
NAMOA is Australia’s Premiere 
Amusement Industry Association

CONTENTS

Representing Professional Amusement Machine
Operators and Suppliers delivering outstanding -

 

A QUARTERLY COMMUNICATION

Communication Business Alliance Market Technician support   
  Development Partnerships Development forum for members

IAAPA, the global association for the attractions industry 
welcomed the world’s leaders in the attractions business to 
Orlando, Florida, for IAAPA Expo 2019. ...   See more on page 10

VOLUME 33   ISSUE 11   DECEMBER 2019

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

FROM NAMOA!

Merry
Christmas

IAAPA TRADESHOW

FLORIDA 2019

JOIN NAMOA TODAY!
E: admin@namoa.com.au
www.namoa.com.au

President’s Message 2

NAMOA Editorial 2

Member Benefits 3

Deeproot Pinball 4-5

Interview - John Popadiuk 7/27

IAAPA Report 9

IAAPA Tradeshow 10-11

LAI Games 12

Haggis Pinball 14-15/17

AMOAQ AGM 19

Street Fighter 21-22/24

Reflex Games 29

Cotton Candy World 30

Supplies Directory 32

Suppliers Contacts 33-35

SUMMER EDITION



EDITORIAL

The end of the year is upon us 
once again and it 'tis the 
season to be in the coin
operated business as many of 
our customers thoughts turn to 
recreation and entertainment 
during the Christmas / New 
Year period.

Plenty of holiday reading for you 
here after you've put up the tree with 
reporting from the huge IAPPA Show 
in Orlando, Florida. 1,000+
exhibitors on its vast showroom floor 
makes for the biggest amusement 
Trade Show in the World.
After you've wrapped all your
presents you can catch up on the 
latest silverball news – focussing on 
newcomer Deeproot Pinball and 
what they have in store after their 
launch in 2020.

Then, if you've been nice not
naughty, there's a great look back on 
video game history as Dan Snook 
revisits the heady days of the 80's 
and the Street Fighter phenomenon. 
Austretrogamer Alex Boz sees what 
Haggis Pinball has got in their 
stocking, grab a warm glass of 
festive egg nog, however
you like it and enjoy!

by Ed Partridge,
Editor of
The Collector

Hello members,
let me start of by saying Merry Xmas 
to you all and hope all of your 
businesses have been getting fullcash 
boxes in 2019 filled with many highs 
and lows of Retail and Impulse 
trading throughout our great county 
Australia.

I have had the pleasure of talking to 
lots of members throughout the year 
including industry suppliers which 
always gives you a balanced overview 
of how our industry is traveling.
I know our Australian Distributors are 
working so hard to bring to our shores 
new games and ideas as I have seen 
this with my own eyes, especially 
since I recently travelled to IAAPA 
trade show in Florida USA not only to 
see new products but to catch up with 
our overseas counterparts in the
Amusement Industry from around the 
world.

Members should keep an eye out on 
any specials from our Australian 
Distributors before new games come 
to our shores soon.

In other news, I have informed the 
QLD Board that I can no longer afford 
the time of new projects in 
Queensland and have decided to step 
aside as QLD President, but remain on 
the board to help with any transition, 
history or contacts needed into the 
future for our industry. Firstly, I would 
like to congratulate the new QLD 
President Mark Schneider, VP Edward 
Partridge and Secretary Claire Pink.

I have been contributing to this 
industry and the board for over thirty 
years now and I would personally like 
to thank some special individuals 
along this journey, Ken and Glennis 
Corley for your fantastic support over 
many years, to Juanita Keegan – well 
a big thank you for keeping everyone 
in check and steering members 
concerns always first. To Ray 
McGowan, thank you, as we haven’t 
always agreed on everything but we 
always managed to get the best 
outcomes for members and work as 
an effective team, to the many QLD 
board members and industry
suppliers over the years, and lastly to 
thank the recent team of Fiona Cossill 
-Teway, Erica Anderson -Fidget Media 
and Greg O’Malley, I know members 
will be better informed with all your 
hard work and dedication of the last 
few years with many volunteer hours 
put in for our industry’s benefit.  
Thank you to all of you.

As for the NAMOA President, I’m 
staying on at this point as I have 
unfinished business to put in place for 
members, I am pleased to announce 
two new Honorary associate members 
- Clubs QLD and CMA Brisbane zone 
as members of NAMOA.

Also, as of writing, we are yet to 
confirm an annual meeting with QLD 
Gaming and Racing. The purpose of 
this annual style meeting is to inform 
members of any Government new 
laws or other state purposes that may 
change the amusement operators 
business conditions into the future of 
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which would help our association 
plan for any new challenges that 
may pop up.

Please also I am asking members 
that if you have any old machines 
that your association can donate to 
our country NAMOA Members, 
please contact us, as our thoughts 
and prayers go out to those people 
effected by the ongoing bushfires to 
date. These are horrific conditions 
and even if you help with anything 
please reach out to us and we can 
commutate this to members
effected if need be.

Just a reminder about Lloyds 
Auctions too, a great way to get rid 
of your old equipment as is, please 
contact us for further details at 
namoa.com.au

In bidding 2019 farewell, I wish all 
members a safe and happy holiday 
period and may 2020 fill your cash 
boxes to overflowing.

Regards

Tony Argery
NAMOA President
AMOAQ President 



WE WANT YOU!
If you are in the amusement machine
industry and you want:

✔ effective business support
✔ timely industry representation
✔ the right advice for your business
�
Then this is the most important information
you'll read all year.
�

WHY?
�
Because being a member of NAMOA means you
WON'T BE GOING IT ALONE IN YOUR BUSINESS.
�
�NAMOA is the leading association in the Amusement 
Machine Industry

SO HERE'S THE BOTTOM LINE
WITH NAMOA MEMBERSHIP
You receive 12 months membership, regular industry 
update emails, quarterly Collector newsletter with the 
latest industry information, access to business
education and compliance modules, technical support 
information, staff development programs, association 
events and more

You get all of this for only $275 Inc. GST.

Don't go it alone, learn from those who have
been there before you.

IN FACT, HERE'S JUST THE 
TIP OF THE ICEBERG OF 
WHAT YOU GET...
• improve your business skills and grow your business
• helping you to avoid the pitfalls and get the right advice at the 
 right time
• providing technical information 
• provide you with solutions for the day to day challenges in this 
 industry
• safeguarding your business future with industry
 representation
• know that you have taken a step towards having the best 
 support on your side, for your industry
• knowing that you are doing what the business needs you to do
• learning from your peers and sharing experiences that benefit 
 everybody

HERE'S HOW TO JOIN
So go ahead and click the link now and you'll be on your way to 
enjoying all the benefits we've talked about here and more! 
Let's get started right now!

