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PRESIDENT’S
MESSAGE

WINTER EDITION
AMOAQ Presidents Report June
2021.
As covid restrictions continue in 2021 the
impact on our industry has been significant
to say the least. The AMOAQ initiative to
remove state boundaries is progressing.
This is perhaps one of the most important
changes in many years. It will help ensure
your association adapts to the ongoing
Covid situation and circumstances we all
live in. Having one association body
nationally will offer each member in every
state an equal voice and opportunity to
either seek support or assistance or take a
more hands on position by participating as
a director of our association. Regular
meetings will now conduction online via
Zoom video meetings so distance, lost time
and cost is no longer a burden or obstacle.
The change to a single national association
will bring some constitutional changes that
will save on costs and administration time
while also addressing other long standing
issues such as ensuring all members have
equal access and representation through a
single national association along with
holding an AGM (Annual General Meeting)
every year for the election directors and
also provide members the opportunity to
discuss other matters. Among the proposals I am suggesting is we establish a fixed
time every year for the AGM, for example it

EDITORIAL
June 2021
It would seem Australia has our first
shot at a bonafide local pinball manufacturer since the 80's and the glory
days of A.Hankin and Co's five games
(FJ, Dennis Lillie etc) and the many
onshore assembled Sterns for LAI such
as Trident and Cosmic Princess.
Melbourne startup Haggis Pinball has
moved on from their first game Celts to
a remake of one of the most desirable
classic Bally Solid State pinball games. I

be held the first Monday in October each
year. This will help ensure we avoid the
current situation of NAMOA not having held
an AGM since 2016. My other proposals are,
keeping membership fees at the current
levels and creating an owners membership
class to attract new people and investors to
our shrinking industry. These and other
factors are keys to our survival during the
very dificult times and our future prosperity.

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

On the business side, there is some really
attractive new and good used good equipment on the market right now. This is
especially so with an abundance of used
equipment which has created a somewhat
buyers market so it's a great time to be
buying or trading equipment with other
operators or distributors. That brings me to
another inniative I will be proposing, a free
for members (but open to anyone) a Trading
Post section in the Collector for people
wanting to exchange or swap equipment with
any other owner or operator with or without
a cash adjustment either way. Also, remember Lloyds auctions have monthly auctions
for owners to sell any and all types of
Amusement games to the general public and
trade. Lloyds auctions often yield very good
prices for vendors and they regularly have on
offer some of the most popular games and
some rather rare and sought after games too.
Buyer or seller, Lloyds is certainly worth a
close look and serious consideration.

NOW MORE THAN EVER, we seek the
thoughts, comments, concerns, ideas
and suggestions from every single
member about the transistion to a
single national association. It's your
association and we really need to hear
from you so please make contact and
share your views. As always, feel free to
contact me direct anytime on: 0438
113 632 or by email at: mark@pinball.com.au.

suppose the choice of Fathom was a no
brainer for Clan Haggis, it isn't burdened
with the licensing issues of other Bally
games such as Playboy or Evel Knievel.
You have to admire, and I found it a little
surprising, that the 250 Limited “Mermaid” Editions of the Fathom remake
priced at $11,500 AUD sold out within a
month. This illustrates the current heat in
the local pinball sales market. There is
still some big money being paid and large
volume of second hand machines going
through the recent few Lloyds Auctions if
you've been following along online. Keep
that in mind if you have any gear in a
corner somewhere gathering dust it's
Christmas every month for sellers of
amusement equipment and especially

pinballs right now in Australia they're a
hot commodity.

Wishing you all success in life and
business for 2021.

Mark Schneider.
President AMOAQ.

We look forward to seeing what
becomes of the Fathom remake,
congrats to Damian and the rest of Clan
Haggis on what is a massive endevour,
Sea Nymphs await!
by Ed Partridge,
Editor of The Collector
Email: ed@pinball.com.au
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Looking to SELL your Pinball or Arcade Machine?

PINBALLS | ARCADE GAMES | SIMULATORS | VIRTUAL REALITY PODS

QLD | NSW | VIC | TAS | SA | WA | NT

CALL 1800 456 588

www.lloydsauctions.com.au
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HAGGIS PINBALL
UNLEASHES
FATHOM
REVISITED
by Ausretrogamer.com on April
27, 2021
It is a proud day for us Australians
when our very own pinball manufacturer, Haggis Pinball, takes on the
might from the US with their brand
new pinball release!
Hot on the heels of their maiden Celts
pinball machine (Ed: which is ace!) is
the newly announced Fathom Revisit-

ed, which comes in two trim levels;
Classic and Mermaid Editions. The
company is giving their Clan Haggis
members first crack at these machines
(cut-off was the end of April), and then
the order banks will be thrown wide
open.

