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Introduction

Who am I


What was General Computer (GCC)


When did it happen


Why it matters



MIT 1978

Doug Macrae


Kevin Curran



Pinball and video games�
at MIT dorms

Pioneer

Playboy

Paragon

Fire One


Star Castle

Rip Off

Battlezone

Missile Command

…and more



Speedup

Kits

Asteroids

Galaxian

Pac-Man

Missile Command ?



March 1981�

General Computer Corp.



Super Missile Attack

enhancement kit for Atari Missile Command


developed March–May 1981, first sale May


total sales ~1,000 units for profit ~$250,000


July:  Atari sues GCC for $15M


October:  Atari drops lawsuit 
GCC signs Atari development agreement



Developers of�
Super Missile Attack

Doug Macrae


John Tylko


Larry Dennison


Kevin Curran


Chris Rode


Steve Golson



Crazy Otto

enhancement kit for Midway Pac-Man


developed June–October 1981 
(while the Atari lawsuit was ongoing)


October:  give demo to Midway 
sign Midway license agreement



Name Changes!

Crazy Otto


Super Pac-Man


Miss Pac-Man


Pac-Woman


Ms. Pac-Man



Developers of�
Crazy Otto / Ms. Pac-Man

Doug Macrae


John Tylko


Chris Rode


Phil Kaaret


Kevin Curran


Mike Horowitz


Steve Golson



Classic Game Postmortem: 
Ms. Pac-Man 
 
Steve Golson 
Trilobyte Systems





February 1982
Projects being worked on include:


All are coin-op projects…

Fireman


Food Fight


Molecular Magic 
(Quantum)


music driver 
for TI sound chip


character 
development 
system



February 3-4�

Ray Kassar 
and Manny Gerard�

visit GCC 

March 4�

Manny Gerard 
and Skip Paul�

visit GCC



Fireman



Fireman

Mike Horowitz, Chris Rode, Larry Dennison


Maze-like game, putting out a building fire


Early prototype on Donkey Kong hardware


Resurrected in 1984 by Mike H, Brad Parker





Atari coin-op�
6502 8-bit processor�

Assembler code�

GCC coin-op�
M68000 16/32-bit processor�

C language



Quantum



Quantum

Betty Ryan


Color vector hardware by Art Ng


Early name: Molecular Magic











Food Fight



Food Fight

Jonathan Hurd


Raster graphics stamps + fixed playfield


Banana joystick didn’t last long…


Some software by Roland Janbergs


Instant replay


Music by Patty Goodson

































Pac-Baby�
Jr. Pac-Man



Pac-Baby

Tim Hoskins


Bruce Burns















Rockslide

Roland Janbergs


Hero is climbing a mountain

Volcano spews rocks and lava

Trolls emerge from tunnels

Throwing rocks at trolls

Hero pushes boulders

Nessie




Clone

Bill Hofmann


Cells, DNA, flagellum


Track ball + encoder wheel



Crystal Castle

Wat Hughes

Randomly-generated maze game

Color vector hardware

Two joysticks?

Pseudo-3D game? Actual 3D viewer?

Emanuel “E” Washington helped

Eventually morphed into…



Crystal Castle ➔ Starship Raider
No 3D (didn’t help in focus test)


Player is on one of several decks of large spaceship


Goal: destroy central control before your oxygen runs out


Beware defending robots!


Paul Moody art, Wat Hughes programming


Cancelled due to lack of suitable controls



Neon

Keith Sawyer


Larry Dennison



Magician

Keith Sawyer


Riding on dragons, steer them, breath fire


Then morphed into…



Magician ➔ Arena ➔ Dune ➔ 
“Game without a name” ➔ 

Lagoon
Eventually incorporated Neon


Possible themes: sandworm, sea serpent, flying dragons


Worms became light beams


Killed due to “lack of enthusiasm”



White Rabbit / Rabbitron

Dan Nussbaum


Tom Westberg


Multi-Tasking Kernel by Dan Nussbaum



Rabbitron

Enemy grey hares


Flying rabbits


Eating a carrot makes you a flying attack rabbit!


Control earspeed by spinning controller wheel



Interface

Darrell Myers


some initial help from Wat Hughes


“dots change color as player’s wand sweeps over them”


Roland Janbergs joins after Rockslide cancelled


Then morphed into…



Interface ➔ Netherworld ➔ Orbis

Darrell and Roland


Skulls, analog joystick


Then morphed into…




Orbis ➔ Nightmare

Better plot!


Darrell Myers lead, with Roland Janbergs


also John Mracek? Lars Jensen?


“Dr John Roldar”


Two units on test at Atari…









Motocross

Dan Nussbaum


Possible themes: Road Warrior? skateboarders? Rt 128?


Brad Parker, Matt “Smatt” BenDaniel join


Realistic handlebars, gears, throttle


Gameplay: cross-country race? track race?


Use optical laserdisc?



Laserail

Paul Moody proposal


Laserdisc game


Real-time graphics + computer-generated backgrounds


Talked to many movie effects houses, selected Magi


Much work by Darrell, Randall, Paul, Marshall



Laserail

What do people like that is fun?


• Roller coaster


• Collecting


• Shoot-’em up


Passive player: dodge everything


Active player: shoot everything























Artists

Darrell Myers


Marshall Peck


Randall McLamb


Paul Moody



Musicians

Patty Goodson



Coin-op game design

















Life at GCC

















“It was fun while it lasted”


– Brad Parker



Q & A