TO JOIN GO TO WWW.NAMOA.COM.AU
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If you're involved with pinball as a 
part of your business, you'll know 
that interest and demand throughout 
the industry is high.  

The resurgence of pinball into the 
modern popular consciousness has 
seen prices of used machines on the 
market hit record highs. Buying a 
new in box machine for your location 
is, therefore, becoming an attractive 
proposition.

The problem is that new pinball 
machine customers don't have much 
choice in the market. The leading 
player's overwhelming market 
dominance of the last ten years has 
meant that they don't have to go out 
of their way to try and innovate. They 
follow their tried and true formula of 
balancing the bill of materials and 
churning out their next title. Based 
on their industry experience, they 
know the market is going to lap up 
their next licensed franchise as 
consumers have little choice.

The other choice is to choose a game 
from a boutique pinball
manufacturer such as Spooky Pinball 
or take a chance on Jersey Jack. 
Alternatively, buyers can take a 
gamble on an exciting title from 
pinball manufacturers in the 
infamous pinball startup industry.

Well-publicised pinball startup 
failures such as Heighway Games 
and Suncoast Pinball have made 
buyers feel cautious about investing 
in companies in this particular 
manufacturing segment. In
particular, those asking for pre-order 
money!

This aversion to pre-orders is the 
first positive thing Deeproot Pinball 
seems to be doing in this space. In 
development for at least five years, 
Robert Mueller, lead investor in the 
San Antonio, TX startup has
seemingly rescued the company 
from the startup failure statistics.

Mr Mueller is said to have a 
wide-ranging investment portfolio 
and a robust list of backers funding 
the venture. Some reports suggest 
there was an initial investment of 
$15M raised for the business.
That's a substantial amount of 
start-up funding! Robert has also 
invested heavily in the company using 
his own money alongside seed 
investor capital.

Legendary designers Barry Oursler, 
Dennis Nordman and Jon Norris are 

part of Deeproot Pinball's core 
design team.

The games we know as being in 
various stages of development 
include the following titles:

Magic Girl
Retro Atomic Zombie Adventureland
Fire and Brimstone
2 Dennis Nordman Unlicensed games
Alice in Wonderland

The latest information on launch 
comes from the Deeproot website :

Fall 2019 - Summer 2020
(January- June 2020)

"Knowing exactly when we launch is 
a valuable trade secret that allows 
competitors an undesirable
competitive advantage. At a
minimum, the 5 days of deeproot will 
be scheduled and RAZA will be 
available for sale during this time 
period. We fully intend to make good 
on our 2018 Pinball Expo promises 
we regrettably did not accomplish in 
2019. -- Robert J. Mueller Deeproot 
Pinball"

I am looking forward to seeing what 
the Deeproot team reveal in 2020!

Ed Partridge
Editor of The Collector

SUMMER EDITION
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From Pinball News.com November 15 
2019

Just ahead of the game's first public 
appearance at the Houston Arcade 
Expo this weekend, Deeproot Pinball 
released studio pictures of their new 
Retro Atomic Zombie Adventureland 
game.

In a detailed article on the This Week 
In Pinball website, pictures of the 
John Popadiuk-designed game are 
shown in prototype form. Some 
elements such as the cabinet shape 
and cabinet, backbox and translite 
artwork are not the finished product, 
while other features such as the 
display and playfield layout are not 
expected to change significantly.
The cabinet and backbox look very 
conventional designs, but might 
change prior to production which is 
promised to begin by the end of June 
2020.

The colour display is an 
ultra-wide-aspect panel which gives 
plenty of space left and right for 
in-game information but not much 
height for portrait-shaped objects 
such as faces, or indeed the game's 
logo. Scoring for this 'retro' design is 
kept deliberately low with no trailing 
zero, but with room for the score to 
reach just shy of ten million.
Speaker grilles are below the panel, 
not allowing for very large drivers 
but giving a more integrated look 
and providing space above for a 
full-size translite.

The cabinet shown has a very 
conventional shooter rod, start 
button and coin door, as well as just 
a single flipper button on each side.

So far, so traditional.

The playfield too harks back to the 
glory days of pinball design the 

mid-to-late '90s when game
designers were always striving to 
devise ever more imaginative 
playfield toys. Retro Atomic Zombie 
Adventureland was, of course, 
originally a Zidware design created by 
John in his studio in Streamwood, 
Illinois.

The design has changed
significantly since then with much 
more emphasis on the theme park 
elements, although there are a few 
obvious similarities including the 

Z-O-M-B-I-E inserts, the centre-left 
ramp, the orbit lanes and the target 

at the very back of the playfield.

The new design packs plenty of shots 
and features into the playfield, 
including a Ferris wheel, a dare devil 
cycle ramp with a target at the end, 
three roll-over buttons in front of a 
swinging target along with some 
more conventional drop and stand-up 
targets and a spinning disc.

There are also some throwback 
references to earlier theme park 
games by Barry Oursler (who is also 
designing at Deeproot), such as "ride 
the Ferris wheel", "dunk the dummy" 
and "ride the rollercoaster".

There were two playable games set 
up at the Houston Arcade Expo show 
this weekend, although Deeproot 
Pinball were at pains to say they were 
not final builds and they would be 
using them to gauge how they 
mechanisms stand up to a weekend 
of play and if any design tweaks are 
needed before the game goes into 
production next year.

As yet there are no indications of 
pricing or any different models being 
available.

A more final version of Retro Atomic 
Zombie Adventureland can be
expected at the Texas Pinball Festival 
in March next year, where additional 
titles may able be displayed.

RETRO ATOMICZOMBIEADAVENTURELAND
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From - This Week In Pinball.com 
November 14 2019

TWIP: I want to focus on Retro Atomic 
Zombie Adventureland, but first 
wanted to ask about your journey 
from Zidware to deeproot Pinball, 
with deeproot helping the past 
Zidware customers, to this Houston 
Arcade Expo and showing the world 
your newest design. Can you share 
what that journey was like and what 
you learned along the way?
John Popadiuk: Big question… 
Zidware was started to bring back the 
"90s" style of pinball to the
community in 2011. Obviously it was 
not so easy to do as I learned. We had 
a great development group back at WMS.

Also in this case I had to develop the 
whole platform from scratch (which) 
became magic girl and engineer it all 
from the ground up.

It has been an extremely hard road 
and certainly harder from a business 
point of view. I am a better showman 
and pinball designer than CEO. but 
the passion was always about pinball 
and making "better" games that 
raised the bar.
Even as the road became difficult, 

almost impossible, I did what I 
could to keep going and told folks 

that I would not give up on keeping 
the games alive as they are 

relevant.

