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EDITORIAL

Whereas Easter was once all about 
religion it is now, to many - all about 
chocolate. Ask any kid these days 
and they'll probably struggle to 
explain the historical meaning of the 
holiday, but it's a sure bet that they 
know they are going to be waking up 
to chocolates galore on Easter 
Sunday morning. Given this modern 
obsession with all things chocolate 
at this time of year, The Collector 

AMOAQ Presidents Report 
March 2021.

Here we are 12 months after Covid 
restrictions began and they still 
continue. We're told a variety of 
vaccines are being introduced, hope-
fully they will be effective. Meanwhile 
lockdowns and restrictions continue to 
occur with Brisbane commencing yet 
another 3 day lockdown on March 29. 
Lockdowns like this continue around 
the country periodically and with the 
Job Keeper program now concluded 
the impact on some people and 
businesses will be severe. The reality is 
many businesses simply can't continue 
to hold their financial breath indefi-
nitely, especially with support like Job 
keeper gone. Over the last year, our 
industry has experienced numerous 
losses as some businesses close and 
people exit our industry. The tough 
times are not over and unfortunately 
for some the worst is yet to come. I 
urge anyone reading this to take action 
before you reach a crisis point. The 
sooner you take action, make tough 
decisions and changes the more time 
and options you will have and that will 
lead you to a better outcome long 
term, it will.

The AMOAQ is currently planning to 
restructure and expand the 
association on a national level with a 
view to attracting new people to our 

industry. This is our future, we need new 
people and new ideas if we are ever 
going to recover and return to more 
prosperous times. I personally believe 
the second half of this year will be 
rather bleak for many in a variety of 
industries not just ours. I dearly hope I 
am wrong but I feel the signs are there 
and I am making plans just in case. I 
think it wise if everyone does some 
preperation for even tougher times just 
in case they come. You just can't believe 
or rely on all the hype from some 
politicians and sectors of the media. I 
see alot of hype and talking up 
situations when there are no facts to 
support their claims or predictions. In 
any case whatever your view is, it's wise 
to have a spare wheel in case of a 
puncture rather than be caught without 
one when you really do need it.

For those of you who have surplus 
equipment that you might like to 
liquidate, I recommend selling through 
Lloyds auctions. I sold off a number of 
used games through Lloyds recently 
and was very happy with all the prices 
received after deducting Lloyds vendor 
commisions. All the games I sent to 
auction actually netted much more than 
anticipated, that was a very welcome 
injection of unexpected additional 
funds. One important tip with selling 
through auctions, make certain your 
games are fully operational as they will 
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attract many more bidders and yield 
you a much higher price than a 
non-operational or faulty game. It's 
definitely worth repairing games 
where practical/possible and make 
sure they look clean and tidy too.

As usual, we continue to seek 
feedback from Operators and 
locations nationwide about how your 
area and business is going. Please 
email or call our Editor Ed Partridge 
with your feedback and if you have a 
story idea or suggestion please tell 
us. Ed can be contacted on: 0422 050 
190 or by email: ed @pinball.com.au

As always, if ANY MEMBER has a 
problem or suggestion, needs help or 
advice feel free to contact me direct 
anytime on: 0438 113 632 or by email 
at: mark@pinball.com.au.

Wishing you all success in life and 
business for 2021.

Mark Schneider.
President AMOAQ.

AUTUMN EDITION

this month takes a look at 
“Chocolates for Cranes and 
Skilltesters” outlining the best ways 
for operators to fill their cashtin as 
well as their chocolate (Easter 
Bunny) hopper. Also in focus this 
issue is the recent CES show held 
virtually in Las Vegas and the 
upcoming BPAC Showcase and 
Brisbane Pinball Masters (see back 
cover for details). We close things 

out with the regular contributions 
of Steve from Reflex Games and the 
latest in pinball with 
Ausretrogamer. So if you're reading 
this over the holiday, sit back and 
unwrap a few of Cadbury's finest as 
you digest this issue!

by Ed Partridge,
Editor of The Collector



Since our last issue The Collector has 
sadly learnt of the passing of long 
term Toowoomba and later NT opera-
tor Paul David Comber on January 
25th 2021. Son Preston (pictured 
below left with brother Paul and sister 
Tiffany) writes “It is with heavy hearts 
tonight we share the news that last 
night, our father, Paul David Comber 
passed away peacefully in his sleep in 
Darwin Hospital after a five year 
history of illness. He will remain 
forever in our hearts and memories. 
May he now Rest In Peace..x”. 

Vale Paul.
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locations, to expand Nayax’s cashless 
payment and consumer engagement 
platforms.

Nayax will implement Tigapo’s 
unique, proprietary technology, which 
is powered by artificial intelligence 
and able to predict visitors’ actions, 
into Nayax’s advanced payment 
systems. This will enable coin-operat-
ed machines’ operators with 
state-of-the-art consumer engage-
ment platform and provide a full suite 
of location management and 
real-time business intelligence tools.

NAYAX  PARTNERS 
WITH TIGAPOThe huge impact on the US 

amusement and attractions 
industry made by the virus is 
charted in a study released by 
IAAPA.

February 22, 2021

IAAPA HIGHLIGHTS 
IMPACT OF COVID ON 
AMUSEMENT 
INDUSTRY

The trade association said the industry 
had five times the job losses of the 
average sector elsewhere. IAAPA 
historian Jim Futrell, a market 
research specialist, compiled the 
report that showed an industry in dire 
need of support from the authorities.

“Just as amusement parks and 
arcades, historical sites, zoos and 
other attractions were ramping up 
seasonal hiring last year, the economy 
shut down,” said John Hallenbeck, 
North America vice president, IAAPA. 
“That meant a sudden and immediate 
drop in employment. It is imperative to 
the livelihood of hundreds of thou-
sands of Americans that state and 
local governments continue to push 
for the safe reopening of attractions 
facilities as soon as possible.”

The study found parks, arcades and 
other member businesses in IAAPA 
saw wages fall by nearly $1.1bn in the 
second quarter of 2020 compared with 
the same quarter of 2019. Amusement 
and theme park employees were 
among the hardest hit, accounting for 
70 per cent of the drop in wages.

In the peak month of employment for 
the attractions industry, July 2020, 
employment fell by 165,000, or 35 per 
cent.

