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I don't know about you, but I'm always amazed at the amazing wealth of diversity in this 
hobby. Game rooms are almost always a hodgepodge of old and newÐwe've got vintage 

machines from the past sitting right alongside cutting-edge gaming technology, and yet the 
two never seem incompatible: a old EM pin and an Xbox 360 can easily cohabit in the same 
game room, never mind that the technology in each machine could be separated by a span of 
sixty or seventy years.

If I had to •nd a common element, it's simple: each games are fun. Each entertains us in its 
own unique way, and each type of game has its own particular charm. While each game room 
may re€ect the owner's own particular favorites, there is no real barrier against mixing old 
tech with new: having modern and vintage games next to each other in no way sullies either.

Rob Craig's ªMulti-pinº is a great example: a virtual pinball game that uses modern tech-
nology and yet is inspired by (and includes actual parts) from pinball games of the past. It's 
part tribute, part innovation, and all fun. Check it out on page 20!

We've got more ªold and newº in this issue as well: Mark Salas takes us for a walk down 
the Ocean City Boardwalk, John Buegel tells us a bit about the history of Mill Wax, and Ed 
Cramer saves an ªArepachiº from certain death. Oh, and Mitch Gerson introduces us to some 
hand-cra•ed retro-goodness from ªRapunzel,º while Kyle Snyder reminisces about Atari's 
sleeper Warlords.

Enjoy this month's GameRoom! 

"e Game is Never Over,

Kevin Steele, Editor

GameRoom Mailbox 6
Reader rants and raves

GameRoom News 9
The month's coin-op happenings

Ocean City Boardwalk 17
Mark Salas Remembers

Multi-Pin 20
Rob Craig's virtual pinball

The Mill Wax Story 36
From rags to waxes

One Stitch at a Time 40
ªRapunzel'sº retro-craftwork

Saving The Arepachi 42
What's an Arepachi, anyway?

Lost Arcade Classics 48
Atari's Warlords

GameRoom of the Month 53
Mr. & Mrs. Scott Cota

GameRoom Flashback 53
June, 2005

GameRoom Reviews 56
Arcade-in-a-Box: 
Slim Arcade Stick

Michael Shalhoub's 
Pinball Compendium: 
The Electro-mechanical Era

Crave Software's 
Pinball Hall of Fame: 
The Williams Collection

Auction Watch 59
The latest eBay auction results

Twin Galaxies Scoreboard 60
Arcade high scores

Puzzle Page 61
Coin-op themed diversions

The Last Word 64
Game Room Therapy

Chaos
 Central

Old and new: Restoring the past 
and inventing the future. Game 

rooms are a wealth of paradoxes.

October 
2008

Volume 20, Number 10

Advertiser Index on page 61
Cover photo by Mandy Daly photography 

Got a pinball or video game mod, a fun challenge, coin-op trivia tidbit, or a funny cartoon to 
contribute? I pay for submissions! Email your puzzle, cartoon, trivia, joke, mod (or game room photos 
and story, of course!) to info@gameroommagazine.com Ð you'll get a GameRoom T-shirt, and in the 
case of an article, cartoon, or puzzle, a check as well!

Spectacular doesn't begin to describe the artwork on
Rob Craig's innovative Mini-Pin. Check out all the photos 
beginning on page 20!
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A•er Supershow was over, I quickly went 
through the complimentary current issue, 
and realized I wanted to see what I was miss-
ing the past few years. I regretted not getting 
back issues from you at Supershow, but I was 
fortunate to be able to buy them at Expo 
a month later. So, I mostly •lled the gap, 
although there were a few issues no longer 
available. I take one with me when I go out 
to dinner most nights, or breakfast on the 
weekends. I generally read an entire issue in 
two sittings or less. I now appreciate all the 
articles, not just the ones about vids, covering 
a variety of coin-op equipment. (I suppose 
adding a juke and ball bowler to my collec-
tion in the past two months really helped!)

While I am a collector, I also love repairing 
and restoring coin-op equipment. You have 
the di$cult job of blending the old hobbyist 
version of the magazine, with the new €ashy 
version. I can appreciate both sides of this, 
and you have done a superlative job.