Around this time I met Robert thru a 
mutual pinball buddy, and he was able 
to see my work, my studio and the 
effort I was trying to do in making 
these games. Robert is very passionate 
and loves pinball as much as I do, he 
must have seen something in me or my 
games that wanted him to throw in his 
armor and join the quest. A quest it is.

As with anyone with a dream, struggle 
seems to be part of learning. And 
those that have actually been inside 
Zidware and now deeproot can really 
understand more of what it takes to 
make pinball, and slog thru the daily 
grind of "problems". The end goal is 
the game and really is the only thing 
that will speak for us and the
dedicated talented teams of creators 
behind the curtain.

But today certainly I am learning 
(learned) patience, humility, gratitude 
and more. It is really a team effort and 
I believe our pinball community needs 
people that love making games while 

they bang bricks on their head trying to 
make something amazing.

For me "amazing" is just a starting 
point or blank sheet of paper as there 
are a lot of new pinball inventions to 
make.

To top it off Robert has built an
amazing facility staffed with the most 
talented pinball makers I have ever 
worked with, so for this we are really 
thankful that he has that vision and 
business sense to put in place great 
foundation stones at deeproot.

TWIP: Games designed by JPOP have a 
distinct look and feel. When you design 
layout, what do you focus on first? 
What does your design process look 
like?

JPOP: I guess I can give some of my 
secrets away….

Well I start with the theme and the 
name first….the theme has to be 
something exciting, new, inventive and 
classic.
... Licensing is great for some titles but 

INTERVIEW WITH 
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Top Quality Entertaining The World
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TICKETGAMES
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NEW GAMES FROM
IAAPA TRADESHOW
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IAAPA, the global association 
for the attractions industry 
welcomed the world’s leaders 
in the attractions business to 
Orlando, Florida, for IAAPA 
Expo 2019. 

This year’s event took place from 18 
– 22 November, at the Orange 
County Convention Centre. The 
International Association of Amuse-
ment Parks and Attractions (IAAPA) 
represents over 5,300 amuse-
ment-industry members in more 
than 100 countries worldwide and 
operates several global amuse-
ment-industry trade shows. Its 
annual IAAPA Attractions Exposition 
in Florida is recognised as the 
world's largest amusement trade 
show in the number of attendees and 
exhibitors and providing members 
insight into current amusement 
trends, laws, operations and industry 
methodology. A record 42,600 
people attended IAAPA Expo 2019.

Here's a rundown of some notable 
game releases from IAPPA 2019 
(from Arcadeheroes.com)

NITRO TRUCKS

Described by Raw Thrills as a 
“unique offroad battle racing” game, 
this is an arcade exclusive title 
where you take control of a truck 
that belongs to 1 of 14 racing teams. 

There are six courses to race on: 
Bang Pow (China); Coliseum of 
Carnage (Greece); Crushmore (South 
Dakota, USA); Outback Attack 
(Australia); Switzerblitz (Switzerland) 
and Wreckstershire (UK).

The style of gameplay is demolition 
derby racer on a closed circuit 

course.

Nitro Trucks uses a design variation of 
Cruis’n Blast, with a partial enclosure feel 
to the game with the overhead rollbar. The 
tires at the back are still in place, although 
there is artwork to make it appear that the 
tires are in motion. The game 
uses a 47“43” HD screen and a 
5.1ch surround sound system, 
powered by a mid-range 
gaming PC. Like they’ve 
done with MotoGP, there 
are four color variations 
to certain fixtures on 
the cabinet: red, 
green, blue and yellow. 
It also connects to the 
CoinUp network 
for automatic 
updates, but 
there is no 
word on it 
using any other 
online features. 
Operators can 
connect up to 8 
units if they 
wish. continued over ...

continued over ...
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... CRAZY RIDE

At a glance, Crazy Ride closely 
resembles the game from which it 
draws inspiration (Sega's Crazy Taxi), 
but there are certain features that 
set it apart. This modern take comes 
with a motion base, a touchscreen 
GPS-style monitor on the control 
panel and some vibrant graphics. 
Instead of driving taxis, the game is 
using the more modern idea of ride 
sharing. This allows you to choose 
from a wide variety of vehicles.
While the 43” display is more than 
enough to showcase the game’s 
vibrant colours and smooth
gameplay, there’s also several 
features to improve player
immersion. For instance, the cabinet 
has a powerful fan installed behind 
the steering wheel, which blows 
gusts of air at the driver in relation to 
their current speed.

FANTASY SOCCER

Last year, UNIS unveiled Fantasy 
Soccer at IAAPA and this year, they 
had the game again, but only as a 
single 2-player cabinet. This model is 
new, and was designed as a more 
budget friendly version of it’s larger 
cousin. The frame rate is solid, 
animations improved, initial game 
prompts are perfectly clear. We are 
yet to see how the soccer balls on the 
cabinet hold up to use and how much 
it costs/difficulty in replacing them, 
but smaller venues should be happy 
that they have the options.

THE FLYING DTUCHMAN

Following their pinball games Houdini and Oktoberfest
 American Pinball have made a foray into redemption
with The Flying Dutchman which debuted at IAPPA
2019. The gameplay consists of firing balls into a
rotating cylinder.  A third pinball machine is in the
works, it seems American Pinball will use this
redemption piece to help expand their business into
the wider arcade space.

ATARI PONG KNOCK OUT

Dave & Busters has this game as an exclusive at present, a 4-player version of 
the Atari PONG table. This makes it like Quadrapong, but electromechanical, 
and they’ve thrown some other things into it, like an announcer/commentator 
and “power-ups” or special game effects are in the corners. The physics still 
aren’t 1:1 with video Pong, but it works for the limitations of what the
mechanics can do. And it looks pretty sharp.
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3rd December 2019
by Charlotte Coates – Blooloop

LAI Games, a leader in the
interactive game industry, has 
announced that it enjoyed its biggest 
and most successful IAAPA Expo to 
date last month in Orlando, Florida.
LAI Games is pleased to announce 
that it had a very successful visit to 
IAAPA Expo 2019, which took place 
at the Orange County Convention 
Center from 18 – 22 November.

The company showcased a huge 
range of games on its booth, which 
was packed with visitors every day 

of the show.

There were six new games on 
display: Outnumbered, Pearl Fishery, 
HYPERpitch, Amazing Alley, Toy 
Frenzy and the Monster Munch 
ticket muncher. The company was 
also highlighting The Big Expansion 
Pack, featuring three new
experiences for the award-winning 
Virtual Rabbids game.

Trade show tournament

During the event, LAI Games hosted 
a live tournament for Outnumbered. 
This is a new target-shooting video 
game, with single-player or 
two-player options. It has been 
designed to drive repeat play and 
increase revenue for operators, 
thanks to a mobile app that is able to 
reach players outside of the arcade 

by allowing them to create an 
account, collect points, and work 
towards personalised content.

