer 97 $8 $14

Fighting Masters $9 $28

Final Zone $17 $46

Fire Shark $22 $53

Flashback - The Quest 
for Identity $12 $24

Flicky $15 $35

Flintstones $32 $80

Foreman for Real $5 $8

Forgotten Worlds $14 $27

Formula One $3 $8

Frank Thomas Big 
Hurt Baseball $3 $8

Frogger $9 $14

Fun ‘N’ Games $6 $9

Funny World & Balloon 
Boy $6 $10

G-LOC Air Battle $8 $13

Gadget Twins $8 $19

Gaiares $52 $88

Gain Ground $23 $59

GAME LOOSE BOXED

Galaxy Force II $10 $21

Garfield - Caught in 
the Act $9 $14

Gargoyles $18 $64

Gauntlet IV $27 $43

Gemfire $28 $52

General Chaos $16 $32

Generations Lost $9 $22

Genghis Khan II - Clan 
of the Gray Wolf $18 $33

George Foreman’s KO 
Boxing $6 $8

Ghostbusters $38 $71

Ghouls ‘n Ghosts $27 $48

Gods $10 $22

Golden Axe $16 $24

Golden Axe II $15 $29

Goofy’s Hysterical 
History Tour $8 $15

Granada $22 $66

Great Circus Mystery 
Starring Mickey & 
Minnie

$14 $23

Great Waldo Search $7 $13

Greatest 
Heavyweights $7 $11

Greendog - The 
Beached Surfer Dude! $6 $14

Grind Stormer $59 $153

Growl $57 $108

Gunship $9 UNK

Gunstar Heroes $50 $94

Gynoug $8 UNK

Hard Drivin’ $6 $8

HardBall ‘94 $3 $8

HardBall ‘95 $3 $7

HardBall III $3 $8

HardBall! $7 UNK

Haunting Starring 
Polterguy $37 $52

Head-On Soccer $6 $20

Heavy Nova $7 $13

Hellfire $31 $61

Herzog Zwei $40 $59

High Seas Havoc $36 $75

Hit the Ice $21 UNK

Home Alone $14 $19

Home Alone 2 - Lost in 
New York $13 $22

Hook $9 $18

Humans $7 UNK

Hurricanes $10 UNK

IMG International Tour 
Tennis $7 UNK

Immortal $17 $30
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GAME LOOSE BOXED