In a note, Futrell said: “While IAAPA 
members that have reopened have 
proved that they can do so safely, 
these businesses continue to struggle 
due to consumer reluctance and guest 
capacity limitations, severely affecting 
revenue and the ability to bring back 
and rehire staff to previous levels.”

March 29, 2021

Nayax, the leading cashless payment 
provider, is pleased to announce a 
strategic partnership with Tigapo, the 
leading cloud-based management and 
monetization system for amusement 

Tigapo will leverage Nayax’s advanced 
payment infrastructure, technical 
support, logistics infrastructure, and 
development resources, which will 
enable Tigapo to deliver an unprece-
dented level of service for the amuse-
ment industry. Tigapo can now offer 
its customers seamless integration 
with a range of Nayax’s advanced 
payment and sales-management 
systems.

“Nayax is excited to partner with 
Tigapo and its state-of-the-art 
platform, clearly the most advanced in 
their industry,” noted Yair Nechmad, 
CEO and co-founder of Nayax. “The 
amusement space is an attractive 
industry and adjacent to many current 
verticals we already serve with 
cashless payment solutions. Tigapo’s 
technology can be implemented into 
these verticals, including kiddie rides, 
vending machines, ticketing kiosks, 
and photo booths. All of this makes 
Tigapo a great fit for us.”
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BATTLE OF THE 
ARCADES AND 
BPAC SHOWCASE
The last five years or so, if you've been 
paying attention, has seen the rise of 
Arcade Retrogaming in Barcades 
throughout Australia and New 
Zealand. Before this there was only a 
small band of enthusiasts who partici-
pated in retrogaming (i.e. playing 80’s 
video games pinball competitively), 
now there are hordes of mostly 
bearded men and the odd smattering 
of women who descend on their local 
haunts sometimes, on as frequently 
as a weekly basis to participate in 
various leagues and events.

Due to the effects of Covid-19 the 
highly successful BPAC (Brisbane 
Pinball and Arcade Collective) Show-
case at the Exhibition Grounds – the 
Ekka, in 2019 was unable to proceed 
and after another venue change and a 
two year hiatus, the ten days of 
Pinball and Arcade heaven are now 
slated to be held at popular Brisbane 
hipster brewery/restaurant Dogtap at 
Murrarie from July 16th – 25th. 
Events will again include Donkey Kong 
high score and knockout competi-
tions-  the world famous Kong Off, and 
also the epic Brisbane Pinball Mas-
ters. The full ten day schedule is set to 
be released in coming weeks.

Another separate but related barcade 
event is the 2021 AUS/NZ Battle of the 
Arcades.

Australia's leading barcade Nether-
world are teaming up with arcades 
across Australia and NZ for the ultimate 
team based inter-arcade comp.

Battle of the Arcades venues include:

Spacies (QLD), Pixelate Arcade (NZ), 
1UP Arcade Australia (QLD), 1989 
Arcade Bar (NSW), Australian Pinball 
Museum (VIC), GameRoom Essentials 
(SA) and Netherworld (QLD) will each 
call upon their greatest intergalactic 
arcade warriors to compete in a battle 
for the ages across original arcade 
games selected via the Australian 
keepers of the cabinets.

From 10am to 6pm on both Saturday 
the 15th and Sunday the 16th of May, 
head down to your local arcade and 
join the team. Venues teams can be 
any size with the highest scoring 8 
players from each venue counting 
toward the team total. So if you are a 
game specialist, pinch hitter or 
confident across multiple titles, every 
point counts in the battle for the 
coveted Battle of the Arcades Trophy!

- Ed Partridge

Netherworld Arcade - Brisbane

Spacies Arcade - Toowoomba

Brewdog Dogtap - Brisbane
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CHOCOLATES 
FOR CRANES 
AND 
SKILLTESTERS
Given Easter is the time of year when 
everyone becomes preoccupied with 
the sweet brown indulgence, The 
Collector thought this my be a good 
time to focus on the best new product 
for Operators.  To do this we got in 
touch with the President of NAMOA, 
Tony Argery who is truly a master in 
this area given his many years of 
experience as the owner of Funhouse 
Family Entertainment Centres and 
Club Division.

Gone are the days of buying from so 
called “Wholesale Suppliers”, Tony 
says these days some of the best deals 
are at Costco. Armed with this 
information, The Collector paid a visit 
and some of the bargains are 
astounding.

Tony also recommends keeping an eye 
on Coles and Woolworths when they 
have ticketed specials that make them 
almost as good as Costco.

Tony says – remember it is important 
to store your stock at the right 

temperature, he has a special fridge 
that runs at 15 degrees.

Don't forget – each bar adds to the 
waistline so no pigging out. Thanks 
Tony for the info!

- Ed Partridge
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   RHODE ISLAND NOVELTY DUCKS 

$0.50 each. 90 IN THE SERIES MOQ 500 PCS 

    GO GO PONY LINKED PAIR 
FULLY RECONDITIONED, ELECTRONIC COIN 

MECHS. LOCATION READY 
$2250 



DUE TO COVID 19
NAMOA MEMBERSHIP FEES 
HAVE BEEN HALVED!

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

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

WAS $275 
NOW 

$137.50!
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By Erol Huseyin  
thestingerreport.com 
February 16, 2021

In the first big show of the new 
decade, Las Vegas played host to the 
mega 53rd Consumer Electronics 
Show (CES) – sprawling across not 
only the Las Vegas Convention Center 
(LVCC), but also neighbouring hotel 
suites and private demonstrations 
(with some 180,000 attendees). CES 
is a show that charted the new 
technology trends on consumer 
development, and also played its part 
in shaping the future of the 
Out-of-Home Entertainment arena.

The key areas of interest were broken 
down into three categories. The first 
being new immersive wearables, 
starting with the high-end PC VR 
headsets. The impact of the changing 
VR landscape was felt from some of 
the established developers in the 
scene. HTC made a last-minute 
decision not to present any new VR 
hardware at CES’20, and abandoned 
plans for their traditional VIVE Press 
Conference. The company has been 
under pressure after reports of a 
revenue drop in 2019, down 57-per-
cent and following the less-than-stel-
lar reception to their new Cosmos 
headset. Instead the company was 
linked to a move towards a new 
business strategy, announcing that 
whilst not presenting at CES, HTC will 
be making an announcement regard-
ing “a new vision for VIVE” – which 
has now been scheduled for around 
Mobile World Congress in February 
(watch this space).