The winners for each stage on the 
tournament were awarded a trophy, 
and on the final day, the ultimate 
winner received an Outnumbered 
military hat and dog tags.

Also during the show, LAI Games held 
a joint press conference with D-BOX 
Technologies, to highlight their 
collaboration on the motion
simulation for the new Virtual 
Rabbids releases, as well as to 
introduce Outnumbered. Speakers 
were D-BOX Sales Director Nicolas 

Bohly, LAI Games Marketing Director 
Tabor Carlton and LAI Games VP of 
Product Development Shannon 
Perell.

LAI Games received a record number 
of orders for the new games on show 
during the event, including the 
pusher-style redemption game Pearl 
Fishery and the HYPERpitch
baseball-style pitching game.

Last month, the company also 
announced that it had hired sales 
veteran John Bugh as Senior Vice 
President of Global Sales & Business 
Development.
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croupier at the newly opened Crown 
Casino here in Melbourne. While 
working at the Casino, a position 
came up in the MIS/IT department, 
and I thought I should see if the 
computer course and my interest in 
IT were well-founded. I proceeded to 
spend the next twenty or so years 
working in just about every aspect of 
IT from Help Desk and Support 
through to network and system 
administration, software
development, management, and 
consulting. About six years ago, I 
started up a professional services/IT 
consulting company and dabbled in 
Home Automation and Security. 

After deciding to shut down the 
Automation business a little over 
twelve months ago, I found myself in 
the fortunate situation of having 
spare time and income that was still 
being derived from the professional 
services business. Looking for my 
next challenge and something that I 
could be more passionate about, 
pinball, in effect, found me when I 
saw a Pin*Bot come up for sale at a 
local auction house, and the rest is 
history.

SPRING EDITION
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LET THE GAMES
BEGIN!

continued over ...

Made In Australia: Haggis Pinball
November 22, 2019 By ausretrogamer

It takes a special kind of talent and 
a lot of guts to take on the
challenge of creating a pinball 
machine and a fully-fledged pinball 
manufacturing company. With good 
old Aussie ingenuity and
entrepreneurial spirit, Damian 
Hartin has done just that!

Like all of us, Damian got bitten by 
the pinball bug a few years ago, but 
unlike most of us, he decided to 
change careers and create a pinball 
company, Haggis Pinball. We 
recently played Haggis Pinball’s 
debut title, CELTS, which was a 
pre-production model. We were so 
intrigued by how this feat was 
achieved in a relatively short 
amount of time, that we had to grab 
Damian and ask him all of our 
burning questions about his journey 
to becoming a pinball mover and 
shaker, and what the future holds 
for Haggis Pinball. Kick back, relax 
and read Damian’s journey in 
pinball….

AUSRETROGAMER [ARG]: Tells a bit 
about your career background, as 

we understand you were in IT before 
all of this pinball stuff? What exactly 
did you specialise in IT?

Damian Hartin [DH]: Computers and 
computer-related jobs were
becoming a “thing” when I was in 
year 11 at high school. Being a 
subject I could get relatively good 
marks at without a lot of effort 
(something that was very appealing 
to 16-year-old me), seemed like a 
good career choice. As life would 
have it, my first job was in admin at a 
small manufacturing company in the 
town where I grew up, that was 
followed by a course in computer 
programming and then work as a 



SPRING EDITION

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

HAGGIS
PINBALL

SUMMER EDITION

 ...ARG: What was the spark that 
made you decide to make a career 
change and make pinball your new
vocation?

DH: After buying my Pin*Bot and 
looking into pinball in much more 
detail than my teenager memory 
afforded me, I began to realise and 
appreciate the depth of the
machinery and hobby. Seeing just 
how many disciplines and how 
much creativity goes into making a 
pinball machine enthralled me. 
When I realised that it was a real 
possibility for me to make one, that 
was all the spark I needed.

ARG: We are intrigued to find out, 
how does a mere mortal go from 

being in IT to then becoming a 
pinball designer, mechanical 
engineer, software and sound 
engineer, manufacturer and

distributor in such a short amount 
of time? From the outside looking 

in, it just seems impossible!

DH: I love a challenge, and I love to 
create. I have always been a
‘generalist,’ a buzz IT term I heard 
once that probably describes me a 
little nicer than ‘Jack of all trades, 
master of none’. The thing I love 
about software development is 
being presented with a business 
requirement from a company that 
there is no existing solution. That 
process of evaluating the needs, 
imagining a solution, and then 
working through everything that is 
required to bring that to life is 
addictive. It can be a complete pain 
and unbelievably frustrating, but 
completing the challenge is hugely 
satisfying.

When you look at pinball and all the 
aspects that make it up, it couldn’t 
be more of a perfect fit. For me, I 
focus on compartmentalising each 
of the tasks so they can be 
addressed in isolation. As I needed 
to learn everything from scratch, 
this meant that I could tick off items 
one by one and build up a more 
holistic skill set in the process 
without being overwhelmed by an 
unassailable mountain. When you 

then add in a degree of stubbornness 
and perfectionism, with a tight 
deadline, excellent support group, 
and very little sleep, then the war of 
attrition swings in my favour.

ARG: We are aware that this is a 
difficult industry to be in, so what 
sets Haggis Pinball apart from 
others that have come and gone?

DH: While my intent from the very 
start was to build a manufacturing 
company, it was both essential and 
gratifying for me to learn every 
aspect of what it takes to make a 
pinball machine, and then set about 
doing just that. One of the benefits 
of starting small and with no prior 
knowledge was that I needed to 
understand every process intimately, 
and that let me simplify/enhance 
wherever possible. Being in Australia 
also meant that I didn’t have easy 
access to other pinball
manufacturing suppliers, so I 
needed to become self-sufficient as 
much as possible. With a reduced 
reliance on external suppliers, I can 
make decisions and affect
manufacturing outcomes very 
quickly to implement efficiencies in 
both time and money. We are also 
proud of our ability to offer
customisation to our pinball 
machines; this will allow customers 
to effectively build a limited edition 
one of one pinball machine for 

themselves. ARG: We like the sound 
of that differentiation!

ARG: Is it difficult switching hats 
between being all business (as the 
CEO) to then being a pinball
designer/creator? How do you 
manage this and where do you find 
the time?
DH: Yes, and I have no idea! Setting 
such tight deadlines as we did for 
TPF (Texas Pinball Festival) and 
Pinball Expo (Chicago)/ Flipout 2019 
(Melbourne), meant that you don’t 
have the luxury of procrastination. 
Often, making decisions is the easy 
part, convincing yourself or a large 
team that it is the right decision can 
often take time. So, by backing my 

intuition and the 
opinions of a very 
small group of 
people, I forged 
ahead and just 
refused to be 
waylaid.

continued on pg 17 ...
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 ...I have been working full-time on 
Haggis/Celts since January this 
year, and my
background in corporate IT has 
helped with identifying, prioritising, 
and managing the workload.