Incredible Crash 
Dummies $8 $15

Incredible Hulk $9 $15

Indiana Jones and the 
Last Crusade $12 $23

Insector X $18 $36

Instruments of Chaos 
Starring Young Indiana 
Jones

$7 $11

International Rugby $7 UNK

International 
Superstar Soccer 
Deluxe

$7 UNK

Ishido - The Way of 
Stones $16 $32

Izzy’s Quest for the 
Olympic Rings $7 $8

Jack Nicklaus’ Power 
Challenge Golf $7 UNK

James ‘Buster’ 
Douglas Knockout 
Boxing

$5 $14

James Bond 007 - The 
Duel $12 $17

James Pond - 
Underwater Agent $8 $15

James Pond 3 - 
Operation Starfish $8 $11

James Pond II - 
Codename Robocod $9 $15

Jammit $3 $7

Jennifer Capriati 
Tennis $7 $20

Jeopardy! $5 $6

Jeopardy! Deluxe $6 $8

Jeopardy! Sports 
Edition $5 $7

Jerry Glanville’s 
Pigskin Footbrawl $17 $30

Jewel Master $15 $26

Jimmy White’s 
Whirlwind Snooker $7 UNK

Joe & Mac $29 $55

Joe Montana Football $3 $7

Joe Montana II Sports 
Talk Football $5 $7

John Madden Football $5 $20

John Madden Football 
‘92 $5 $8

John Madden Football 
‘93 $3 $8

John Madden Football 
‘93 - Championship 
Edition

$7 $20

Jordan Vs Bird $9 $10

Joshua & The Battle 
of Jericho $18 $64

Judge Dredd $7 $14

Junction $8 $13

GAME LOOSE BOXED

Jungle Book $8 $14

Jungle Strike $9 $11

Jurassic Park $8 $11

Jurassic Park - 
Rampage Edition $9 $18

Jurassic Park 2 - The 
Lost World $21 $36

Justice League Task 
Force $12 $22

Ka-Ge-Ki - Fists of 
Steel $12 $26

Kawasaki Superbike 
Challenge $9 $29

Kick Off 3 - European 
Challenge $10 UNK

Kid Chameleon $12 $23

King of the Monsters $12 $22

King of the Monsters 2 $12 $21

King Salmon - The Big 
Catch $5 $10

King’s Bounty - The 
Conqueror’s Quest $16 $26

Klax $8 $12

Krusty’s Super Fun 
House $12 $19

La Russa Baseball 95 $5 $9

Lakers versus Celtics 
and the NBA Playoffs $6 $11

Landstalker $22 $41

Last Action Hero $6 $12

Last Battle $8 $15

Lawnmower Man $10 $12

Legend of Galahad $8 UNK

Lemmings $12 $21

Lemmings 2 - The 
Tribes $12 $19

Lethal Enforcers $8 $32

Lethal Enforcers II - 
Gun Fighters $8 $17

LHX Attack Chopper $3 $7

Liberty or Death $23 $41

Light Crusader $13 $22

Lightening Force - 
Quest for the Darkstar $34 $74

Lion King $11 $15

Lost Vikings $10 $20

Lotus II $5 $9

Lotus Turbo Challenge $6 $8

M-1 Abrams Battle 
Tank $3 $9

Madden NFL ‘94 $6 $8

Madden NFL 95 $5 $7

Madden NFL 96 $3 $8

Madden NFL 97 $5 $9

Madden NFL 98 $9 $13

Magic School Bus $11 UNK