Pinheads are very fortunate to have two 
excellent publications covering the ins and 
outs of their hobby. I look forward to both 
every month!

±Mark
Champaign, IL

Hey Kevin...
I just got the latest issue of GameRoom 
magazine (again, another amazing addition!) 
and noticed the ads in the ªGameRoom 
MarketPlace.º

I was attempting to contact ªJukebox 
Collector Magazineº but it appears that the 
URL is no longer any good. Any idea what 
gives? I just started collecting jukes and was 
interested in giving `em a try.

"anx,
Dave

Thanks for the kind words, Dave! I got in 
touch with Jukebox Collector MagazineÐ
they apparently had some sort of mixup at 
their ISP and their URL got grabbed when 
it accidently expired.

I think they're still trying to get it back, 
but if you want to subscribe it might be 
best to just use their other contact infor-
mation for now: 

Jukebox Collector Magazine
PO Box 57561
Des Moines, IA 50317

(515) 265-8324
jukeboxcollector@att.net

Kevin,
In the August issue of GameRoom you 
mentioned ªstaycationº as a brand new word. 
Well sir, as a fan of the television series that 
coined (giggle) this fun word, I can tell you 
that ªstaycationº has been around for three 
years. 

"e show is a Canadian comedy called 
CORNER GAS. In the October 24, 2005 
episode entitled MAIL FRAUD, the lead 
character decides he's going to take a ªstayca-
tionº and plops himself outside the Corner 
Gas station and imagines himself in various 
locales.

"e word stuck and when CORNER GAS 
started airing on Chicago's WGN America 
in Sept 2007, the word got US exposure over 
cable and dish channels as the episodes are 
repeated and more and more people saw/
heard it. Earlier this year, everyone Stateside 
learned a ªnewº word, but it was old news to 
us CORNER GAS fans. 

Alas, the series is shooting its •nal season 
this summer, the creator pulling the plug 
while the show is still %1. It is the most 
watched comedy series in Canada's history. A 
huge hit... and still very, very  funny.
(See www.cornergas.com.)

Now you know... and still couldn't care any 
less, I suspect! Tell the readers... I'm sure they 
won't care either.

Tim Ferrante

Dear Mr. Craig,
My friend and coworker of BlindMankind 
Pinball, Richard Dadd, forwarded me your 
article and your mails. I wanted to react 
to the nice comment you gave us, and all I 
wanted to say is ª"ank youº.

I have been amazed to know that we would 
be mentioned in GameRoom Magazine, a 
printing that had always been a reference in 
the coin-op collector world.

We are making these machines (we always 
refer our Future Pinball tables as real ma-
chines) just for one objective : to give fun to 
peoples. And knowing that someone who is 
so deeply interested and accustomed to real 
world, existing machines, likes our virtual 
work, is amazing. It is some kind of consecra-
tion.

We already had nice words from coin-op 
professional, or from real pinball players, but 
here, it's GameRoom Magazine. I couldn't 
believed it for a while you know!

Anyway, we are glad to see that our magic 
reached you, and that you are transmitting it 
to your readers.

So, thanks for your kind comments. 
"anks for the publicity. And thanks for 
playing BlindMankind Pinball products!

Stay tuned for further developments.

Damien ªCENTiNEXº Drouart,
from BlindMankind Pinball.
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T here have been a few entertaining things 
in my life that entrap me. Pinball as a 

mere kiddo was •rst, the ColecoVision was 
pretty cool, the occasional coin-op video 
game, and then pinball ownership as an 
adultÐall capable of sucking my time into 
a black hole. In a very similar way, I was en-
trapped a•er the •rst time I •red up Future 
Pinball using dual monitors, and a play•eld 
LCD turned vertically. "is was a proof of 
concept that worked. I instantly had a vi-
sion of putting everything in a custom built 
cabinet with real €ippers, Start, and shooter 
buttons. "e ªproof of conceptº alone had 
smoked my previous experience with the Vi-
sual Pinball based Ultra-Pin machine. When 
I get hyped up like that, it's easy for me to get 
a little charismatic. 