Planetary Pinball Supply) to (re)make 5
classic Bally pinball machines from the
early 1980s, starting with Fathom.
Since this business model of remakes
has been proven successful by Chicago
Gaming Company (CGC), Haggis Pinball

With competitive pricing (Classic
Edition $9,500 / Mermaid Edition
$11,500), bulletproof build quality and
revised game code, Haggis Pinball has
just captured the imagination and
attention of all pinball lovers around
the world, us included!
What makes this new announcement
even more intriguing is the fact that
Haggis Pinball were successful in
obtaining the licensing rights (from

continued over
on page 7...

Fathom Playfield

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

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

AUTUMN EDITION

NAMOA
NEWS

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

HAGGIS PINBALL
FATHOM
REVISITED

AUTUMNEDITION
WINTER
EDITION
continued over from page 5...

has definitely scored a major coup.
With their build quality being top
notch, Haggis Pinball is fast becoming
the hot pinball manufacturer in the
world. With their move to newer and
larger premises and with a build
capacity of 50 machines per month,
they are definitely a force to be reckoned with in the pinball world.

PS: Read our interview with
Haggis Pinball CEO, Damian
Hartin from November 2019
here:
www.ausretrogamer.com/made-in-australia-haggis-pinball/

For more information about Fathom
Revisited, head to This Week In Pinball
or listen to the latest Pinball Profile
episode with Jeff Teolis and Damian
Hartin (Haggis Pinball CEO).
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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

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

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

DUE TO COVID 19
NAMOA MEMBERSHIP FEES
HAVE BEEN HALVED!
WAS $275

NOW
$
137.50!
Contact: admin@namoa.com.au
Facebook: NAMOAGROUP
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ATARI
PONG KNOCKOUT

ATARI PONG
KNOCKOUT 4
PLAYER BY UNIS
NOW AVAILABLE
by arcadeheroes.com on June 17,
2021
We have been following the progress of
the Atari PONG Table, from Kickstarter
coffee table, to full-blown coin-op
game machines, for a few years now.
Back before the pandemic, there was
one new variation of the concept that
was aiming to land in arcades last
summer, but that roll-out had to be
delayed for an additional
year(excepting a roll-out to Dave &
Busters, although I am not sure how
extensive that was). The variation was
a 4-player version of the game that
UNIS called Atari PONG Knockout.
It is pretty much Atari’s Quadrapong,
but done in the same
electro-mechanical manner as the
2-player units. It also made use of a
game announcer, an overhead

marquee, and some effects added to
the paddles/ball. You can see all of the
differences between the commercial
model’s thanks to this handy chart that
was included in the UNIS June
newsletter:

The new Pong Knockout
4-player Table

As the headline to this post said, and
also mentioned by the chart above,
this game is shipping out to interested
arcades and other buyers, with stock
available in the US and Canada. It is
available as a card swipe or coin-op
game, each player side having a
payment acceptor; It also has tickets
as an option.
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2021
AMUSEMENT
MACHINE
RELEASES
SPROUTING
FROM ALL
DIRECTIONS
by Kevin Williams of Vending
Times on May 31, 2021
New releases have been
unseasonably slow this year, but
signs of life are now rapidly
emerging
At this time of the year, normally, we
would be evaluating the production
runs of the latest Western amusement
machine releases, following on from
what would have been seen first at
EAG, then at JAEPO, and then with
Amusement Expo. But as this is not a
normal year by any means, the launch
of new releases seems either curtailed
or fragmented. But there are green
shoots appearing and we are starting
to get tantalizing news of new releases
aiming for a late 2021 release window.
The latest example of the
crossover/cross promotion trend was
revealed from amusement powerhouse
Play Mechanix, the game development
studio arm of Raw Thrills, which has
been working on a release based on
the biggest-selling video game of all
time: "Minecraft Dungeons Arcade,"
developed in partnership with
Minecraft publishers Microsoft
Studios. It will be released later in the
year as a four-player combative
dungeon crawler, team-based game.
The cabinet also includes the popular
ard dispensing feature adding a
collectable, repeat play element to the
platform, with some 60 cards to
collect, which can be scanned into the
game.
Leading the charge from Sega
Amusements International is "Mission:

Minecraft Dungeons Arcade - See back cover for more!
Impossible Arcade" — the final version of
the cabinet design and game play of the
four-player competitive shooter, based
on the movie property, has now received
its official release.
There are obviously still speed bumps in
the release program for SAI, as with
many other corporations, based on the
impact on the Western amusement scene
following the global health crisis. One of
those games that reflects this impact
was "Mario & Sonic at the Olympic
Games Tokyo 2020" — now pushed
forward into the 2021 slate, and the
game is doubly relevant, marking the
new date for the Tokyo Olympics, but
also now on the 35th anniversary of
Nintendo's Mario.

Continuing its investment in strong
IP-based entertainment, Adrenaline
revealed it had licensed the popular
skill-game brand from Hasbro to
launch "Twister." Seen on location test,
the new redemption title uses an
interactive floor and wall feature to
allow players to match the colors by
standing and touching the
corresponding area, with the game
able to accommodate up to four
players.

New releases from other parties for the
emerging 2021 season in North America
and the West, in general, are only now
appearing in test, or only just now being
teased for release later in the year as the
green shoots of new facility investment
appear.
Adrenaline Amusements expands
Adrenaline Amusement has continued to
broaden its Videmption line, with the
great "Hot Wheels" four- and six-player
versions of the competitive racer. The
company also revealed "Blox Breaker" –
with its big screen-based ball-throwing
product receiving a new software and
cabinet skin to be turned into "Zombie
Breaker."

Twister by Adrenaline
photo credit arcadeheroes.com
continued over on page 15...
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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
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This is not a video game, but a physical
action game mimicking a fun element
of the original property.
Unis Technology Innovates
The developer and distributor Unis
Technology revealed a new racing
game, "Big Foot Crush," a two-player,
side-by-side racer, aimed at players of
all ages. The game is based on the
licensed Bigfoot monster truck
property, appealing to fans of the
series.
Unis also revealed another game given
a new lease of life, "Cruis'n Blast," a
two-driver, one unique motion platform
version of the Raw Thrill's/Nintendo
2016 release.
Other new Unis releases include the
showing of the latest version of the
company's physical game systems,
with a four-player version of "Atari:
Pong Knock Out," now able to offer
e-ticketing capability.

selection of its four-player physical
screen shooters, either using water jets
or screen blasting. It has also released
its video screen basketball titles, such
as "Game On! Basketball."
Speaking of game crossovers and the
use of IP in immersive consumer
entertainment, Konami announced it
would be entering the consumer VR
scene with "Beat Arena," based on the
amusement Bemani franchise and offers
a music skill game experience set in VR
and launched on the Oculus Quest 2.
Pac Man's 40th anniversary
The appearance of more
reinterpretations of classic video
amusement properties in immersive
incarnations continued as "Pac-Man"
celebrated its 40th anniversary and
found its way into a new Pizza Hut
marketing promotion with Bandai
Namco. The iconic character is
apocryphally claimed to have been
inspired by a pizza with a slice taken

Newcomers in the wings
One of the newcomers to the Western
scene has been Ace Amusement
Technologies, and it was confirmed
that U.K. distributor UDC will be
representing the latest releases from
the Chinese developer. Ace leads the
charge of new development with "Sky
Riders" (previously known as "Retro
Tech Cycle") — a pedal powered video
that has players soaring round a
colorful landscape on their powered air
vehicle, dodging obstacles and popping
balloons.
The game is clearly aimed at a
Kidtainment audience with a
three-years of age target as the
youngest, but the action looks fun
enough to draw in older players.
The other new release from Ace was
"Nitro Speed" — a four-player, third
person, racing game. The players race
in a cartoon environment, collecting
coins in what can be operated as a
Videmption title. The players use a
steering wheel and an accelerator in
the fast-paced racer.
The company has also rolled out a

Pac Man Pizza Promotion
out, and it has been recreated as a
playable game using a downloadable
app for smartphones through a QR code
on promotional pizza boxes.
At the same time, "Space Invaders" was
teased as soon to be available as its own
AR smartphone interpretation, realized
by Square-ENIX Montreal, part of the
parent of Taito, which worked in
collaboration with this project.