ARG: What has been the most 
difficult aspect in your journey so 
far in creating Haggis Pinball? Also, 
what has been your biggest
sacrifice?

DH: Everything! Seriously. I love a 
challenge, and I love creating. Still, 
I have a very firm understanding 
that any undertaking such as this 
will be the hardest thing I have ever 
done, and will always demand more 
than I initially anticipated. Every 
single step has started with a 
question, “How do I do that?” which 
I then set about figuring out. Some 
tasks took longer than others, such 
as getting the geometry right, but 
each one presented a unique and 
difficult challenge. Easily the most
significant sacrifice has been time. 
My wife and four year old have been 
incredibly supportive, spending a lot 
of “family” time with me working on 
pinball while it has wholly
monopolised my life over these last 
twelve months.

ARG: Wow, we have gone six
questions and haven’t asked about 
your first game, CELTS! Tells us how 
this game came about and the 
timeframe it went from an idea to 
being played at Pinball Expo in the 
US and Flipout 2019 in Melbourne 
last month?

DH: I started the company in 
September of 2018, and Celts, as a 
theme, came about just eight weeks 
prior to the whitewood being shown 
in Texas in March of 2019. Off the 
back of a successful showing and 
some great feedback from the 
community, we set about
establishing our supply chain, 
setting up a premise ready for 
manufacturing, and working 
through all the nuances of the 
playfield and cabinet design. In the 
following five months, we finalised 
the development of the whitewood 

into the prototype that was unveiled 
at Pinball Expo and Flipout 2019. 
So, in thirteen months, I came from 
not knowing how to open the 
backbox on my newly purchased 
Pin*Bot to starting manufacturing 
of our first Pinball machine; Celts.

ARG: We played the CELTS
prototype at Flipout 2019, and 

without blowing smoke up your 
you-know-what, it really surprised 
us (in a good way) in how brilliant 

and solid the total package felt. 
What has been the reaction to the 

pinball machine?

DH: The reaction and feedback have 
been extremely positive. People 
have enjoyed the gameplay and 
playfield layout, and have been 
somewhat surprised about how 
deep the ruleset is for this game. 
The art and sound package are 
excellent, and the quality of the 
finish, we feel, is as good as any 
other current manufacturer in the 
market right now. We’ve also
innovated on our cabinet design and 
construction methods, and people 
have been impressed with the 
complete package on offer.

ARG: By the time this interview is 
published, Haggis Pinball would 
have opened up pre-orders for 
CELTS – what is your goal with this 
machine?

DH: There were and still are several 
goals for Celts. One was to 
announce to the world that we are a 
manufacturing company that 
deserves serious consideration from 
the community when considering 
their next pinball purchase. Celts, in 
effect, is our business card, mission 
statement, capability statement, 
value proposition, and portfolio all 
in one. I would love to sell two 
hundred and fifty units of Celts 
worldwide and establish
relationships with distributors here 
and overseas. The next few months 
will help direct the future of Haggis, 
and as the case has been over the 
past twelve months, we will address 
each task and each challenge in 
turn as we push forward into 2020 
and beyond.

SUMMER EDITION

ARG: What is next for Haggis 
Pinball? Do you have other 
machine ideas on the drawing 
board? Will Wraith ever see the 
light of day?

DH: Right now, our immediate 
focus is on promoting and
producing Celts, along with 
generating as many orders and 
interest in the company as
possible. We have several themes 
that are candidates for the next 
machine, both licensed and 
non-licensed, including Wraith. 
We’ll start looking at that in more 
detail early next year once we’ve 
had a chance to fulfil our initial 
orders and plan for the remainder 
of 2020.

ARG: Tells us where people can 
find you and interact with Haggis 
Pinball, and how they can order 

your CELTS pinball machine?
DH: They can find us on all the 
usual social media platforms 

(Facebook, Instagram, YouTube) 
as well as on our website

www.haggispinball.com. They 
can also send an email to me at 

info@haggispinball.com with any 
questions. Orders can be placed 

via our website store.

A huge thank you to Damian for 
taking time out of his very busy 
schedule for this interview, we 
really appreciate it. It’s been quite 
full on for Damian as he has 
travelled extensively over the last 
month showcasing CELTS in the 
US and Australia, and also setting 
up the pre-ordering system, which 
had its launch on November 1. We 
wish Damian and Haggis Pinball 
all the success!

By Austretrogamer (Alex Boz)
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SPECIAL
NEXT COLLECTOR

ALL PRICES

FULL COLOUR ADVERTISING

FULL PAGE $220  NOW $110!
HALF PAGE $165  NOW $82.50!
QUARTER PAGE $110  NOW $55!

This includes addition to The Collector
and the Web Site. Contact us now:
www.namoa.com.au50% OFF

AMUSEMENT MACHINE 
OPERATORS ASSOCIATION 
OF QLD INC

Annual General Meeting 
Monday 2nd  December 2019

ELECTION OF OFFICERS:
CURRENT BOARD MEMBERS STOOD 
DOWN and... Glenys Corley ...took 
over the Chair for election of new 
office bearers, which are as follows:-

President .......Mark Schneider
Vice Pres........ Ed Partridge
Secretary........Claire Pink
Treasurer .......Juanita Keegan

BOARD MEMBERS -  Tony Argery, 
Ray McGowan, John Harrison, Cyril 
McGregor, John Zamofing, Linton 
Thompson and welcome to new 
board member Rod Jones.

Special mention to outgoing
President Tony Argery.  Every 
member of our association will be 
aware of the countless hours Tony 
has put in on our behalf for the good 
of all those in our industry – he will 
take a much deserved break and step 
back from the spotlight.

Welcome to the incoming President
Mark Schneider, you'll hear from him 
next issue.
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$2,675
ONLY

Plus GST

Features include:
Product display enhanced with continuous curved front glass
Proven quality and constant earning machine
Exciting dinosaur sounds, colours and graphics
Suitable for vending plush, candy, capsules and balls
Fully operator adjustable controls
Prize everytime and skill settings

Authorised Distributor - Re�ex Games                        Ph: 0414 660 069 or (03) 9016 6961    
Email: re�ex.games@outlook.com                                                   www.re�exgames.com.au

www.wgagames.com.au

$4,450ONLY

Plus GST

With this $2 Prize Everytime Vending Crane,
You won’t go wrong!
Designed to pick up a large variety of prizes,
with quality prize mixes available to maximise income.
Put the two together & you win everytime as well!