Last month, I tried to give you plenty of 
reasons to give Future Pinball (FP) a chance. 
If you read everything, you've learned a little 
about the simulator's designer, Chris Leath-
ley, and the creators of my top four original 
Future Pinball tables. I hope you took the 
time to pull and install Future Pinball, down-
load the tables I discussed, and draw your 
own opinion on the fun factor.

While I was digging into the idea of build-
ing a computer-based pinball cabinet, I was 
becoming an active reader on the Future 
Pinball Forums. I found a couple of other 
guys that had either built their own cabinets, 
or were working on ones at the time. As 
most pinball people are, these were willing 
to share the details on each of their creations, 
and answer questions relating to the how 
and why of everything. I've picked two of 
their examples to show a •nal product that is 
di&erent than the Mini-Pin design that I'm 
about to share in detail. "ese are slightly dif-
ferent approaches that you might •nd more 
to your liking.

Also, I should warn you. You can't have a 
discussion about PC-based pinball simula-
tors or interfacing buttons to computers 
without getting technical. "is article will 
include technical speci•cations, exactly what 
those wanting to build a successful ªmulti-
pinball in-a-boxº cabinet will need to know.

Steve Paradis' custom ªMultipinº
If the name Steve Paradis sounds familiar, it's 
because you read about him last month as the 
creator of Big Spender Pinball, the casino-
themed Future Pinball table. Steve inspired 
many by building his FP cabinet, and sharing 
photos and details with everyone on the FP 
Forums pages. His inspiration came from his 
wife, who had become bored with a Lethal 
Weapon 3 machine and returned to playing 

pinball on their computer. Steve sold the 
LW3 and started planning the construc-
tion of his custom pinball simulator. A 37* 
Polaroid LCD makes up the play•eld, while 
a 27* Viewsonic LCD makes up the back-
glass and provides audio from the built in 
speakers. Steve discussed how he controls 
the computer that is inside his cabinet. ªFor 
controlling cabinet buttons, I just picked 
the IPAC keyboard hack from Ultimarc. It's 
my favorite and is very easy to set up. I've 
connected it to some push buttons from 
Happ Controls. I have le• and right €ipper 
buttons, the plunger button, an insert coin 
button, and the start game button. I navigate 

with a small glider mouse (touchpad) and 
have a tiny keyboard to access all shortcuts.º 
"e computer that drives Future Pinball and 
both displays is a Pentium 4, 3GHz based 
machine with 3 GB of RAM and an ATI 
9500 dedicated video card with 512MB of 
RAM.

Steve has experience building custom 
tradeshow cabinets for various things. So 
building his ªMultipinº cabinet wasn't to 
challenging for him. But he explains the key 
to designing the size of the cabinet as being 
the size of the LCD displays that you select 
for your cabinet. Everything is built around 
those items. He also recommends that you go 
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shopping for used displays, scratch and dent 
models, or ones with a disturbed pixel or 
two, in order to save a few bucks. As for the 
playing experience, Steve explains it like this, 
ªI had Visual Pinball installed with some 
other stu&, but now the cabinet is fully dedi-
cated to Future pinball from Chris Leathley. 
You can easily update it by installing new 
games and more tables. "e maintenance is 
very convenient. But most of all, this cabinet 
versus the simple PC version¼ Wow! It's a 
knock out! You can never go back. It is so 
much closer to the experience of real pinball, 
with the advantage to switch to another 
pinball game at will!º