Pimax – In an unusual situation, the 
Chinese operation had accidently 
revealed their plans to launch a new 
version of their headset at CES. The 
accidental admission was mentioned 
in a media post in December, and 

ENTERPRISE 
FOCUS GROWS 
AT CES

management confirmed it should not 
have been revealed. The official big 
reveal of the new lineup of headsets 
included the low-cost (baby) of the 
range, with the Pimax‘Artisan’, an entry 
level system. The Artisan is a lower 
resolution version to the previous 8K 
and 5K Pimax solutions, at a low price.

But also revealed was a high refresh 
rate headset, the Vision 5K Super 
(supporting the previous Vision 5K 
Plus), with a 180Hz performance. This 
model is hoping to offer a better experi-
ence and address possible sim-sickness 
issues. All eyes will be on Pimax to 
make good on pricing and delivery dates 
following the announcements, revealing 
they had started mass production of the 
previously-announced Vision 8K X 
flagship headset. The Pimax headset 
was used on one automotive booth as 
part of an eight motion seat theater 
experience. It was, however, revealed at 
the end of CES’20 that Pimax would be 
undergoing some restructuring as 
enterprise grows as a core focus, with 
news that it would be moving its techni-
cal support centers back to China (more 
information on these moves to follow).

6DOFMotion.

This was not the only example of a 
realistic simulator combined with a 
movable platform rocking the CES’20 
show floor. On the Razer booth, the 
company launched a new product line 
with a racing rig, a giant 128° curved 
projection screen and motion seat, as 
part of their new ‘Razer eRacing‘ 
simulator line; running the fastest 
graphics and compute performance 
with hyper-realistic racing. This is a 
platform that will also talk to the 
eSports racing scene. Also on the CES 
show floor, was the first production 
prototype of the YAW VR motion seat 
(funded through Kickstarter) – a 
compact motion “bowl” style seat 
system made for consumer VR 
gaming, but also with an eye on LBE 
deployment.

Motion simulation being used in 
training and simulation was another 
aspect readily demonstrated at 
CES’20. One such example was from 
Forum8 – a VR design studio develop-
ing real-time interactive simulation. 
The company promoted their work in 
this sector with a Chinese-made, 
Empower lntelligent Technology, 
360° VR chair simulator running a 
demonstration, using the 3Glasses 
headset. Several automotive compa-
nies exhibited the future of their 
vehicles at the show with VR demon-
strations (an illustration of the influ-
ence of such tech in the sector).
Another major high-end (PC) develop-
er was HP – with information revealed 
that their HPReverb, which has been 
focused for enterprise deployment, 
has seen some major new signings, 
including prominent deals initially 
with Zero Latency. Recently it was 
also revealed that the company had 
become a technology partner with 
Dreamscape Immersive – replacing 
their previously fielded Oculus Rift 
headsets. The first full installation 
with the HP headset (and their G2 
backpack) platform was seen at the 
opening of the first Dubai location at 
the end of 2019. Some sources 

continued over on page 13...

AUTUMN EDITION

One of the other entrants into the 
high-end PC VR headset sector is 
VRgineers – which we have already 
reported on. The company used CES’20 
to launch their new XTAL platform 
(offering 4K display per eye, 8K 
horizontal in total), with a performance 
far beyond the current needs (or price 
point) of the consumer owner, but with 
a pure enterprise focus. The company 
promoted their headset quality in 
enterprise, working with the Air Force 
and NASA, and showed the level of 
immersion with an ultra-realistic F-18 
fighter flight simulator rig operational 
on the booth, using the headset and a 
high level of immersion through the 
motion platform – developed by 



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

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



continued over from page 11...

ENJOY WORLD CLASS  
EXPERTISE AND SERVICE

JOIN OUR
GLOBAL FAMILY

TAP AND PLAY 
READER
iWAVE

THE WORLD’S 
#1 READER
iREADER ECLIPSE

THE ULTIMATE 
READER

i3
INDUSTRY’S 
BEST VALUE
NANO ECLIPSE

+1 (314)275-8066  |  +1 (800)732-3770     sales@intercardinc.com     intercardinc.com      

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

CONSUMER
ELECTRONICS

SHOW

suggested that the company was also 
working on enhancements for the 
system to increase their presence in 
this sector.

Next came the leading new area of 
innovation, with standalone 
(all-in-one) mobileVR headsets – the 
influx of attention in this approach to 
VR had been fuelled by the Oculus 
Quest, but there were other develop-
ers now entering the ring. Gaining 
much attention was Pico, with their 
new model in the line called the Pico 
Neo 2, along with the Pico Neo 2 Eye 
(which incorporates eye-tracking 
technology, in partnership with Tobii). 
The system offers a more powerful 
processor than the competition. The 
system is focused more on an enter-
prise footing than consumer (The 
Stinger Report covers the opportuni-
ties from this format in detail later). 
Picoalso demonstrated what they 
called ‘VR Glasses’, a brand new 
prototype concept using a minimalis-
tic and stylish form factor (reminis-
cent of what Panasonic was showing), 
and offering a glimpse of the next 
generation in VR headsets.
 
Panasonic caused a major stir in the 
VR section of CES’20, revealing their 
much-anticipated new VR eyeglasses 
in the form of the world’s first 
High-Dynamic Range (HDR) capable 
VR system (we will go into more detail 
in our coming standalone VR feature). 
The company has established strong 
roots with the attractions scene, most 
recently involved through their 
division Panasonic System Solutions 
Company, to supply the 4K visual 

technology solution for the Star Wars: 
Rise of the Resistance attractions, 
and having worked with Walt Disney 
for the last 20-years.

For a second year, VRLEOUSA (parent 
of LEO and partner Shanghai Lions 
Intelligent Technology) presented at 
CES. As reported on during our 
IAAPA’19 coverage, at CES they 
showed a number of their ‘LEO‘ 
self-service VR arcade systems, with 
its retractable headset and 30-second 
UVL cleaning system as part of the 
large screen mounted kiosk – running 
the Lenovo Win MR headset and now 
populated with five games developed 
by the company, of varying quality.
 