GAME LOOSE BOXED

Man Overboard! $10 UNK

Marble Madness $9 $13

Mario Andretti Racing $6 $7

Mario Lemieux Hockey $6 $9

Marko’s Magic Soccer 
Ball $8 $19

Marsupilami $8 $17

Marvel Land $22 $44

Mary Shelley’s 
Frankenstein $10 $21

Master of Monsters $43 $102

Math Blaster - Episode 
1 $8 $15

Mazin Saga Mutant 
Fighter $38 $77

McDonald’s Treasure 
Land Adventure $29 $62

Mega Bomberman $21 $50

Mega Games 1 $4 UNK

Mega Games 2 $8 UNK

Mega Games 3 $17 UNK

Mega Games 6 Vol. 1 $15 UNK

Mega Games 6 Vol. 2 $15 UNK

Mega Games 6 Vol. 3 $15 UNK

Mega SWIV $10 UNK

Mega Turrican $50 $139

Megaman - The Wily 
Wars $40 $89

Menacer 6-Game 
Cartridge $5 $12

Mercs $15 $31

Michael Jackson’s 
Moonwalker $50 $79

Mick & Mack as the 
Global Gladiators $7 $14

Mickey Mania $14 $22

Mickey’s Ultimate 
Challenge $8 $18

Micro Machines $16 $24

Micro Machines 2 - 
Turbo Tournament $10 UNK

Micro Machines 
Military $8 UNK

Micro Machines Turbo 
Tournament 96 $17 UNK

Midnight Resistance $21 $43

Mig-29 Fighter Pilot $5 $9

Might and Magic - 
Gates to Another 
World

$12 $23

Mighty Morphin Power 
Rangers $7 $19

Mighty Morphin Power 
Rangers - The Movie $13 $24

Mike Ditka Power 
Football $5 $11

Minnesota Fats - Pool 
Legend $17 $48

GAME LOOSE BOXED

Miracle Piano 
Teaching System $38 $385

MLBPA Baseball $5 $6

Monopoly $6 $8

Mortal Kombat $8 $12

Mortal Kombat 3 $7 $17

Mortal Kombat II $7 $13

Mr. Nutz $8 UNK

Ms. Pac-Man $7 $11

Muhammad Ali 
Heavyweight Boxing $6 $15

MUSHA - Metallic 
Uniframe Super 
Hybrid Armor

$188 $413

Mutant League 
Football $22 $37

Mutant League 
Hockey $54 $88

Mystic Defender $13 $24

Mystical Fighter $35 $76

NBA Action ‘94 $3 $4

NBA Action ‘95 
Starring David 
Robinson

$5 $7

NBA All-Star 
Challenge $6 $7

NBA Hang Time $5 $10

NBA Jam $9 $13

NBA Jam Tournament 
Edition $10 $15

NBA Live 95 $5 $8

NBA Live 96 $3 $8

NBA Live 97 $5 $8

NBA Live 98 $10 $12

NBA Showdown ‘94 $5 $7

NCAA Final Four 
Basketball $5 $9

NCAA Football $3 $6

Newman Haas Indy 
Car Featuring Nigel 
Mansell

$2 $7

NFL ‘95 $5 $8

NFL 98 $5 $9

NFL Football ‘94 
Starring Joe Montana $5 $7

NFL Quarterback Club $6 UNK

NFL Quarterback 
Club 96 $3 $6

NFL Sports Talk 
Football ‘93 Starring 
Joe Montana

$7 UNK

NHL ‘94 $11 $14

NHL 95 $6 $8

NHL 96 $5 $8

NHL 97 $8 $11

NHL 98 $14 $23
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NHL All-Star Hockey 
95 $5 $7