free-roaming VR experience for two or
four players wearing HTC Vive Pro
headsets and backpack PCs, navigating
the zombie outbreak based in the
"Biohazard" world. The experience
opened in March at Taito Station
Kurayami Amusement Park, offering a
VR attraction that is planned to be
rolled out at other amusement sites.
Regarding new VR free-roaming
platforms, DOF Robotics announced its
entry into this sector with "VR Room:
Warp in The Space." The unique
enclosure-based VR system uses a
free-roaming VR enclosure system that
incorporates motion seats as a physical
effects element of the experience.
The four player system details have yet
to be fully revealed but seem to point
to a trend in development for
immersive installation style
attractions. This latest design from
DOF emulates the work that has also
been seen from Backlight, Immersive
Tech, SPREE and Movie Power to name
a few.
Triotech announced its continued
investment into the interactive dark
ride scene, partnering with BoldMove
Nation towards a collaboration to build
"Smash & Reload" as a compact
interactive dark ride. With this
partnership, Triotech will be bringing
its multi-sensory, high-energy
interactive attractions experience to
the collaboration, while BoldMove
Nation will focus on the interactive
media content and gameplay with its
"TooMush" IP. This compact system will
accommodate six players per vehicle
(three or five vehicles per attraction
variant), shooting at the screens and
smashing buttons during the
four-minute experience.
The three-vehicle variant is looking at
an average of 240 player-per-hour
throughput against the larger variant
360 pph throughput.
This has been an exciting spring
season, to say the least.

Free-roaming VR on the move
An example of Japanese amusement
factories moving towards developing
attraction-based experiences is
illustrated by Capcom, which
announced the opening of "Biohazard
Walkthrough The Fear." This is a
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GLOBAL FAMILY

ENJOY WORLD CLASS

EXPERTISE AND SERVICE
TAP AND PLAY
READER
iWAVE

THE ULTIMATE
READER
THE WORLD’S
#1 READER
iREADER ECLIPSE
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BEST VALUE
NANO ECLIPSE

i3

+1 (314)275-8066 | +1 (800)732-3770
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AMUSEMENT EXPO INTERNATIONAL 2021
The Amusement Expo International is
the annual event for the coin-op and
revenue-generating amusement,
music and family entertainment
industry.

AEI has established itself as the annual
spring event for the out-of-home
entertainment industry by
encompassing several key segments of
the marketplace, including:

AMOA (Amusement & Music Operators
Association) and AAMA (American
Amusement Machine Association)
have teamed up as co-sponsors to
develop a 3 day program that brings
new technologies, networking
possibilities, and information
education all under one roof.

Coin-operated amusements, music,
games and ATMs

AEI Education Day: Tuesday, June 29,
2021
Trade Show: Wednesday, June 30 Thursday July 1, 2021
Location: Westgate Las Vegas Resort &
Casino - Las Vegas, NV

Virtual reality

Family entertainment centres (FEC's)
Bulk vending

LIKE TO PUT

YOUR
BUSINESS
HERE?

Laser tag
CONTACT

E: ed@pinball.com.au

Over the past decade, Amusement
Expo International (AEI) has
continued to expand, re-focus and
deliver bottom-line benefits to a
constantly-evolving marketplace. Held
annually, AEI is a three-day program
featuring one day of education and
two days of exhibits.
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TICKETGAMES

COSMIC XL

with Ticket RINGS
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FLINTSTONES

QUARRY QUEST / 2 Player

ELAUT GROUP

Top Quality Entertaining The World

WWW.ELAUT-GROUP.COM
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advice, allowing the blame to be then
shifted to the medicos.

By Steve Patan on
June 28, 2021
The coronavirus swings & roundabouts
just keep on keeping on. NSW, the oft
touted ‘gold standard’ of how to handle
a pandemic, has decided to adopt
Victoria’s long-criticised lockdown
tactics. As much as I like to inflame
interstate rivalry, it probably won’t be
too long before Victoria &/or every
other state, has another ‘me too’
moment. I’ve been advised, even
though it’s probably fake news, that
viruses have a habit of spreading, with
the latest Delta version spreading more
easily than industry rumours. So, as
long as people are allowed to move
around & the vaccination rates remain
low, then be prepared to expect more of
the same, for at least the next six
months.
You & I can have as many opinions on
viruses & lockdowns as we like but until
vaccinations are at a level that
supposedly, will hinder their spread,
both state & federal governments, will
err on the side of caution.
Governments, always have one eye on
the next election & will do anything to
keep intensive care wards from being
inundated, as that would be a definite
vote killer, both literally &
metaphorically, for whoever is in power
at the time. They need to be able to use
the excuse that they have done their
job & achieved an acceptable level of
vaccination, which then lets them off
the hook, if the ‘proverbials’ hit the fan
again. They can then say, hand on
heart, or whatever other organ is handy
at the time, that its’ not their fault, as
they have followed all the medical