Jon Marshall's custom pinball 
simulator
Jon's approach was inspired in many ways by 
Steve's. He uses a 37* HD LCD display for 
the play•eld, and the head backglass is dis-
played on a 26* HD LCD display. His AMD 
Athlon 64 dual core PC has 4GB of RAM, 
and includes a Sapphire Radeon 1950 Pro 
video card to pull o& the amazing 3D detail 
that Future Pinball can provide. Jon explains 
his inspiration for his cabinet. ªI own two 
Zaccaria tables myself, Pinball Champ and 
Ski Jump. But with a limited amount of space 
available, I realized it would not be practi-
cal to expand my set up. With this in mind, 
I decided to see what could be done. With 
the excellent choice of re-creations that the 
guys at FP Forums have created, I thought it 
made sense to self-build one. Also, in looking 
at commercial virtual pinball machine prices, 
I was sure I could come up with something 
comparable at a reduced cost.º He further 
explained his cabinet connection details. 
ªFor the controlling hardware, I use a Cirque 
PS2 connected touchpad, which sits on the 
lockdown bar. An under-cabinet keyboard 
shelf is •tted with a standard keyboard. "e 
cabinet buttons are illuminated Ultralux 
buttons which are hooked up to an Ultimarc 
MiniPac interface. Built into the cabinet are 
a couple of Zalman 120mm case fans, to keep 
everything cool, which derive their power 
from the PC power supply, as do the cabinet 
buttons. I think the hardest part was setting 
up the MiniPac to work with all the cabinet 
buttons. "ere are 8 in totalÐle• and right 
€ipper buttons, le• and right nudge but-
tons, insert coin, start game, shooter, and 
load ball buttons.º A•er all of this work, Jon 
shared with me how he felt about the end 
result. ªIt's great to immerse oneself into the 
full scale experience of virtual pinball with 
Future PinballÐand even better that I have 
around 100 tables to select from! A•er a very 

short while, you •nd that you actually forget 
you are not playing a real pinball table.º

The beginnings of Mini-Pin
As I was talking to Steve Paradis about his 
cabinet, I realized that I just didn't have the 
cash to build one on his scale (or Jon's for 
that matter). If I was going to build a Future 
Pinball simulator, I was certainly going to •g-
ure out a cheaper way of putting it together, 
or not do it at all. I was strapped for cash, 
and unwilling to sell any of my `real' pinball 
machines to •nance this projectÐat least not 
yet. My •rst concept used an older Pentium 
4 PC, a 15* LCD for the backglass, and a 
17* widescreen LCD for the play•eld. It was 
smallÐREAL SMALL, but fun anyway. I 
installed Future Pinball, downloaded the Sci-
Fi Classic table, and €ipped away with the 
keyboard as my €ipper buttons. My framer-

ate was low, so I had to cut down on all the 
3D eye candy. Once I realized the video card 
had support for rotating the display verti-
cally,  that wicked grin spread across my face. 
I started to lose my sense of reality. Flipping 
away vertically made it feel more real. 20 
minutes €ew by me in seconds. I kept saying 
to myself ªjust one more gameº. When I 
•nally stopped playing, I got busy working 
out a plan to buy an o&-the-shelf PC, modify 
it as cheaply as possible, and make this thing 
work in a real pinball cabinet.

"ere are three key items that I felt were 
required. Before I even thought about build-
ing a cabinet, I needed a new, cheap PC 
with a dual core microprocessor, a dedicated 
ªgamerº video card to get all the eye candy I 
could get, and the biggest widescreen LCD I 
could a&ord to use as the play•eld. My shop-
ping produced the following:
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Acer Aspire PC with 2GB of RAM, �r��
320GB Hard Drive, an AMD Athlon 64 
X2 (dual core) processor, with Vista Home 
pre-installed: +350 (a•er +50 rebate)
XFX GeForce 8600GT Video Card with �r��
256 MB RAM: +100 (a•er +30 rebate)
22* Acer LCD (Widescreen) with DVI �r��
video input: +200 (a•er +50 rebate)

"ere were modi•cations to the PC that 
were required. Vista had to go, and Win-
dows XP had to be installed. I hate Vista, 
and have felt its drag on the processor and 
memory in practice. While I didn't try to 
make it work on that OS, it probably would 
run, albeit slower. "e decision to pick the 
XFX GeForce 8600GT was honestly due 
to a price vs. performance factor. At +130 
before the rebate, it provided dual display 
outputs and plenty of 3D horsepower to give 
me a fun playing experience. In fact, the card 
can handle Future Pinball's video settings on 
maximum if only running a single display. 
Within a week, the 22* Acer LCD was 
placed in the Sunday paper ads and seemed 
like a good •t for the project. "e casing 
around the LCD was thin, and could easily 
•t inside a cabinet that I would custom build 
around it later.