Another exhibitor at CES 2020 who 
comes from a VR arcade and consum-
er presence, was Germany-based 
ICAROS GmbH. The company used 
the expansive show to present their 
current ‘ICAROS‘ body-motion VR 
system, including its home configura-
tion for fitness applications and 
entertainment; alongside their 
‘ICAROS-R‘ ride-on system which 
offers network play . But the company 
also launched their new 
‘ICAROS-Cloud‘ – a disc-shapep 
platform for the VR user to lie on, 
with their moves represented through 
the platform into the virtual world. 
Immersive content and development 
was represented by exhibitors such as 
SynthesisVR, who ran on their booth, 
in partnership with Vesaro, Razer and 
Slightly Mad Studios, an example of 
the future of eSport racing.

Haptic feedback and wearable suits 
were also presented on the Las Vegas 
show floor, as was seen with TESLA-

SUIT. The company was running on 
their booth the ‘TESLASUIT XR‘ 
experience – which has been branded 
a “human to digital” interface, with 
the suit combining haptic sensory 
feedback and tracking. Although the 
system has been evaluated for LBE 
application, the jury is still out on this 
complicated platform. TESLASUIT 
also demonstrated their new 
‘VR-Glove‘ – a completely wireless 
system, connecting to the suit via 
Wi-Fi.

AUTUMN EDITION

One aspect of the immersive tech that 
received coverage back at the begin-
ning of the latest phase of VR was 
“olfactory” (sometimes nicknamed 
“smell-o-vision”). That approach was 
most notably promoted with the 
Kickstarter project Feelreal – a 
multi-sensory mask attachment 
proposed for VR headsets, that 
includes not only smell, but FX effects 
such as heat and wind. Promoted at 
CES last year, in an announcement on 
the Kickstarter page during the 
beginning of the year, it was revealed 
that the plans to launch Feelreal had 
been cancelled. It was stated that the 
latest FDA ruling regarding vaping 
devices, stating that certain devices 
were dangerous to people, meant the 
FDA had forced the company to start a 
new line of testing to come up with a 
design that departs from a vaping 

continued over on page 15...

Teslasuit

Panasonic VR
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style approach to disperse the scents. 
The Kickstarter stated that if they 
cannot get confirmation of a new 
method, they will close the project 
with no refunds available. No word if 
the FDA will consider the methods 
with which scents are distributed 
within the popular 4D theatre busi-
ness, and whether they would also 
fall under this scrutiny.

One aspect of VR is how it has invad-
ed the lifestyle aspect of the technol-
ogy trend, from fitness and health, to 
even being used in the cosmetic and 
hygiene sector. At CES’20, toilet 
paper manufacturer Charmin (a 
division of Procter & Gamble) 
launched a number of “unique” 
approaches to their product and the 
latest tech (part of the ‘LifeLab‘ 
exhibit), including the ‘V.I.Pee‘ 
portable potty. Using an Oculus Rift-S 
headset, and a unique porta-potty 
configuration, the VR headset created 
a “premium porta potty experience“, 
virtually transporting the user to front 
row at sporting and concert events, 
while they used the bathroom seat.

Moving from wearables for VR and 
AR, and headsets continued to fight 
for recognition from the consumer 
trade. In the latest collaboration 
announcement, Nreal is in partner-
ship with a brilliant eye-tracking 
technology company, 7invensun. 
Nreal had a very popular CES, with 
presentations of their sleek design 
which is now in a production proto-
type format, and impressing attend-
ees over the alternative AR headgear. 
The system is gearing up for a Spring 
launch in Korea, Japan, and eventual-
ly the US around the middle of the 
year. Other AR hardware on the floor 
included the new Huawei AR glasse-
son the NOLO booth, hooked up with 
their NOLO tracking system. Mean-
while Realmax was running a multi-
player demonstration of their AR 
headsets, and they were one of the 
companies cleaning their systems 
with a Cleanbox system to ensure 
hygiene.

In a low-key presentation, Samsung 
revealed their new prototype AR 
glasses during a CES Livestream. The 
sleek design hints at serious competi-
tion to the other slimline designs 
from the likes of Nreal. The AR 
demonstration was in support of their 
Gait Enhancing & Motivating System 
(GEMS), for help with fitness and 
posture through a unique exoskeleton 
system which acts as a coach. This 
was a concept demonstration, 
although its true consumer availabili-
ty was undecided. Samsung did not 
really show any other new AR or VR 
offerings publicly but, like many 
others exhibitors, they hinted that the 
Mobile World Congress in Spain will 
see some new developments.

The Korean cinema technology 
company, CJ 4DPLEX, unveiled the 
next generation of an immersive, 
premium, movie theater experience. 
The company showed their ‘4DX AR‘ 
platform, accessible using mobile 
phones and integrating computer 
vision technology. The system deploys 
Resonai‘s ‘Vera‘, an Artificial Intelli-
gence (AI) and Augmented Reality 
(AR) platform, which converts a 
physical space into an intelligent 
digital environment. The concept was 
demonstrated at CES’20 in collabora-
tion with Teeny Studio and FINGE-
REYES. Developed for large retail 
spaces such as cinemas, shopping 
mall complexes, and theme parks, the 
system is launched as part of a new 

business opportunity for the corpora-
tion. CJ 4DPLEX introduced 4DX in 
2009, and 700 movies have been 
screened in 4DX with 723 theaters 
now, in operation across 65 countries.

The emergence of the first XR 
platforms (mixing the technologies to 
create a new level of technological 
engagement) was seen from various 
exhibitions. Some of the amazing 
projection systems on display at 
CES’20 showed the capability for the 
future of immersive entertainment. 
Panasonic ran a demonstration for 
crowds on their booth, with a virtual 
ping-pong table and the ball virtually 
represented through projection 
mapping and motion tracking, captur-
ing the players’ bat moves and inter-
acting with the virtual ball to play a 
realistic game. Whilst this was just a 
booth demonstration, it is so easily a 
concept that would (and should) work 
in LBE.

