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11s the tale of RCA's unreleased arcade games ... 

rough final years in tion of the computer was completed -
opped out of the the COSMAC 1801 processor. 

m,-,rn1frn1n,1,:, C mputer realm; in the 

it ould drop its Video­
creen LED television re-

·n . That Weisbecker was 

en ry and build out this 
e computers. dubbed 

Weisbecker recognized it was still too 
expensive for a consumer-level prod­
uct, but in December 197 4 he believed 
that among the commercial possibilities 
for this hardware would be video game 
arcade machines. 

His bosses gave Weisbecker and his 

team the green light to construct six 

prototype arcade cabi­

nets. which were complet­
ed around June 1975. The 
engineers developed a 
main board using the 180 I 
that would serve as the 
baseline arcade machine, 
with the processor, the 
memory, and other associ­
ated circuitry. The games 
would be available as 
ROM chips on plug-in 
boards - essentially a 
standard video game car­
tridge. If the game was 
becoming less popular, 

rcade machines at a location test at the arcade operator 
Courtesy of Hagley Museum and Library could buy a new cart and 
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is impressive, and he 
· h microprocessor prie­
d the technology im­
ould consolidate his 
o a viable commercial 

chips by 197 6. 
build new proto­

ftwore at home, 
the office ofter get­

pprovol for other engineers 
. UI ,motely they - and his 

n ge daughter Joyce - pro­
romm d over a dozen games and 

prog oms for these various FRED units 
in o 1974. when the first two-chip itero-

swap it out more cheaply 
than replacing the entire machine. In 
effect, Weisbecker came up with the 
concept for SNK's Neo Geo over 15 
years before that launched. The control 
inputs would even be modular enough 
that they could be changed out for 
alternative control schemes or light­
guns. The first arcade machine to use 
microprocessors didn't hit the market 
until November 1975 with Midway's 
Gun Fight, meaning that RCA was on 
the cutting edge with its Coin Arcade 
in using more than just discrete circuits 
and transistors to make a game. 
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first stab at what round. Llk Chos 

and can quic ly 
screen fills with o Th arcade system needed games, 

and four titles were completed, based 
at I ost in port off of games written for 
th FRED u its. The first, Computer Bowl 
ing, is among the first games to toke a 
stab at the sport. In it, 
two lay rs alt rnate 

y lay o 10-

x­
ir 

co u Id be c onsid-
ered the fighting game genre, but it' s 
actually pretty difficult to manage a hit 
without also getting hit at the same 
time. The computer also does a pretty 
poor job of avoiding a single player's 

sword as long as 
the human player 
just goes un­
derneath It. 
This game did 
get adopted 
and released 
on RCA's 
COSMAC VIP 
hobbyist com­
puter in late 
1977. 

The third game was Chase, also for 
one or two players. This game is basi­
cally just Tag, where you try to ram your 
triangular c ra ft into your opponent 
while tryin to k p th m from ram 
min into you. You g t points by hitting 
th m with th ship's point or one of its 

the two ships are obi... o 
single mine explosion b _ · 
fire a bullet that can be ex,::,1oaec::J. 
nothing RCA produc 
seems to revisi th c 
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The earlier prototype Coin Arcade machines at RCA looked significantly different from the 
final version location tested. Courtesy of Hagley Museum and Library 
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Delaware and the Co,lege c.,f r:: 11 '-::' 

sey's Sarnoff Collection. Bo+r r...rc.'" , 8 • 

had received materials fron' i;ic ·s r,: 

vid Sarnoff Research Cert er orar1 ~ f-=;, 

years prior, with additiona1 i+ems dor 0 _ 

ed by former RCA engineers and Jure 
Weisbecker. Joe 's dough er hose 
tapes were d igitized. and he e~o •o 
pull programs off of them has successf -
ly led to a ll four arcade ga....,es a d a 
number of FRED games •o be re sco -

ered. If you want o ry • e arcade 

games for yourself. ins a • E 2 

the archives have given 

to be accessible . 

(Right before press time, a fifth arcade 

game ca lled Scramble-Split Second as 

discovered on a cassette at TC 1. Thrs ga e 

involves matching button presses tha ap­

pear on screen. ) 

Photos courtesy of Hagley useu a d 
Library, Sarnoff/RCA Callee ion - Joseo 
A. Weisbecker's archived mo nuscrip's 
and materia ls - a ccession 2464.09 - Bo 
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IF YOU ARE READY TO BUY OR 
GAMES OR SOFTWARE, YOU 
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