Chupa Chups Stairway to Heaven,
you’ll be amazed at the earnings!
Chupa Chups ONLY .17¢  $2 Price Per Play
Features include:
Win n Grin machines are ackowledged in the industry as the 
absolute bench mark for quality, performance and reliability
Unique concept & exclusive Chupa licensed machine
Electronic coin mechanism �tted as standard
Fun & exciting sound e�ects
Very small footprint - goes anywhere!
Lightweight and compact
Easy operator adjustment and settings
Electronic audit features
Strong secure cashbox
Factory warranty

ONCE YOU GET

STARTED YOU’LL 

WANT MORE!

 Tel: 07 5563 1800    www.wgagames.com.au
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...the best games from 90s are mostly 
original themes

Once I select a theme idea, then I go 
for the look of the game, art style, 
color, design and try to get a visual 
look in my mind. the same way Nikola 
Tesla (I am no Tesla) would create 
machines in his mind. I can see the 
whole game in my mind space, all 
created and in color.

Then I will try to now find a common 
element, feature, character or idea to 
use as a central "hook". All good 
pinball needs a hook and all great 
past games have them. Flying saucer, 
castle, magic box, ventriloquist head, 
monster, etc.

In the case of Retro Zombie the main 
idea was an amusement park, like 
Cyclone or Hurricane, but then the 
twist is the space zombie alien thing. 
People love family style pinball, and 
for me have dead zombies was not 
really fun for mom to play. Hence the 
original theme idea that can work in 
pinball.

Once I get this far I start sketching on 
a yellow pad and then move to full size 
paper. I do not use technology to draw 
my designs, ramps, flow. I do that by 
hand like Leonardo, and then use a 
tool like 2d or 3d cad to get it into my 
digital canvas. That's one of my big 
secrets! 

This way I will know and see that my 
basic vectors will react the same as 
drawn. the big thing I try to teach new 
designers or engineers is that pinball 
actually comes with a complicated set 
of physics and unpredictable
behaviors.

Most of the time the ball is spinning 
as it is rolling, even though you may 
not see it. So the way it comes off a 
flipper, or a sling or around a bumper 
area is not real predictable. So I have 
to design with this in mind and then 
try to relay this to the team who may 
want a change in the geometry. Steve 
Ritchie taught me a lot about what the 
ball does and how to think about the 
ball on its way back to you the 
flippers. Naturally Gottlieb games 
from the 50's and 60's did this well, 
using seemingly little on the playfield 
but having great play and flipper 
shots.

Once I get my basic toy(s) sketch in 
then I spend time with adding new 
ideas or features. Pinball players 

love "never before seen" mechanics 
and playfield mechs. Just plopping 
down 2 ramps and some bumpers is 

getting real old.

I will keep going from here and 
usually I get hung on ramps, as we 
have limits to how big they can be, 
how long and what do they cover on 
the playfield.

For me I try to leave as much open, on 
a complex playfield, so the player can 
watch the ball as that is one of the core 
tenants of pinball. Just watch the silver 
sphere move wildly around the board.

At this stage I will start drawing cad #1 
or whitewood #1 to make a real game. 
In many cases I do a foam model to test 
shots and stuff, all from hot glue and 
"Nordmanite". Here I can lay down 
some artwork, logos or character 
sketches. I try to draw some characters 
early to find the "soul" of the game. 
That's the next secret.

Then I keep going and usually will bring 
others in for comment and critique. If 
you can get a good vibe early on your 
new game then that's a good sign. As 
development might take 1-2 years the 
game has to be really [awesome] at the 
start and also when it's shown to the 
pinball community.
In the case of Retro Zombie I had some 
good gamers to look at for ideas and 
see what worked before. Everyone loves 
an amusement park, it's great for 
pinball and has easy to learn rules as 
most stuff we have all experienced 
before.

But basically I start this way….a lot of 
thought and imagination goes into 
every title….as far as layout as I try and 
create new shots, flow or features. 
again…not to just do something easy 
or expected. John Popadiuk
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Well, it’s been a hectic few months 
since taking on the distribution of 
Win N Grin Games. 

Still, I’d rather it be hectic than 
quiet. Most of the industry has been 
in its usual post September school 
holiday slump but hopefully, the 
Xmas holiday crowd will be too poor 
to go overseas & will then invade the 
local resorts or have staycations 
instead.

There’s still a lack of variety of 
games for street operators but it’s 
looking like this sector of the
industry, is finally moving more 
towards ‘play til you win’ games, in 
order to give more variety to their 
locations. Prize games are still the 
mainstay for most operators & claw 
games in one form or another, have 
been the dominant type of prize 
game for quite some time now.

Plush & chocolate cranes have ruled 
the roost in the past, with ‘Play til 
you win’ games, often playing a
secondary role, due to the
inconsistent income produced for a 
lot of operators who have tried this 
in the past. These operators will say, 
“Been there, done that”. However, in 
nearly all cases, they haven’t done it 
properly, even though they think 
they have. For those that have been 
willing to take the plunge on the 
Craneosaurus & the associated prize 
mix offered, operators soon realise 
that they might have ‘been there’ but 
they certainly haven’t ‘done that’.

The secret to the success of any form 
of prize equipment, is the
relationship between the quality of 
the prizes given out, the price paid to 
win those prizes & the variety of 
prizes that any one game can offer. 

Craneosaurus is built to maximise 
the usage of a variety of prizes & the 
prize mix supplied, provides the 
variety & quality, that the players 

want, at a price that they 
perceive, to be value for 
money.

You don’t have to buy the 
prize mix & you can even 
mix it in with other 
cheaper prizes but unless 
you put in equivalent 
quality prizes, you are 
going to affect the 
income & not in a 
way that is 
desirable. 
Sourcing good 
quality prizes at 
an economical 
price is not easy & 
you can spend a lot 
of time searching 
without always finding 
suitable items, especially 
when you want to offer a wide 
range in the one cabinet. If you 
don’t put a value on your time, then, 
I suppose, it doesn’t matter but most 
operators are busy & will often take 
short cuts to getting done what needs 
to be done, by usually settling for 
something less, in order to move on 
to the next task.

With the ever-evolving mix of prizes 
that we offer, the problem of quality, 
price & variety is now solved. Even the 
time involved in mixing is solved, 
which can take up a lot of time as well.

All you need to do with our system, is 
to load the great variety of prizes into 
a game that is designed to maximise 
the earning potential, by displaying 
the variety of prizes to their full 
potential & allowing the player to win 
those prizes. The game that lets you 
do this is called Craneosaurus.

You can settle for cheaper prizes, 
with cheaper games that aren’t really 
designed to do the job, using claws 
that overheat, if used regularly. You 
might even get away with it in the 

short term but if you want to ‘get 
away with it’ over the longer term & 
you want strong, consistent income, 
you need to pay that little bit more 
because in the long run, you will be 
making a lot more, plus you’ll save a 
lot of time as well.