One of the new aspects of XR invest-
ment is new immersive display tech-
nology, and CES’20 had its fair share 
of new technology. Using a theme 
park style presentation, the company 
Hypervsn developed a three-ring 
theme park style experience to 
promote their latest holographic 
technology. The first part of the 
promotion saw puzzle games created 
using the holographic displays, with 
even a version of Tetris to play; while 
the second part saw the holographic 
representations of people’s faces; and 
the final part had deconstructed 3D 
models for the audience to marvel at. 
Hypervsn‘s 3D holographic visual 
solution is based on light emitting 
diodes (LEDs) placed all along each of 
the four rays, spinning at a set speed – 
and based in previous signage tech-
nology.
New consumer game development 
was represented with a new decade 
that sees a fresh video game console 
cycle (Ninth Generation), with the 
battle being joined by new streaming 
game consoles (Google Stadia). The 
consumer gaming scene was repre-
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sented with the Sony Interactive 
Entertainment (SIE) President 
revealing, on a stage presentation 
early into CES’20, that they had 
achieved PSVR sales which had 
surpassed some 5m units. To place 
this into comparison, their PS4 
console has achieved sales of 106m. 
The stage presentation was used to 
launch the branding for the successor 
console – the PS5, launching during 
the holidays of this year. While not 
launching a new PSVR, Sony 
confirmed that the new console will 
be compatible with the original VR 
hardware, thus leveraging their 
market penetration.

CES also charted some new elements 
of digital technology making leaps 
into the commercial entertainment 
sphere – and, for a third year, Artificial 
Intelligence (AI). Exhibiting at CES for 
the third year, OMRON showed their 
‘Forpheus‘ platform – a robotic 
table-tennis system, that offers an 
AI-powered opponent against the 
player. This is one of the most sophis-
ticated of the object tracking robots in 
production, developed in the new fifth 
generation configuration to compete 
at the highest level. This kind of AI 
competitor algorithm has attracted 
investment from the games scene, 
when it was revealed that Square 
ENIX had signed a partnership agree-
ment with OMRON to jointly research 
the relationship between machine and 
human (creating better game dynam-
ics).
Along with AI, there has been an 
explosion in Autonomous Vehicles, 
such as the trackless ride vehicles 
seen at IAAPA’19, as well as the 
explosion in drone deployment in the 
park and resort sector – ranging from 
security, in arial displays, and even in 
game systems. All this, along with a 
greater focus from all the major 
exhibitors to embrace the 5G connec-
tivity revolution, is hoped to drive 
much of the deployment of these 
applications.

More traditional amusement style 
products which crashed the CES’20 

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

SHOW

In Conclusion – One aspect of the first 
major trade show of the new decade, 
along with the tech on display, was 
the absence of a large portion of the 
Chinese contingent. The protracted 
US/China trade dispute saw several 
Chinese firms not attend the Las 
Vegas gathering. Along with the 
Washington lead trade dispute, 
Chinese and some foreign exhibitors 
found it difficult to get the correct 
visas to attend the USA in time for the 
show, also adding to the list of 
absentees.

Attempts by some media to claim that 
VR was not prominent at this year’s 
CES fell flat in the harsh reality of 
numerous main showings, but it was 
clear that some exhibitors were 
holding back on their main 
announcements, in part favouring the 
Spanish show the following month, or 
in part favouring keeping their powder 
dry as they wait to release Mixed 
Reality (AVR and VR) platforms later in 
the year. For Out-of-Home 
Entertainment, though, the interest in 
this sector seems on a continued 
growth.

show floor included that from amuse-
ment veteran UNIS,showing their new 
‘Atari PONG Knock-Out‘ – a 
four-player physical object pong 
game. The company also continued its 
partnership with TAITO (seen in our 
IAAPA’19 coverage), with an example 
of the AirSoft-based shooting game, 
‘GunArena‘. Meanwhile STERN 
Pinball returned to CES to promote 
their latest pintable, ‘Stranger Days‘. 
The company has developed both 
amusement and consumer variants of 
its popular systems (the ultimate 
man-cave accessory). The product 
also received a Wired mention.

One of the interesting aspects of the 
consumer entertainment side of the 
business on display at CES’20, was the 
latest offerings from Arcade1Up – 
who showed their latest innovation 
with a home video pinball system. The 
system is called the ‘Virtual Pinball‘, 
is developed in partnership with Zen 
Studios, while licensing Bally and 
Williams Pinball platforms, and 
creates video pinball recreations of 
the original. The company’s booth was 
once again dwarfed with a giant 
playable video amusement machine, 
this time a recreation of ‘NBA Jam’.

Virtual Pinball
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by arcadeheroes.com March 5, 
2021

To answer the first question that 
everyone probably thought the 
moment that they read the headline – 
no, this is not an early April Fools joke 
or some other prank. It’s real and quite 
a surprise at that. I didn’t even hear an 
inkling of this among my usual reliable 
rumour mills. I should also note that 
this will likely please my three kids, 
each of which spends an inordinate 
amount of time playing both Minecraft 
and Minecraft Dungeons.

Minecraft itself doesn’t really need any 
introduction – as one of the 
best-selling (if not the best-selling) 
games of all time, millions of people 
have played it, and Microsoft spent a 
pretty penny in purchasing the 
company behind it, Mojang. Long 
we’ve heard people joke about how a 
Minecraft arcade might work, but it 
came down to the arcade wizards at 
Play Mechanix to make it happen.

of a first-person sandbox game), players 
will experience nine levels of 
hack-n-slash action, with some strategy 
thrown in there per Will Carlin, head 
designer. This also means that it’s 
another game in the Gauntlet vein, the 
only other one out there right now 
being Lightning Knights.

your card meter,” Will explains. “Once 
card meters are full, they activate, and 
you can use them to defeat enemies all 
around you. Every time you play the 
game, a card will be given that is yours 
to keep.”

I’ve reached out to Raw Thrills for more 
details and will update when prudent, 
but as the article mentions, this game 
is out on test in the wild – I wouldn’t be 
surprised if tests begin this weekend – 
so some users interested in this might 
get lucky and come across it. As for 
when it will launch, the article only 
says “later this year,” which can all 
depend on how things continue to go 
with the country re-opening. Summer 
would be a guess of mine; It would also 
be interesting to see how much these 
will sell for.