A•er the XP install, and pulling the latest 
drivers for the video card, I was ready to run 
Future Pinball vertically on this single LCD 
display. As proved in my earlier concept, the 
experience was incredible, but even more 

Left: First Future Pinball concept ± small monitors, integrated graphics
Right: A more serious conceptual look with dedicated 3D card & 22º LCD for the playfield

jaw-dropping with full-on 3D e&ect. So 
much so, that I found myself playing various 
tables for Future Pinball into the wee hours 
of the night over a span of a month. "e 
graphics were incredible, and the smooth 
€ow of the ball really pulled me into the digi-
tal world. I added a 17* CRT for backglass 
art to the concept, and was satis•ed with its 
impact on the experience. "inking I would 
need some type of gamer rehab, I took the 
self-help approach and moved over to the 
design table to sketch up a cabinet that the 
22* LCD display could •t in.

Cabinet Construction
As Steve and Jon have mentioned before, 
you must design the cabinet around your 
play•eld display. In my case, the 22* display 
is quite a bit smaller than a real pinball play-
•eld. I decided to •nd out just how much 
smaller this display was from a standard sized 
machine, and attempt to scale everything 
down to that size. I had plenty of examples to 
choose from, but selected Bally's El!ira & the 
Party Monsters cabinet to give me a sense of 
ªoriginalº size to scale down from. At roughly 
half the play•eld surface area, I still had to 
cram in a complete PC case, connections for 
a keyboard and mouse, and then make room 
for a future backglass LCD display (unless I 
wanted this thing to remind people of Ba"e 
Ball). While you could certainly mount a PC 
motherboard into a cabinet, I wanted to keep 
this PC in its original casing, just in case I 

decided to scrap the project. I sketched ev-
erything on paper, checking dimensions for 
the display, PC, and potential ampli•er for 
audio. No matter how I drew up the plans, 
there was no way to add a coin door to a 
cabinet this smallÐsomething I really hated 
to remove from the design.

Plywood, especially cabinet grade mate-
rial in ;* thickness, isn't very cheap. Instead 
of buying new cabinet material, I decided to 
pull out a re-imported Dirty Harry cabinet 
(gutted of anything of value) and re-purpose 

An old Dirty Harry cabinet formed the 
starting point for this 1/2 scale cabinet
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the cabinet sides, side rails, lock bar, head 
hinges, leg brackets, and other various 
le•over hardware. For the front and back of 
the bottom cabinet, I used <* cabinet grade 
plywood, le•overs from a previous project. I 
cut everything to size, nailing and gluing the 
sides and bottom together, and installing leg 
brackets on the inside. A•er a day of glue set-
ting, I grabbed some ªshop legsº and set the 
bottom cabinet up on legs. Now I was ready 
to drill €ipper button holes, a credit button, 
and a start button. I then played with the 
placement of the 22* LCD display, trying to 
determine the best angle to mount it and still 
have the recessed look I was going for. Once 
that was complete, it was time to dry •t the 
PC and monitor. Again, I managed to get 
sucked into the game play, still using a key-
board setting on a toolbox, and no backglass 
display (nor head cabinet for that matter).  I 
had to make a decision on a keyboard inter-
face for the various cabinet buttons. Having 
used the Ultimarc IPAC before, I chose to 
use it again for this project. It's cheap and 
easy to modify the inputs if necessary.

Playing half of the game on a toolbox, the 
other half in the cabinet. Nearly two weeks 
were spent making everything work correctly 
before moving forward.

While I was waiting on the Ultimarc 
shipment, I located a 19* widescreen display 
(stole it from my home PC) and built a head 
cabinet around it. I re-purposed more from  
Dirty Harry, this time the head cabinet, 
chopping it down to meet the scale of the 
developing Mini-Pin. I wanted to match the 
size requirements of the 19* LCD display, 
leaving only a thin border around the moni-

tor chassis. I also wanted to employ a decent 
sound system. Being on the cheap, I found a 
pair of Pioneer 5* x 7* speakers (previously 
installed in one of my cars), and made room 
for them below the backglass 19* LCD dis-
play. A•er an hour of various head sketches, 
I hit the wood shop to fabricate again. 
Everything seemed to come together nicely, 
with only minor adjustments needed to pull 
the design o& as planned.