NHL Hockey $6 $8

NHLPA Hockey 93 $5 $9

Nigel Mansell’s World 
Championship Racing $5 $11

Nightmare circus $84 UNK

No Escape $13 $24

Nobunaga’s Ambition $12 $23

Normy’s Beach 
Babe-O-Rama $17 $37

Olympic Gold $5 $8

Olympic Summer 
Games $5 $7

Onslaught $15 $50

Ooze $10 $30

Operation Europe - 
Path to Victory $12 $23

Ottifants $10 UNK

Out of This World $15 $28

Outlander $10 $28

OutRun $29 $43

OutRun 2019 $12 $17

OutRunners $15 $30

Pac-Attack $8 $12

Pac-Man 2 - The New 
Adventures $7 $9

Pac-Mania $12 $17

Pacific Theater of 
Operations $12 $22

Pagemaster $8 $14

Paperboy $13 $17

Paperboy 2 $9 $19

Pat Riley Basketball $3 $6

Pebble Beach Golf 
Links $3 $6

Pele II - World 
Tournament Soccer $9 UNK

Pele! $6 $12

Pete Sampras Tennis $9 $15

PGA European Tour $3 $8

PGA Tour 96 $5 $7

PGA Tour Golf $5 UNK

PGA Tour Golf II $3 $6

PGA Tour Golf III $5 $9

Phantasy Star II $28 $44

Phantasy Star III - 
Generations of Doom $16 $35

Phantasy Star IV $44 $94

Phantom 2040 $10 $32

Phelios $39 $47

Pink Goes to 
Hollywood $7 $12

Pinocchio $14 $24

Pirates of Dark Water $23 $55

GAME LOOSE BOXED

Pirates! Gold $36 $47

Pit-Fighter $8 $14

Pitfall - The Mayan 
Adventure $6 $10

Pocahontas $25 $40

Populous $9 $18

Power Drive $8 UNK

Power Monger $9 $13

Powerball $9 $22

Predator 2 $15 $31

Premier Manager $7 UNK

Premier Manager 97 $10 UNK

Primal Rage $8 $14

Prime Time NFL 
Starring Deion 
Sanders

$3 $4

Prince of Persia $10 $23

Pro Quarterback $3 $7

Probotector $31 UNK

Puggsy $7 $14

Punisher $79 $149

QuackShot Starring 
Donald Duck $15 $25

Quad Challenge $8 $12

R.B.I. Baseball ‘93 $5 UNK

R.B.I. Baseball ‘94 $5 $10

R.B.I. Baseball 3 $6 $9

R.B.I. Baseball 4 $5 $8

Race Drivin’ $6 $10

Radical Rex $10 $32

Raiden Trad $24 $61

Rambo III $17 $33

Rampart $12 $17

Ranger-X $15 $49

Rastan Saga II $18 $45

Red Zone $17 $25

Ren & Stimpy Show 
Presents Stimpy’s 
Invention

$8 $14

Revenge of Shinobi $15 $33

Revolution X $6 $9

Richard Scarry’s 
BusyTown $8 $17

Rings of Power $24 $50

Rise of the Robots $8 UNK

Risk $5 $9

Risky Woods $22 $44

Ristar $35 $106

Road Rash $14 $18

Road Rash 3 $20 $29

Road Rash II $13 $21

RoadBlasters $8 $22

RoboCop 3 $10 $24

GAME LOOSE BOXED

RoboCop versus The 
Terminator $20 $33

Rock n’ Roll Racing $25 $32

Rocket Knight 
Adventures $20 $37

Roger Clements MVP 
Baseball $3 $8

Rolling Thunder 2 $23 $44