PLAY MECHANIX 
& MOJANG TEAM 
UP TO MAKE 
MINECRAFT 
DUNGEONS 
ARCADE

MINECRAFT
DUNGEONS
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The news was revealed on the official 
Minecraft website this morning where 
you can find plenty of details, but I’ll 
summarize here. Based upon the 
Minecraft Dungeons game, which is 
admittedly a different beast than the 
core Minecraft game (it’s top-down 
with adventure/RPG elements instead 

Players control their characters using a 
joystick and three buttons, which are 
assigned: Melee (your slash attack I’d 
assume), Dodge, and Range(bow & 
arrow, spells). Players defeat enemies to 
earn points as well as gems, which build 
your card meter. Yes, this will be using a 
card vending system that has proven 
popular with Injustice and Marvel (and 
one other yet-as-unannounced game RT 
is working on), which is an element that 
will certainly help drive Minecraft fans 
to play this one even more as they go 
about collecting the 60 different cards.

Cards are used to further enhance your 
gameplay experience, allowing you to 
change your gear. Per this image above, 
there are cards for these categories: 
Melee; Range; Armor; Pet & Skin. Scan 
the cards you have when this screen 
pops-up; Play to earn & collect more 
cards. I’ll quote from the article from 
Will Carlin:

When you play the game, you collect 
gems and [defeat enemies], which fills 

On-screen gameplay

Player menu screen

Minecraft Dungeons Cabinet
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By J. Fingas engadget.com
November 5, 2020 

The arcade industry has unsurprising-
ly taken a steep hit during the 
COVID-19 pandemic, and that’s 
leading Sega to bow out. Eurogamer 
reports that Sega Sammy Holdings 
has sold 85.1 percent of its Japanese 
arcade business, Sega Entertainment, 
to the amusement machine company 
Genda. Sega isn’t shy about the 
reasoning. Its amusement unit has 
been “greatly affected” by the corona-
virus, and it wants a company that can 
change with the times and reduce its 
fixed costs.

The company still expected to record 
“extraordinary losses” as part of the 
transfer. While there had been some 
recovery after the initial blow from the 
pandemic, the situation was still 
uncertain enough to prompt the 
selloff.

The arcades won’t vanish. Sega told 
Famitsu in an interview that custom-
ers can still visit, and that it would 
still develop arcade games. Genda 
said it aimed to expand the amuse-
ment facility business, although it 
appears Sega’s plans to turn arcades 
into “fog gaming” data centers didn’t 
pan out.

It’s still the end of an era, though. 
Sega’s arcades are iconic parts of the 
Japanese landscape, to the point 
where they appear prominently in 
games like Persona 5. Sega had 

SEGA SELLS 
ITS ARCADE 
BUSINESS DUE 
TO THE 
COVID-19 
PANDEMIC
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American Pinball Press Release 
January 25, 2021

American Pinball is proud to announce 
our newest Senior Mechanical Engi-
neer Zofia Bil Ryan. Zofia has been a 
mechanical design engineer for more 
than 30 years and has achieved valu-
able experience in designing plastic 
parts, sheet metal parts, mechanical 
components and game mechanisms for 
the overall gaming industry. 

Two-way Kickout Mechanism for 
pinball (Popeye)
Roulette Scoring Device (Popeye)
Magnetic Ball Carrier for Pinball 
Games - Mist Multiball (Dracula)
Multilevel Play Feature for a Pinball 
Game (Doctor Who)
Multiple Path Ball Ramp for Pinball - 
Rotating Head (The Machine)
Machine with Enhanced Re-Shielding 
Enclosure (for casino game)
Zofia also designed the mechanical 
parts of many pinball games for WMS. 
She worked with several game design-
ers in this effort which included: Barry 
Oursler, Bill Peutzenreuter, Tony 
Kraemer, Walter Smolucha and Steve 
Kordek. These games include:

1 Pool Sharks (released 1990)
2 The Machine-Bride of Pin Bot 
(released 1991)
3 Doctor Who (released 1992)
4 Dracula (released 1993)
5 Popeye (released 1994)
6 Dirty Harry (released 1995)
7 Who Dunnit (released 1995)
8 Ticket Tac Toe (released 1996)
9 Junk Yard (released 1996)
We are so proud to have her leading 
our mechanical engineering team. 
Zofia loves pinball and has her own 
pinball collection of all the games 
that she ever worked on.

AMERICAN 
PINBALL 
ANNOUNCES 
NEW SENIOR 
MECHANICAL 
ENGINEER

She was the first woman to be hired as 
a mechanical engineer at Williams. As 
a valued employee of Williams Bally 
Midway (WMS Gaming), Zofia created 
many mechanisms for various pinball 
games as well as for a casino game 
and she was awarded six US Patents 
for these designs. These patented 
parts include:

Mechanical Engineer - Zofia Bil 
Ryan

Zofia Bil in 1996 - photo credit 
Jim Schelberg
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REFLEX GAMES
UPDATE

By Steve Patan  
March 28, 2021

It’s now one year since the pandemic 
started & as restrictions continue to 
ease, with life returning to ‘covid 
normal’ (whatever that is) our indus-
try, in most cases, continues to 
improve.  Unfortunately, the recent 
cases in Brisbane, show that we 
shouldn’t become too complacent just 
yet, as at the time of writing this 
article, five days before Easter, there 
are already ‘hot spot’ border closures 
& lockdowns are still a possibility for 
parts of south east Queensland. This 
could create a serious problem for 
those wanting to travel to & from 
Queensland over the holiday period. I 
imagine the Queensland authorities 
will be trying to make sure that they 
get on top of this latest outbreak as 
quickly as possible, as a lockdown, 
especially during the school holidays 
would not be appreciated.

AUTUMN EDITION

he Easter holidays should still provide a 
decent uplift in income this year, as 
those with the income to go overseas, 
will have to spend it locally for the time 
being. However, there would be some 
operators along the east coast of Austra-
lia that will probably need an extra boost, 
as no doubt, the recent floods will have 
caused considerable disruption, with 
some suffering damage to equipment & 
their locations having to close.

After Easter, the next few months will 
give us a much better idea of how our 
industry will perform in the post 
Jobkeeper/reduced Jobseeker economy. 
It’s inevitable that a significant portion of 
the recreation, hospitality & entertain-
ment sectors of the economy, which have 
taken a big hit & provide most of our 
locations, will have trouble surviving, 
with the government payments stopping 
& the landlords wanting their deferred 
rent. Logically, this should have some 
effect on us. This, however, needs to be 
balanced against the fact that most 
people are doing quite well, have money 
to spend & can only spend it locally for 
the time being. So far, our industry has 
done relatively well & I imagine, that 
besides the usual seasonal downturns 
that occur, the next few months 
shouldn’t be that bad, providing of 
course, the vaccine rollout gets a move 
on & any outbreaks that do occur, are 
quickly dealt with, as consumer percep-
tions can quickly change in this environ-
ment.