As Xmas comes around again, in what 
feels more like six months, rather 
than the usual twelve since the last 
one, I hope everybody in the industry, 
manages to get at least a couple of 
days rest over the holiday period. 

Unfortunately, since most of us are 
beyond ‘redemption’ (not sure if that 
is an industry joke or not) it looks like 
Xmas Day & New Year’s Day will be 
about it for me & probably most of 
you as well. Old habits die hard! 
Anyway, try to have a great Xmas & an 
even better New Year.

Steve Patan - Tel 0414 660 069
Email reflex.games@outlook.com
 www.reflexgames.com.au
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COTTON CANDY’S 
EXCELLENT 
DEBUT

The Australian Cotton Candy World 
had an excellent US debut at the 
IAAPA show in Orlando, said Paul 
Jacobs, vice president of business 
development for MC Global Games 
the machine’s manufacturer.

The attendant-free, self-cleaning 
vending machine had a 100 per cent 
positive reaction from visitors,
said Jacobs. The unit has an
attraction-generating top display, 
vends non-sticky, dry fluffy cotton 
candy in only 70 seconds and has a 
vend door that remains locked 
during the floss-making process and 

then unlocks until the product 
is removed. The small-footprint 
cabinet is built of Australian 
steel and has a pink powder 
coat with high-visibility
graphics.

It has been three years in
development by MC owner Ray 
McGowan who reported that 
the self-sufficiency of the unit 
and ease of operation were key 
elements in its success. It even 
has wireless data transfer 
reporting and is suitable for any 
street location in addition to 
FECs, bowling centres, cinemas 
and similar high-traffic 
locations.

It is now operating
successfully at a number of 

Australian FECs and
producing an ROI in under

20 weeks. It will be available 
in the US and Europe in the 

first quarter of 2020.

Pictured above: Tim Stay, Ray 
McGowan and Paul Jacobs of 
MC Global Games in the Gold 
Standard Games booth.

Intergame Online.
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PROTECT YOUR BUSINESS!

Site/location Agreement
Books.
(50 duplicate Agreements in a pad)

COST: $22.00
(Includes GST and Postage)

New Members receive a
COMPLIMENTARY Book. To
save wastage, it has to be
requested).

Delivery Dockets
Delivery Dockets are used for
Record of Ownership. Title and
Commercials Terms.

Book is A5 - 50 pages in duplicate
Introductory Delivery Docket Book
$13.20 (includes GST, Postage and
Handling)

To order - please e-mail
admin@namoa.com.au
(Prices may change without notice)

REDEMPTION STICKERS

A lot of discussion has been had 
regarding the quality/price of prizes 
that are on offer in Prize Redemption 
games and the feedback from 
customers is that young children are 
‘seduced’ into playing some 
redemption games that have major
prizes of Playstation’s, mobile 
phones. IPods etc.

NAMOA has re-designed new 
stickers which are reversed printed 
and attached to the inside glass of 
Prize Redemption games, according 
to the value of the prize.

G Maximum Prize Value $20.00
PG Maximum Prize Value $50.00
M Maximum Prize Value $100.00
MA Maximum Prize Value $200.00

New members are entitled to 20 
free stickers, but you must apply for 
them. Please advise the combination 
you require. Additional stickers can 
be purchased by members at $1.10 
each, which includes
GST, postage and handling.

To order your Stickers please 
contact Juanita Keegan.
admin@namoa.com.au

ADVERTISING RATES
COLOUR in JPEG format

FULL PAGE $220  NOW $110!
HALF PAGE $165  NOW $82.50!
QUARTER PAGE $110  NOW $55!

PREFERRED SUPPLIER
ADVERTISING $88
per financial year.

This includes:
The Collector and the Web Site.
(The above Prices include the GST).
Rates may change without notice.

Deadlines
28 Feb, 31 May, 31 Aug, 30 Nov

To order - please e-mail
admin@namoa.com.au

VIDEO GAME MACHINE 
LABELS

Labels are not available from
NAMOA. Go to the
Government Web Site

Machine Labels can be downloaded
from www.oflc.gov.au
(Classification Markings)

SPECIAL NEXT COLLECTOR

ALL PRICES  50% OFF

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

SUPPLIES
DIRECTORY

SUMMER EDITION



Members - is your business included 
in these listings? If not - you are 
missing out on other members 
knowing what your business offers!

Your listing is also placed on the 
NAMOA web site as well as here in 
the printed Collector. Cost to you is 
$80 plus GST for 1 year on the web, 
including 4 Collector listings. PRO 
RATA for the remaining issues this 
year. Advertising rates may change 
without notice.

Email Juanita:
admin@namoa.com.au
with your paragraph and your 
advertisement will be in the next 
Issue and go straight onto the web 
site. (in Microsoft Word, please)

Not a Member? Join Now and take 
advantage of this listing directory.

A.M.D. SYDNEY
Amusement Machine Distributors. 
Australian Distributors for Stern 
Pinball, Incredible Technologies, LAI 
Games, ICE, Sam Billiards,
Benchmark, UNIS & Betsons.
Full range: new and used machines, 
service and spare parts available.

Ph: 02 9700 9600.
Fax: 02 9669 1266.
www.amdcoinop.com
E: bcolbourne@amdcoinop.com

AMUSINC
Importers of:

- Quality Crane/Skill Testers
- Prize Redemption Machines
- Spare Parts
- Licenced Plush Toys
- New Containers Always Arriving
- Representing Manufacturers from 
- China, Korea, Taiwan and USA
- Global Importers.

Give us a call for your needs.

Todd McDougall 0400 993 393
www.amusinc.com.au
E: coin_net@hotmail.com

ANDO’S AMUSEMENTS (AUST)P/L

Sales- various types
of Second Hand of
coin operated
amusements,
including Kiddy Rides.

Ph: Larry 0416 177 077
Fax: 07 4779 8672
E: andosam1@bigpond.com

CASHFLOW ENTERTAINMENT P/L

Designed to meet global market 
expectations with CNC manufacturing. 
Australian designed and
manufactured PCB’s and Software. 
Cutting edge 3G SMS communication 
systems. Producing a range of 
Cranes, Redemption, Ticket and 
Sports games. Balancing High 
quality with Low prices.

Ph: 0432 323 333
E: admin@cashflowgames.com.au
www.cashflowgames.com.au

COIN OP SOLUTIONS

Exclusive distributor for Wu Mar 
Harng/Paokai Electronic. Australian 
Designed Cranes – A crane for every 
Location. Toy Soldier, Maxi Claw, 
Win Every time, Cool Age Chocolate 
and Movie Stars. Glass All-round, 
LCD Screens, security bars, bill 
acceptors and many more options.