Rolling Thunder 3 $30 $96

Rolo to the Rescue $18 $41

Romance of the Three 
Kingdoms II $18 $34

Romance of the Three 
Kingdoms III - Dragon 
of Destiny

$15 $30

Rugby World Cup 1995 $6 $10

Sagaia $39 $100

Saint Sword $25 $53

Sampras Tennis 96 $7 UNK

Samurai Shodown $8 $18

Saturday Night 
Slammasters $24 $63

Scooby Doo Mystery $32 $73

SeaQuest DSV $8 $22

Second Samurai $15 UNK

Sega Sports 1 $30 UNK

Sensible Soccer $11 UNK

Sesame Street 
Counting Cafe $10 $19

Shadow Blasters $15 $32

Shadow Dancer - The 
Secret of Shinobi $16 $29

Shadow of the Beast $8 $20

Shadow of the Beast II $10 $23

Shadowrun $32 $56

Shanghai II - Dragon’s 
Eye $5 $7

Shaq Fu $6 $10

Shining Force $34 $53

Shining Force II $38 $80

Shining in the 
Darkness $16 $29

Shinobi III - Return of 
the Ninja Master $15 $29

Shove It! $12 $18

Side Pocket $6 $10

Simpsons - Bart Vs 
The Space Mutants $14 $22

Simpsons - Bart’s 
Nightmare $16 $26

Skeleton Krew $46 $114

Skitchin $12 $17

Slaughter Sport $9 $26

Smurfs Travel the 
World $15 UNK

Smurfs $18 UNK

GAME LOOSE BOXED

Snake Rattle n’ Roll $11 UNK

Socket $21 $41

Sol-Deace $39 $80

Soldiers of Fortune $15 $25

Sonic & Knuckles $16 $35

Sonic 3D Blast - Sonic 
3D Flickies’ Island $8 UNK

Sonic Classics - Sonic 
Compilation $10 $21

Sonic Spinball $6 $10

Sonic the Hedgehog $8 $13

Sonic the Hedgehog 2 $6 $11

Sonic the Hedgehog 3 $20 $29

Sorcerer’s Kingdom $17 $66

Space Harrier II $13 $21

Space Invaders 91 $16 $31

Sparkster $48 $107

Speedball 2 - Brutal 
Deluxe $15 $28

Spider-Man (Acclaim) $12 $20

Spider-Man (Sega) $8 $19

Spider-Man and 
Venom - Maximum 
Carnage

$16 $32

Spider-Man and 
Venom - Separation 
Anxiety

$19 $29

Spider-Man and X-Men 
- Arcade’s Revenge $6 $11

Spiritual Warfare $30 $77

Spirou $8 UNK

Splatterhouse 2 $57 $184

Splatterhouse 3 $60 $151

Sports Talk Baseball $6 $9

Spot Goes to 
Hollywood $12 $22

Star Control $16 $34

Star Trek - Deep 
Space Nine - 
Crossroads of Time

$10 $17

Star Trek - The Next 
Generation - Echoes 
from the Past

$7 $11

Starflight $16 $38

Stargate $9 $13

Steel Empire $23 $55

Steel Talons $5 $9

Stormlord $14 $33

Street Fighter II’ - 
Special Champion 
Edition

$10 $17

Street Racer $7 UNK

Street Smart $9 $22

Streets of Rage - Bare 
Knuckle $21 $31

Streets of Rage 2 - 
Bare Knuckle 2 $23 $39
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Streets of Rage 3 $50 $98