It is a bit of a sod though, that most
travel ban/lockdowns seem to occur
around holiday periods. Whether that
makes that much difference to our
industry is a moot point. Obviously, the
greater Sydney area & surrounds is
stuffed for at least the next couple of
weeks, so no question about what the
effect will be there. But if other states
are left relatively unscathed, which, at
the time of writing looked like a
possibility, then, what the industry
loses on one side, without the
interstate tourists, they gain on the
other side with locals spending locally.
There still appears to be money
wanting to be spent & if school holidays
are mainly about spending it on the
kids, then most of the industry in the
states that manage to remain open
(Delta willing), should benefit.
Overall, the industry still appears to be
in relatively good shape. New centres
keep on opening up & a lot of existing
entertainment centres that use arcade
games, are refurbishing to keep up with
the demand. Even venues with just a
handful of arcade games, appear to be,
in most cases, doing better than they
were, pre-covid. However, a lot of the
extra money being earned by arcade
centres, is having to be paid back to
landlords, as deferred rents from last
year, are deferred no more, so its’ not
all ‘fun in the sun’. Still, if next
financial year plays out like this
financial year, then I don’t think that
too many people in our industry, will be
disappointed.
On another note, industry perceptions
from those not within the industry, can
be very funny. A cartoon published
recently, showed a crane game being
played by a kid, with a bemused Scott
Morrison standing close by. The kid
turns to the PM & says “If you adopt
this design (pointing at the game) for
hotel quarantine, nothing will ever get

out of it! Funny as it is, its’ still a
serious indictment on our industry.
Perceptions by the public are
important & although many in the
industry do the right thing & don’t
make their prize games too difficult
to play, there are enough of the other
variety to make this cartoon, easy to
understand for the general public. It
might sound counter-intuitive for
some but they could actually earn
more by letting the players win more,
for the simple reason that if you let
them win more, they will play more. I
think that is commonly referred to as
a ‘win, win ’situation.
The manufacturing side of the
industry is still concentrating on
supplying games for entertainment
venues with prize counters, so there
is still not much coming to the
market for the average street
operator. Chocolate cranes, Play til
you win & plush cranes, still
dominate this sector, which
reinforces the point that if you let the
players win, which is the case with
play til you win & some chocolate
cranes, such as Chocolate Factory,
you can produce a good, consistent
return without having to outlay that
much money. These games have been
the mainstay for a lot of operators for
over 20 years & look like they will
continue to be so, for some time to
come.
I hope the holidays, for those that
can open, prove to be a welcome
boost & for those that are closed or
severely restricted, that they are
released back into the ‘wild’ as soon
as possible.
Steve Patan
Tel 0414 660 069
Email reflex.games@outlook.com
Web www.reflexgames.com.au
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INTERVIEW
WITH THE
MANDALORIAN
PINBALL
DESIGNER –
BRIAN EDDY
By Ausretrogamer.com on
May 24, 2021
To say we are fans of Brian Eddy
designed pinball machines would be a
gross understatement! There is a
reason why Brian’s machines have
withstood the test of time and are still
ranked as the best pinball machines of
all time – they are pure fun and are
approachable for all players, regardless of skill level.
When Stern Pinball announced back in
March 2018 that Brian would be
making his return to pinball, the
excitement among his many fans (us
included) was palpable. There was
speculation on what Brian would be
working on over at Stern, with his
maiden (Stern) title being Stranger
Things, released in December 2019.
Since then, Brian had been working on
his sophomore Stern game, which we
now know was The Mandalorian.
Officially released on May 11, 2021,
The Mandalorian has garnered a lot of
interest and attention around the
world, all for good reason – it’s a Brian
Eddy designed pinball machine of one
of the most popular Disney+ TV series
based on the largest pop culture
franchise in history.
As Star Wars fans and of course,
Mando fans, we have also been caught
up in the excitement of all things The
Mandalorian pinball, so it was great to
have a chat with Brian about his
experience in designing this highly
anticipated pinball machine.
AUSRETROGAMER: How difficult
was it designing and creating The
Mandalorian while season 2 was still
in progress?