2 Year warranty on boards and 
motors. Now available – plush mixes 
20cm, 25cm, 30cm and 40cm

Mark Robins - 0433 118 477
Ph: 03 9555 1409
E: mark@coinopsolutions.com
www.coinopsolutions.com

LIKE TO PUT
YOUR

BUSINESS
HERE?

JOIN NAMOA TODAY!
E: admin@namoa.com.au

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

SUPPLIERS &
CONTACTS

SUMMER EDITION



HUNTER LEISURE

Hunter Leisure supply toys suitable 
for crane & redemption machines.

Ph: 03 9287 9888
Contact: Sonia Rhind
E: soniar@hunterleisure.com.au
or cathyd@hunterleisure.com.au
www.hunterleisure.com.au

MICRO SYSTEM CONTROLS P/LTD

Designers and Suppliers of:
Australian Design Award winning
Microcoin QL, Microcoin SP,
GBA Note Acceptors

For sales and service enquiries, 
please contact Robert Bird.

Ph:03 9646 6446
Fax: 03 9646 6447
E: sales@microcoin.com
W: www.microcoin.com

PENNY JUNCTION AUST. P/L

We are Australia’s largest bulk 
vending wholesaler of all gumball 
products, capsuled toys (25mm to 
93mm), rubber bouncing balls
(27mm to 50mm) and mixed bulk 
toys for stackers and similar 
machines.

We are able to service everywhere in 
Australia and our pricing will not be 
beaten.

Ph: Geoff Guthrie 03 9318 1047
Unit 1/1 Caulson Close
Maribyrnong Victoria 3032
E: pennyjunction@bigpond.com
www.pennyjunction.com.au

REFLEX GAMES

Proudly representing Win N Grin 
Amusements & their great range of 
prize equipment, with parts & 
service backup to match.

We also supply other new & used 
arcade equipment & associated 
products, including prize & ticket 
redemption games, plush toys, 
footballs & other prizes.

Register your surplus equipment on 
our sales consignment list & we’ll 
endeavour to sell it on your behalf.

Steve has been distributing arcade 
games since 1977, so there’s a little 
bit of experience to draw upon, if 
you need any advice.

If you require quality equipment at 
competitive prices, from a
distributor that doesn’t operate in 
competition with our customers, 
we’re definitely, worth a call:

Contact: Steve Patan
Ph: 0414 660 069 or 03 9016 6961
E: reflex.games@outlook.com
www.reflexgames.com.au

media

Need help with your
website, advertising

or print media?

Check out our
services today at

www.fidgetmedia.com.au
Call: 0431 114 977

LIKE TO PUT
YOUR

BUSINESS
HERE?

JOIN NAMOA TODAY!
E: admin@namoa.com.au

LIKE TO PUT
YOUR

BUSINESS
HERE?

JOIN NAMOA TODAY!
E: admin@namoa.com.au

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP
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RIDE ON ENTERTAINMENT

Cars, Planes, Train 
 “you name it-We have it in stock”
1940’s rides starting from $500 sold 
as is” Hundreds of models to choose 
from in our Sydney and Melbourne 
warehouses.

Licensed character rides available. 
For assistance please contact
Office: 03 9890 7577
E: louise@rideon.com.au
www.rideon.com.au

SHADFORTH INSURANCE 
BROKERS

Insurance Brokers approved by 
NAMOA.

Fully underwritten by an Australian 
Insurer. Exclusive facility available 
to NAMOA members.

Unique insurance solutions on a 
policy developed in consultation 
with your Association.

Contact either Darren or Rebecca
Darren Reilly - 07 3031 1622
Mobile 0418 751 986
E: Darren.reilly@sfg.com.au
Rebecca Higgs 07 3031 1625
Or Mobile 0418 751 986
E: Rebecca.higgs@sfg.com.au

THOMPSON BILLIARDS

Manufacturers of Coin Tables and 
Home Tables, as well as accessories.
35 years manufacturing experience 
in the industry.

Shipping nationally from the Gold 
Coast, Qld.

Phone: 07 5537 6922
Fax: 07 5529 1022
E: admin@thompsonbilliardtables.com.au

ZAX AMUSEMENTS

is Australia's largest supplier of coin 
operated amusement equipment, 
with exclusive rights to the world's 
best brands and recommending only 
the most successful and suitable 
games, with the best ROI for the 
operator.

We consult on every area of FEC 
operation, offer the class leading 
Intercard Debit Card system, and 
supply spare parts, service, tickets, 
tokens and everything to offer a 
turnkey solution, and support 
making your operation a success.

Located Port Melbourne
Victoria 3207
P: 03 9676 9190
Zak Athanasiadis
E: sales@zax.com.au
www.zax.com.au

DISCLAIMER
1. All expressions of opinion are published on the basis that they are not to be 
regarded as expressing the official opinion of the publisher unless expressly 
stated.
2. The publisher accepts no responsibility whatsoever for the accuracy of any of 
the opinions or information or advertisements contained in this publication and 
readers should rely on their own enquiries in making decisions concerning their 
own interests. In particular, no responsibility is accepted for the quality of goods 
or services supplied by advertisers or for the accuracy of materials submitted for 
reproduction. To the extent permitted by law, the publishers, their employees, 
agents and contractors exclude all liability (including liability and negligence) 
to any person for any loss, damage, cost or expense incurred or arising as a 
result of material appearing in this publication.

NAMOA STATE
REPRESENTATIVES

NEW SOUTH WALES
Ron Mroz – 0425 709 032
E: ron.mroz@teeg.com

VICTORIA
Zak Athanasiadis – 03 9676 9190
E: zak@zax.com.au

Steve Kimmins – 0409 345 684
E: stevekimmins@bigpond.com

QUEENSLAND
Tony Argery (NAMOA President) 
Mobile: 0418 988 988:
E: tony@funhouse.com.au

Ray McGowan – 0432 323 333
E: ray@cashflowgames.com.au

SOUTH AUSTRALIA
Robert Westwood – 0403 053 611�
E: robertwestwood@hotmail.com

TASMANIA
John van Aspern - 0400 430 743
E: jmasperen@bigpond.com������� Phone 

ACT
Nick Vasiliou – 0413 930 750
E: nick@happydays.net.au

COLLECTOR EDITOR
Ed Partridge - 0422 050 190
E: ed@pinball.com.au

ADMIN & FINANCE
Juanita Keegan - 0407 795 283
E: admin@namoa.com.au

THOMPSON
BILLIARD TABLES

Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

SUPPLIERS &
CONTACTS

SUMMER EDITION



Contact: admin@namoa.com.au 
Facebook: NAMOAGROUP

NAMOA is Australia’s Premiere 
Amusement Industry Association

www.namoa.com.au 