Cabinet Guts
To power the speakers, I looked in several 
pawnshops for a good price on a second hand 
car audio amp. I found nothing to satisfy me, 
and settled on a Wal-Mart brand ampli•er 
for +50. I placed a second computer power 
supply in the back corner of the bottom cabi-
net to power this audio amp, and provide fu-
ture power options without taking anything 
away from the PC's power supply. My early 
in-cabinet tests with the amp and speakers 
produced amazing sound quality, but with a 
major issue in the spatial feel of stereo sound. 
Future Pinball tables are usually rich with 
audio, but the speakers where driving sound 
into the player's stomach, not into their ears. 
To •x this, I tested a pair of le•over Pioneer 
tweeters from an audio removal performed 
years ago. Wiring the speakers in series, and 
putting them near ear level, allowed me to 
complete the stereo separation correctly. "e 
laughably cheap Wal-Mart amp was success-
fully driving clear audio at levels high enough 
to make a typical rock concert groupie 
proud.

By the time I had all of this put together, 
Ultimarc's shipment arrived. I wired buttons 

Playing half of the game on a toolbox, the other half in the cabinet. Nearly two weeks were spent 
making sure everything worked correctly before moving forward.

Almost there. Still missing from this photo 
is the IPAC interface and button wiring.

This inexpensive Wal-Mart branded 
amplifier provided plenty of volume
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and modi•ed the standard MAME keyboard 
setup to better •t Future Pinball. My •rst 
test went well, until I realized that I needed 
a second set of pinball €ipper buttons to 
activate special game modes in the original 
Dead Hunter table. I ended up using these 
additional €ipper buttons for various naviga-
tion purposes.

I then decided to •nd a so•ware applica-
tion to act as a frontend for Future Pinball. 
"e overall e&ect was intended to allow the 
player quick access to the library of pinball 
tables without ever needing a keyboard or 
mouse. I chose Mala for this frontend. While 
it isn't perfect for Future Pinball, it has 
accomplished most of what I set out to do 
with it. Still, I wanted to have the freedom 
of a keyboard and mouse. Since Mini-Pin is 
a very compact cabinet, I chose an Adesso 
RF keyboard and mouse set. Being an RF 
model means that I don't need a `line-of-
sight' (think of most TV remote controls) to 
the unit's receiver. Instead, I can be anywhere 
within a 5 foot radius and still access controls 
to the computer. "e current version of 
Future Pinball has some nice features that 
are much easier to access with a keyboard. 
Additional computer tweaks are also accom-
plished easier with this setup. To keep the 
bottom cabinet cool, I purchased 2 gamer 
PC styled fans, complete with blue LED's. 
"ese were installed in a push / pull position, 
and wired to the secondary PC power supply.

Designing the Art Package  
With everything working nicely, it was time 
to get the art package together. For the 
last few weeks in the shop, I was using my 
out-of-shop time to look up art speci•cally 
for Mini-Pin. I wanted to convey the idea of 
something BIG in a small package. I searched 
over hundreds of stock photos at www.
stockxpert.com before I settled on graphics 
for the sides, front, and head. Each of these 
required a purchase in order to download 
large enough artwork to cover the cabinet, 
and some minor altering and text placement 
in Adobe Illustrator.

In my mind, there is only one person to 
handle the printing and altering (if neces-
sary) of this precious custom project. Scott 
Prior of MameMarquees.com has impressed 
me before, and came through beyond 
my wildest expectations with Mini-Pin. I 
submitted the artwork to him, paid a very 
a&ordable fee, and soon had all the high 
resolution decals. Every piece of hardware 
on Mini-Pin had to be removed in order to 
properly decal the cabinet. I had previously 
painted the wood, knowing that decals re-
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quire some type of sealing coat before proper 
adhesion. Call it paranoia, but I reviewed all 
the online decal installation tips again and 
again before attempting the install. It paid o& 
with everything going on smoothly. I then 
added new, standard sized pinball legs, and 
the previously removed (and freshly painted) 
cabinet hardware. 