The Mandalorian Lead Designer, Brian Eddy (Left) with
Lead Software Engineer, Dwight Sullivan
Brian Eddy [BE]: It was certainly a
challenge. We wanted to use both
seasons, so we focused on ways of
making it happen right from the start.
Disney wasn’t able to tell us much about
season 2 during development. It was all
kept very secret, just like the reveal of
The Child in season 1. So like everyone
else, we had to wait for each episode to
air to see what happened and what
content would work in the game. Disney
was very supportive of using season 2
and helped us plan ahead on how we
could make it happen. The art needed to
be pretty much done before Season 2
even aired, so we did things like leaving
space on the backglasses and playfield
for certain characters or items. We
didn’t know who or what they would be,
but Disney said, “you should leave some
space here for 3 characters”. Then when
the episode aired and the item was
revealed, the artist, Randy Martinez,
would quickly fit in the item to get us to
production on time. We did the same in
software and left certain holes in modes
for themes we expected we would want
from season 2. It actually worked out
really well and allowed us to pick and
choose from the best characters and
scenarios that fit the game but was
rather tricky at times since it came so

late in the development cycle.
ARG: Did you have to re-design or
retro-fit any design aspects (mechs/shots etc) as season 2 unfolded? If so,
what where they?
BE: We did not change any mechs/shots
for season two. We knew with the
development timeline, that would not
be possible. But that was fine as we
picked the core concepts of the series
and items from season 1, we knew it
would be in season 2 to make sure they
would still be relevant and stayed away
from ones we thought would not be a
big part. Though I will say, we were
shocked when the Razor Crest was
blown up toward the end of season two
as it was a core of the series, but it’s
still a really important element and a
tight tie-in with Mando.
ARG: Which model do you begin
designing for first and why?
BE: I start with the premium. I like to
look at the whole picture of the design
and how all the elements work together
and fit on the playfield. How does each

continued over on page 26...
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continued over from page 24...

element enhance that model but not
change it completely. Then for the Pro,
look at what elements can be removed
while still making sure the core
playfield is there. It’s a tough balance
as I want all the models to be fun and
a little unique in their own way. I think
we found that balance well on Mandalorian, each model plays similar, but a
little different, and both are fun!
ARG: This machine oozes Brian Eddy
with clever and unique mechs,
intelligent design that draws players
of any skill levels and flowy shots
that ramp up the difficulty (in a good
way!) – do you have a favourite mech,
shot or design aspect in The Mandalorian pinball machine(s)?
BE: I always like to have flow in a
pinball machine which is a core
element I love in Steve Ritchie games.
You will have these moments when
playing where you just hit shot after
shot, each shot leads to another, and it
just feels great when you pull it off.
Shot-wise, the right up/down scoop is
fun because it changes the flow and
allows you to loop continuously on one
shot for a set period of time. A fun
“how many times can you do it” break
from flipper to flipper flow. But I think
my favorite is the Encounter rotating
playfield. It’s deceptively simple but
challenging to play well. We start it
out flat with simple rules of hitting lit
targets, and most people can play this

for a bit. Then as you get comfortable
and get deeper into the game, it will
start rotating steeper and steeper,
and your reactions need to be quicker
and tuned to the new gravity. At times
it’s moving when you are playing, so
there are lots of variations. It’s also
obvious what you need to do to hit the
flashing targets, but it’s hard to
master. That adds up to a lot of fun
long-term. Rule design-wise, I like
most things to be pretty straightforward and easy to follow for anyone
who jumps in. The programmer,
Dwight Sullivan, is doing a fantastic
job achieving that feel while adding in
some long-term strategic elements
for the more skilled players, like
saving Beskar to trade at the Foundry
for features.

larger and smaller playfields, and
each had its pluses and minuses. I
wanted to be able to go near vertical,
so that drove some of the size and
balance also. I tried mini flippers but
went with full size as you just didn’t
have enough time to make targeted
flips or enough power for it to work as
well when vertical with the mini
flippers. Spacing was a big issue
between the flippers also. Too much,
and it was way too hard when vertical,
too little, and the ball wouldn’t drain.