With a bit of luck, our industry in Austra-
lia could do quite well for the time being. 
Yes, some locations will close & unem-
ployment will rise but I believe those 
currently on the lowered Jobkeeper & 
Jobseeker, probably haven’t been pump-
ing too much into our industry over the 
past three months anyway, so it may not 
have that much of an effect on us. I must 
admit though, anyone solely relying on 
international tourists & students to play 
their games, should be on the lookout for 
locations that don’t rely on them.

Looking at what is currently happening 

overseas, I can’t see international 
travel opening up too soon & even 
when it does, I believe most people will 
be cautious & let others be the ‘guinea 
pigs’. It might be a pain in the ‘proverbi-
als’ getting stuck interstate when the 
borders close but I’m fairly sure it’s far 
worse if you happen to get stuck 
overseas. The way things appear to be 
playing out in a lot of other countries, 
instant, international border closures 
are still very much in play.

As for new games being released over 
the past year, besides a few ‘big ticket’ 
items, usually with ‘big ticket’ prices for 
amusement centres, there hasn’t been 
much new equipment released that 
would be of ‘must have’ interest to most 
street operators. Claw games & other 
forms of prize redemption still form the 
backbone of the industry for most 
street operators & it doesn’t look like 
the manufacturers are in any hurry to 
give this sector of the industry, the next 
‘must have’. In fact, manufacturers 
have probably taken the biggest hit 
within the industry over the last year & 
there appears to be more changes 
underway, such as the recent manage-
ment buyout of Sega’s international 
operations. I’d expect there to be more 
restructuring in this sector, with 
further buyouts, mergers & closures in 
the next twelve months.

Hopefully, most operators will end up 
having a decent boost to their incomes 
over the school holidays, with revenue, 
generally continuing to stay above like 
for like, pre-covid revenue in the 
medium term. Otherwise, if I am wrong, 
an even bigger ‘disaster’ would occur. 
They then wouldn’t be able to spend 
some of it with me!

 
Steve Patan 
Tel 0414 660 069 
Email reflex.games@outlook.com  
Web www.reflexgames.com.au

REFLEX 
RAMBLING 
MARCH 2021

already closed its legendary Akihabara 
Building 2 arcade in August, and it 
won’t be surprising if there’s more 
consolidation. Unfortunately, the 
gaming pioneer might not have much 
choice. Arcades by their definition 
involve many people touching the 
same controls and frequently getting 
close to each other — none of that will 
be safe until the pandemic is over.
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By Livewire.itsgames.com 
February 20, 2021

Incredible Technologies is proud to 
announce a long-term licensing agree-
ment with the PGA TOUR. The Golden Tee 
PGA TOUR Edition, an officially licensed 
golf simulation arcade game, is set to 
launch in the spring of 2021 to commer-
cial locations across North America.

“We are thrilled to expand the Golden Tee 
universe and make the PGA TOUR an 
integral part of a game that millions have 
enjoyed across the past three decades,” 
Elaine Hodgson, President and CEO of 
Incredible Technologies said. “This 
alliance will offer exciting new ways to 
play along with innovative technology 
that will bring the game to new heights.”
Golden Tee is celebrating its 33rd year in 
2021, having debuted in 1989. Since its 
inception, it has become a fixture in 
restaurants, bars and arcades across the 
world.

The Golden Tee PGA TOUR Edition will 
deliver the game in 4K graphics on a new, 
state-of-the-art cabinet. Included on the 
cabinet will be a refined control panel, 
touchscreen, Near-Field-Communication 
(NFC) device for contactless login and 
payments, LED lighting, cupholders and 
more.
“We have spent years researching and 
designing a cabinet for the needs of both 
today and tomorrow,” Golden Tee co-cre-
ator and Vice President of Engineering 

courses. The Golden Tee PGA TOUR 
Edition will launch with three licensed 
PGA TOUR courses along with catalog of 
Golden Tee-original designs. Yearly 
updates that will provide more courses 
and features will also be available in the 
future.

The Golden Tee PGA TOUR Edition will 
feature updated commentary from 
legendary broadcaster Jim Nantz, a 
partner of Incredible Technologies since 
2005. He will be joined by professional 
golfer and announcer Peter Jacobsen, 
whose relationship with Golden Tee 
stretches back more than two decades.
 
“Golden Tee is a great addition to our PGA 
TOUR licensee family”, says Len Brown, 
Chief Legal Officer and EVP Licensing & 
Merchandising. “They have a broad reach 
and we look forward to seeing how our 
golf courses challenge their players.”

Along with an abundance of ways for 
players to compete on the new courses, 
the Golden Tee PGA TOUR Edition will 
introduce a refined presentation, new 
equipment, and the all-new Club Pass—a 
progression system that will award 
players virtual clothing and equipment as 
they play.

“We are just getting started,” Vice 
President of Amusements and Project 
Director Adam Kramer said. “While the 
combination of a new cabinet along with 
some of the most famous courses in all of 
golf will provide an incredible foundation, 
we have a long-term vision of growing the 
platform and our audience.”
 
For additional information or to preorder, 
visit amusement.itsgames.com or contact 
your sales rep. You can also visit Golden-
Tee.com or follow GT on most social 
media platforms @GoldenTee.
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GOLDEN TEE
PGA TOUR

GOLDEN TEE 
PGA TOUR 
EDITION
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Larry Hodgson said. “As a leader in the 
arcade and amusement industry for many 
years, our goal has always been to 
enhance and improve the user experience 
and push.”

Using real course topography data, 
Incredible Technologies has rebuilt all 
licensed PGA TOUR courses to ensure they 
are detailed representations of the designs 
in real life.For the first time in the game’s 
history, players will have the ability to tee 
off on some of golf’s most celebrated Golden Tee Control Panel

Tee-off! Relax on the Green
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ARCADES
VS COVID19

By AUSRETROGAMER  
January 19, 2021

It was all quiet on the Pinball Brothers 
front since the demise of the Heighway 
Pinball venture a few years ago.