Strider $20 $36

Strider Returns 
- Journey from 
Darkness

$16 $29

Striker $7 UNK

SubTerrania $8 $12

Summer Challenge $3 $10

Sunset Riders $32 $65

Super Baseball 2020 $7 $14

Super Battleship $6 $7

Super Battletank - 
War in the Gulf $5 $10

Super Fantasy Zone $15 UNK

Super Hang-On $9 $15

Super High Impact $5 $7

Super Hydlide $14 $25

Super Kick Off $8 UNK

Super Monaco GP $6 $8

Super Off Road $12 $17

Super Skidmarks $10 UNK

Super Smash TV $14 $20

Super Street Fighter II 
- The New Challengers $15 $22

Super Thunder Blade $6 $15

Super Volley Ball $8 $15

Superman $15 $24

SuperReal Basketball $9 UNK

Sword of Sodan $8 $18

Sword of Vermilion $11 $20

Syd of Valis $29 $87

Sylvester and Tweety 
in Cagey Capers $9 $17

Syndicate $23 $26

T2 - Terminator 2 - 
Judgment Day $8 $15

T2 - The Arcade Game $8 $12

TaleSpin $9 $16

Target Earth $17 $39

Task Force Harrier EX $24 $55

Taz in Escape from 
Mars $7 $10

Taz-Mania $7 $9

Team USA Basketball $10 $15

Techno Clash $8 $23

Technocop $10 $25

Tecmo Super Baseball $6 $7

Tecmo Super Bowl $10 $14

Tecmo Super Bowl II - 
Special Edition $22 $42

Tecmo Super Bowl III - 
Final Edition $13 $20

Tecmo Super Hockey $8 $11

Tecmo Super NBA 
Basketball $5 $8

GAME LOOSE BOXED

Tecmo World Cup $7 $10

Teenage Mutant 
Ninja Turtles - The 
Hyperstone Heist

$44 $93

Teenage Mutant Ninja 
Turtles - Tournament 
Fighters

$14 $24

Terminator $15 $29

Test Drive II - The Duel $6 $14

The Chaos Engine $55 $79

Theme Park $25 $50

Thomas the Tank 
Engine & Friends $17 $39

Thunder Force II $16 $29

Thunder Force III $33 $71

Thunder Force IV $17 UNK

Thunder Fox $22 $47

Tick $14 $40

Time Killers $47 $88

TinHead $12 $22

Tintin au Tibet $13 UNK

Tiny Toon Adventures 
- Acme All-Stars $14 $21

Tiny Toon Adventures 
- Buster’s Hidden 
Treasure

$9 UNK

TNN Bass Tournament 
of Champions $5 $9

TNN Outdoors Bass 
Tournament ‘96 $5 $7

Todd’s Adventures in 
Slime World $13 $42

Toe Jam & Earl $38 $54

Toe Jam & Earl in 
Panic on Funkotron $20 $25

Toki - Going Ape Spit $21 $41

Tom and Jerry - 
Frantic Antics $8 $13

Tommy Lasorda 
Baseball $5 $8

Tony La Russa 
Baseball $5 $9

Top Gear 2 $13 $25

Total Football $7 UNK

Toughman Contest $5 $9

Toxic Crusaders $13 $30

Toy Story $9 $17

Toys $5 $8

Trampoline Terror! $10 $21

Traysia $24 $55

Triple Play ‘96 $3 $7

Triple Play Gold $5 $9

Triple Score 3 Games 
in 1 $5 $9

Trouble Shooter $63 $184

Troy Aikman NFL 
Football $5 $6

GAME LOOSE BOXED

True Lies $16 $30

Truxton $45 $91

Turbo OutRun $10 UNK

Turrican $22 $46

Twin Cobra $18 $28

Twin Hawk $11 UNK

Two Crude Dudes $22 $49

Two Tribes - Populous 
II $9 UNK

Tyrants - Fight 
through Time $10 $17

Ultimate Mortal 
Kombat 3 $17 $33

Ultimate Qix $16 $43

Ultimate Soccer $7 UNK

Uncharted Waters $31 $56

Uncharted Waters - 
New Horizons $37 $69

Universal Soldier $12 $34

Unnecessary 
Roughness 95 $5 $7

Urban Strike $9 $17

Valis $35 $59

Valis III $36 $66

Vapor Trail $39 $77

Vectorman $7 $14

Vectorman 2 $12 $23

Viewpoint $10 $28

Virtua Fighter 2 $8 $14

Virtua Racing $12 $23

Virtual Bart $17 $26

Virtual Pinball $7 $10

VR Troopers $7 $13

Wacky Worlds 
Creativity Studio $7 $41

Wardner $29 $61

Warlock $8 $15

Warpspeed $6 $14

Warrior of Rome $7 $15

Warrior of Rome II $10 $19

Warsong $45 $97

Wayne Gretzky and 
the NHLPA All-Stars $5 $14

Wayne’s World $9 $19

Weaponlord $17 $52

Whac-a-Critter $8 $25

Wheel of Fortune $5 $7

Where in the World Is 
Carmen Sandiego $13 $21

Where in Time Is 
Carmen Sandiego $7 $14

Whip Rush $28 $52

Williams Arcade’s 
Greatest Hits $7 $13

GAME LOOSE BOXED

Wimbledon 
Championship Tennis $5 $10

Wings of Wor $26 $57

Winter Challenge $5 $9

Winter Olympic Games $3 $6

Wiz’n’Liz $12 $21

Wolfchild $20 $55

Wolverine - 
Adamantium Rage $12 $28

Wonder Boy III - 
Monster Lair $11 UNK

Wonder Boy in 
Monster World $30 $61

World Championship 
Soccer II $3 $9

World Class 
Leaderboard Golf $5 $6

World Cup Soccer - 
World Championship 
Soccer

$6 $8

World Cup USA 94 $6 $11

World Heroes $12 $18

World of Illusion $15 $27

World Series Baseball $4 $8

World Series Baseball 
‘95 $2 $9

World Series Baseball 
‘96 $5 $9

World Series Baseball 
‘98 $7 $17

World Trophy Soccer $3 $8

Worms $15 UNK

Wrestle War $7 UNK

WWF Raw $8 $17

WWF Royal Rumble $10 $13

WWF Super 
WrestleMania $7 $13

WWF WrestleMania - 
The Arcade Game $9 $17

X-Men $10 $18

X-Men 2 - Clone Wars $16 $35

X-Perts $7 $30

Xenon 2 Megablast $10 UNK

Yogi Bear’s Cartoon 
Capers $8 UNK

Ys III $43 $99

Zany Golf $12 $33

Zero the Kamikaze 
Squirrel $63 $161

Zero Tolerance $12 $15

Zero Wing $18 UNK

Zombies Ate My 
Neighbors $25 $49

Zool - Ninja of the ‘Nth’ 
Dimension $10 $22

Zoom! $9 $10

Zoop $3 $4
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