ARG: We also absolutely love the
look of the rotating Encounter upper
mini playfield (on the Prem/LE
models), how did you come up with
that and were there many iterations
from concept to final design?
BE: Yes, lots of iterations. I went
through several different layouts. I
had more targets at first and different
playfield shapes, but some were too
hard to hit and not as fun. I tried

The Mandalorian LE
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Then fitting it all onto the playfield
was a tight space challenge. The
mechanical engineer, Tom Kopera,
did an amazing job fitting it in and
delivering a ball no matter what
angle it’s at. I didn’t want it to be an
element of the playfield where you
went, and play was stopped for a long
time while you were playing it and
then back to the main playfield. I
wanted it to feel like a shot on the
main playfield, integrated into the
flow, where you could go anytime for
a quick unique challenge, even in a
multiball. On the Pro, I find it a
similar but different experience.
Since you only have one flipper, there
can be some bumping element to
playing it well that is fun in its own
way. We also increase and decrease

the flipper strength to help ramp up the
difficulty. So both are fun to play in
their own ways.
ARG: When this machine came up, did
you have to fend off other designers to
get the gig?
BE: I was already a big fan when it
came up and would have fended off
others, but I didn’t need to do that. I
was ready to start my next game, and
George Gomez came to me and said it
was available and if I was interested. I
jumped on instantly even though the
schedule was a bit tight, but it was
worth it for such a great title. So it
came down to the right time, right
place, right theme, the right team.
ARG: Are you a fan of the TV series? If

Mandalorian Razor Crest Ship

so, what did you think of season
two’s conclusion?
BE: Huge fan. I think it’s the best
put-together Star Wars show to date.
It’s a fresh take on the universe with
the “space western” feel and all the
nostalgic hooks and tie-ins to the
existing Star Wars world. I loved the
ending with Luke coming back. It was
pretty emotional for a lot of people in
my house. I think we all knew it was a
possibility, but until it happened, we
just didn’t know. Even Disney
wouldn’t tell us a thing right up to
when it aired. It was certainly satisfying to watch. I am sad that it seems
like Grogu may not be as big an
element in the next season, but he
couldn’t have ended up with a better
person to train him, so I’m sure we
will see more of him in the series. I’m
looking forward to where Disney will
take the series and all the new series
starting up like The Book of Boba
Fett! It’s a great time for Star Wars
fans!
It absolutely is a great time for Star
Wars fans, and an even better time if
you are into pinball! Brian’s love of
the franchise has definitely translated well into The Mandalorian pinball
machine, which on first impressions,
looks great and plays well with
signature Brian Eddy design elements
injected all over the playfield. We
can’t wait to play it!
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PROTECT YOUR BUSINESS!
Site/location Agreement
Books.

ADVERTISING RATES

(50 duplicate Agreements in a pad)

COLOUR in JPEG format

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)

FULL PAGE $220
HALF PAGE $165
QUARTER PAGE $110

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.

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
ed@pinball.com.au

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

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)
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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)

COIN OP SOLUTIONS

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

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

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

CASHFLOW ENTERTAINMENT P/L

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

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

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

IOOF INSURANCE BROKERS
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PINBALL HAUS
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

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

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

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.

MICRO SYSTEM CONTROLS P/LTD
Designers and Suppliers of:
Australian Design Award winning
Microcoin QL, Microcoin SP,
GBA Note Acceptors

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

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

ALL PINBALL
Specialists in Brisbane Australia for
Service & Repairs to Pinball &
Arcade Games. Experts for in Home
or Workshop 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

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
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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

ACT
Nick Vasiliou – 0413 930 750
E: nick@happydays.net.au
WA
Joanne Cox
EMAIL - Jo@planetamusements.com.au
Phone 0452 418 164
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

QUIZ ANSWERS

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

0-10 Are you sure you're an Operator?
10-15 Pass
16 -19 Exceptional
20 Genius! (or you cheated)
1. Zaxxon
2. Galaga
3. Pole Position
4. Qbert
5. Phoenix
6. Rastan
7. Mousetrap
8. Tapper
9. Centipede
10. Space Ace
11. Journey
12. 240
13. Prepare to be Attacked
14. Tempest
15. Alpha, Delta, Omega
16. Sinistar
17. Joust
18. Mikey
19. Battlezone
20. Clyde, Blinky, Pinky, Inky
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