Just like the rise of the phoenix (Ed: or 
should that be Xenomorph?), so have 
the Pinball Brothers ! Towards the end 
of 2020, we noticed that Pinball 
Brothers (PB) had quietly setup their 
online presence with a website and 
social media channels, which immedi-
ately piqued our interest and set off 
our motion tracker.

With nothing much to glean in the way 
of pinball news or information from 
their site initially, we kept a close eye 
on their cryptic social media posts, 
which were intriguing to say the least. 
With every tweet, Facebook and 
Instagram post, we were glued to our 
social timeline, trying to piece togeth-
er their cryptic clues. Surely all of this 
was pointing to the resurrection of the 
Alien pinball machine.

ALIEN 
PINBALL BY 
PINBALL 
BROTHERS: 
THE BEAST IS 
BACK

ALIEN
PINBALL

From their interview on TSAPS, the 
good news was that they were working 
on bringing back an Alien Standard 
Version (SV) first, followed by a Limited 
Version (LV) towards the middle of 
2021. Even better news was that they 
were not going to take pre-order money 
this time, meaning that if you want one 
of their new Alien pinball machines, 
you would have to go via one of PB’s 
approved distributors (for those in 
Australia, the local distributor is Mr. 
Pinball Australia). As you could imag-
ine, distributors were immediately 
inundated with pinballers clamouring 
to get on the list for an Alien Standard 

Well, on December 18, 2020, all was 
answered of course when the Pinball 
Brothers team appeared on The Super 
Awesome Pinball Show (TSAPS podcast) 
– announcing that the coveted Alien 
pinball machine was going to be 
relaunched! For those that do not know 
the history of Alien pinball or Pinball 
Brothers’ involvement in the failed 
Heighway Pinball saga, we’ll spare you 
the sordid details here, as there are 
plenty of posts on forums and other 
pinball news sites that have document-
ed their past quite well (Ed: Google is 
your friend!).
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continued over on page 30...

Heighway Alien Pinball being 
played

Updated Cabinet
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ALIEN
PINBALL

Version – the Limited Version order 
banks have not yet opened. Interest-
ingly, PB did not disclose any more 
details about the features on the 
Limited Version of the machine, which 
has left folks speculating of what will 
(or won’t) appear on the high-end 
machine.

This Alien pinball remake has had a 
number of tweaks that distinguish it 
from the original Heighway Pinball 
version, including a standard backbox, 
wide-body Bally Williams style 
cabinet, removal of the LCD on the 

playfield above the flippers and a 
physical ball lock to name just a few. 
PB mentioned that they had also 
spent these last two years working 
under the hood to ensure that this 
new Alien pinball experience would 
be durable and reliable, something 
that the original was not (without a 
lot of tinkering and TLC).

AUTUMN EDITION

With their almost indestructible 
playfields being produced in Germany 
by Buthamburg, the build and manufac-
turing of the machines will be in Italy, 
by Pedretti Gaming, who produce 
pinball replacement parts and sell used 
pinball machines. 2021 just got inter-
esting, and rest assured, we’ll be 
keeping a close eye on this Xenomor-
phic pinball venture!
For now, it’s not GAME OVER for Alien 
pinball!

For more information on Alien, please 
visit the Pinball Brothers website.

continued over from page 28...

Jumping Slingshot 
Facehuggers

Force Testing the playfields

Below is a comparison of the original Heighway Pinball and 
the new Pinball Brothers version

Ball eating Xenomorph

Upper Playfield Flipper
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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  
HALF PAGE $165  
QUARTER PAGE $110  

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
20 March, 20 June, 20 September, 
10 December

To order - please e-mail
ed@pinball.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)

ADVERTISE WITH US!

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

SUPPLIES
DIRECTORY

AUTUMN 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, includ-
ing 4 Collector listings. PRO RATA for 
the remaining issues this year. Advertis-
ing rates may change without notice.

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

ONLY $80 (+ GST) for 4 Collector Issues 
+ listing on NAMOA web site as a 
PREFERRED SUPPLIER

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

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

Michael Jarjoura
Ph: 03 9555 1409
www.coinopsolutions.com
E: mj@coinopsolutions.com

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

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

AUTUMN EDITION



IOOF INSURANCE BROKERS

Insurance Brokers Approved by 
NAMOA

Proud Supporter for more than 10 
years.

Same people with a change of name 
from Shadforth
 
Fully underwritten by Australian 
insurers. With the ability to seek hard 
to place liability covers into London 
and Asia if required.
 
Please contact either
Ian on 03 9605 9717
or 0433 664 989
ian.banning@ioof.com.au

Or Darren on 07 3031 1620
or 0418 751 986
darren.reilly@ioof.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.

Tim Kerr 0418817554
Vincent Guthrie 0411149665
UNIT 37 
25-37 HUNTINGDALE ROAD                            
BURWOOD VICTORIA 3125
E: pennyjunction@bigpond.com
www.pennyjunction.com.au

ALL PINBALL 

Specialists in Brisbane Australia for 
Service & Repairs to Pinball & Arcade 
Games. Experts for in Home or Work-
shop Repairs & Service to Electro 
Mechanical & Electronic (Solid State) 
Pinball Machines + Arcade Video 
Games. We Provide Free Technical 
Advice, Just email or Phone us (see 
details below).

Ph: Mark Schneider (07) 3901 5430
Ph: Ed Partridge 0422 050 190
E: ask@pinball.com.au
www.pinball.com.au

PINBALL HAUS

Pinball Haus is one of Australia’s 
premier pinball vendors.

We offer an extensive range of 
Pinball Parts, Leds, Balls, Silicone 
Bands, Mods and Custom artwork.
We buy/sell machines, restore 
machines and you can play more 
than 20 top condition machines at 
our location.
Coffee and non alcoholic drinks on 
offer.
We ship our products world wide at 
very competitive rates.

Babak Hadi 0403 464 636
https://pinballhaus.com/
E: pinballhaus@hotmail.com

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.

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

SUPPLIERS &
CONTACTS

AUTUMN EDITION



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

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 opera-
tion, 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
Mark Schneider
(AMOA QLD President)
Mobile 0438 113 632
E: ms@pimball.com.au

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

CO-EDITOR
Daniel Flood - 0403342848
E: daniel_flood@outlook.com

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

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