    With my graphics theme, I felt that the 
red color could be accented nicely with cold 
cathode tubes, the kind o•en used in hard-
core PC gamer's machines. I installed four of 
these. Two are mounted inside, just behind 
the backglass LCD display, and the other 
two ended up on the outside of the head. 
"ey receive power from the secondary PC 
power supply, like the car audio amp. "ey 
are fastened with Velcro to easily remove for 
transport.

Summing up
To be complete, it's worth mentioning that 
the siderails, lockbar, backglass trim (both 
wooden and plastic), and head hinge, all 
were recycled from the previously mentioned 
Dirty Harry machine. Most of these parts 
had to be altered in some way to match the 
smaller scale of the cabinet. I went a bit 
further with the use of LEDs a•er seeing so 
many modern MAME cabinets taking advan-
tage of LEDs inside arcade buttons. "is led 
me to groovygamegear.com, where I found 
all kinds of LED's and buttons to add to my 
stash of salvaged arcade buttons and controls. 
"e •nal build of Mini-Pin hosts these 
groovygamegear =5V LED's (which include 
the proper resistor), along with a single color 
changing LED purchased from Pinball Life. 

It's hard to cram in several months of work 

into a single How-To article. So I'm leav-
ing you with more to explore through my 
€ickr.com photo site. Inside, you will see a 
photo-documentary of Mini-Pin as it was 
•rst assembled, re•ned, decaled, and •nally 
completed. But more importantly, you need 
to know if it was worth all the e&ort, right? 

Well, it's been completed for about 6 
weeks to the writing of this article. I've 
hosted three di&erent pinball events where 
Mini-Pin was actually included in the lineup 
of games to play. "e interest in the little 
machine has come close to matching that of 
the other DMD machines in my basement. 
"at's a strong statement from people who 
are casual players, up to hard core players 
who hate video games. For me, it's been 
a completely new avenue to explore fun 
pinball machines. Not machines that have 
been created and simply reproduced in a 
simulated form, but rather professional level 
tables designed by passionate creative people 
around the world. Each one of the tables I 

listed last month remain favorites, and are 
played as o•en by me as any of my other `real' 
machines. It's an example of what you can 
do when you set your mind to it. Of great 
signi•cance is the impact something like this 
can have on the person that has little space 
and/or little money and cannot populate 
their home with a number of commercial 
sized pinball machines. Just like MAME al-
lows you to enjoy a lot of arcade memories in 
a single cabinet, so Future Pinball (or Visual 
Pinball for that matter) does as well when 
installed in a working pinball simulator just 
as these that I've mentioned.

"e amount of skill required in the •eld 
of computer technology, cabinet wiring, and 
woodworking is moderate to high. But there 
is nothing in there that cannot be learned by 
someone motivated. As always, I encourage 
you to take these ideas and grow them to 
something that •ts what you like. Be innova-
tive, a pioneer, and most importantly, share 
the results with others!GR

On The Web
Future Pinball thread on building your own cabinet ±�r��
http://www.futurepinball.com/forum/viewtopic.php?f>33Qt>3245
Mini-Pin history in photos at Flickr ±�r��
http://www.€ickr.com/photos/popbumper/sets/72157605561493627
Global VR's Ultra Pin (out of production) ± �r�� http://globalvr.com/products_up.html
Jon's FP based pinball cabinet ±�r��
http://www.€ickr.com/photos/94649948@N00/sets/72157605101163175/
Nanotech and their upcoming Future Pinball based commercial pinball machine ±�r��
http://www.nanotechent.com/
Scott Prior's MameMarquees for professional cabinet art supplies ±�r��
www.mamemarquees.com
Buttons and LED's ± �r�� www.groovygamegear.com
PC to arcade controls interfaces ± �r�� www.ultimarc.com
Pinball cabinet parts ± �r�� www.pinballlife.com

An early cold-cathode
lighting test

Steve Rothschild gets in 
some early playtesting
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The Final product with LED lighting on buttons, 
marquee on the backglass, and Three Angels by 
Blindmandkind on the playfield.  Photo by Mandy Dal y 
photography (mandydaly.net)
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