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game name master list

Whenever you find a "new" game in the wild, look its name up here. You may already have that program under a different name. This will probably happen a lot. Really. After what seems like the bazillionth time that happens, you may assume in advance that every new find will just be a rose-by-a-different-name. About the time you get smug and say you are certain of it, the "All-knowing Cosmic Murphy's law Enforcing team" ™ will trip you up with a cart no one has ever seen before, or even heard rumors of. It is even plausible that you could find an as-yet-undiscovered family. Welcome to the untamed wilderness that is the Arcadia 2001! My theory is that an aspirin manufacturer must be behind all this; I expect to see it exposed in the "Lone Gunmen" newsletter soon.

3D Bowling

AKA: "Bowling (3 dimensions)"

AKA: "Video Bowling"

3D Soccer

AKA: "Fußball"
Alien


See "Alien Invaders"

Alien Invaders          
AKA: "Alien"




AKA: "Alien Invader"




AKA: "Invasion aus dem Weltall"




AKA: "Les envahisseurs étrangers"

American Football       
AKA: " Football Américain"

Angriff der Ufos
See "Missile War"

Astro Invader

No known aliases.

Auto Race               
AKA: "Course De Voitures"

Baseball

No confirmed aliases.

Basketball

No confirmed aliases.

Bataille Navale

See "Ocean Battle"

Black Jack & Poker
No confirmed aliases.

Bowling

May or may not be "3D Bowling"

Bowling (3 dimensions)
See "3D Bowling"

Boxing 

No confirmed aliases.

Brain Quiz              
AKA: "Intelligenz-Übung"
AKA: "Math / Logic"




AKA: "Mathematiques Logiques"

Breakaway               
AKA: "Evasion"




AKA: "La Desertion"

AKA: "Video-Breakout"

Capture                 
Part of "Capture / Bowling"

Part of "Capture / Othello"




AKA: "Side Attack"

Capture / Bowling
See "Capture" and "Bowling"

Capture / Othello
See "Capture"; uncertain on "Othello".

Cat Track

See "Cat Trax"

Cat Tracks

See "Cat Trax"

Cat Trax                
AKA: "Cat Track"

AKA: "Cat Tracks"

Circus

AKA: "Cirque"

Cirque

See "Circus"

Combat 

No confirmed aliases.

Course de Chevaux 
See "Horse Racing"

Course De Voitures
See "Auto Race"

Crazy Climber

AKA: "Crazy Wall"

Crazy Gobbler

AKA: "Le Glouton"

Crazy Wall

See "Crazy Climber"

Devilman -- The Dot Muncher




See "Nibblemen"

Doraemon 

No confirmed aliases.

Dr. Slump: Arare 
No confirmed aliases.

Echec Etiles

See "Star Chess"

Échecs Vidéo

See "Star Chess"

Escadrille De L'Espace
See "Space Squadron"

Escape

AKA: "Escape Man"

Escape Man

See "Escape"

Evasion

See "Breakaway"

Football

AKA: "Soccer"

Football Américain
See "American Football"

Fun with Math

Uncertain at this point.

Funky Fish

No confirmed aliases.

Fußball

See "3D Soccer"

Fußball Spiel

See "Soccer"

Golf


No confirmed aliases.

Grand Prix De Monaco 
See "Video-Autorennen"

Grand Slam Tennis       
AKA: "Tennis"




AKA: "Tennis: Yannick Noah"

Hobo

No confirmed aliases.

Hoppy Bug

See "Jump Bug"

Horse Racing 

AKA: "Course de Chevaux"



AKA: "Pferderennen"

Intelligenz-Übung
See "Brain Quiz"

Invasion aus dem Weltall




See "Alien Invaders"

Jump Bug 

AKA: "Hoppy Bug"

Jungler 

No confirmed aliases.

KiDou SenShi Gundamu




See "Mobile Soldier Gundam"
L’Escadron De L’Espace
See "Space Squadron"

La Desertion

See "Breakaway"

Le Combat Naval
See "Ocean Battle"

Le Glouton

See "Crazy Gobbler"

Le Glouton Super Vorace

See "Super Gobbler"

Le Guerre Des Missiles
See "Missile War"

Les Robots Meurtriers
See "Robot Killer"

Les envahisseurs étrangers

See "Alien Invaders"

Math / Logic

See "Brain Quiz"

Mathématiques Logiques

See "Brain Quiz"

Missile War             
AKA: "Angriff der Ufos"

AKA: "Le Guerre Des Missiles"

Mission Spaciale
See "Space Mission"



Mobile Soldier Gundam
See "KiDou SenShi Gundamu"

Nibblemen              
AKA: "Devilman -- The Dot…"

Ocean Battle            
AKA: "Bataille Navale"




AKA: "Le Combat Naval"




AKA: "Sea Battle"




AKA: "Seeschlacht"

Parachute

See "Parashooter"

Parashooter

AKA: " Parachute"

Pferderennen

See "Horse Racing"

Pleiades

No confirmed aliases.
Pinball

Uncertain at this time.
R2D Tank

No confirmed aliases.

Raumfahrt

Uncertain at this time.

Red Clash

No confirmed aliases.

Robot Killer

No confirmed aliases.

Route 16

No confirmed aliases.

Sea Battle

See "Ocean Battle"

Seeschlacht

See "Ocean Battle"
Side Attack

See "Capture"

Soccer

AKA: "Football"

AKA: "Fußball Spiel"

AKA: "Video- Fußball"
Space Attack            
No confirmed aliases.

Space Chess

See "Star Chess"

Space Mission           
AKA: "Mission Spaciale"




AKA: "Weltraum-Abenteuer"
Space Pirates

See "The End"

Space Raiders           
No confirmed aliases.

Space Squadron
AKA: "Escadrille De L'Espace"

AKA: "L’Escadron De L’Espace"
Space Vultures          
AKA: "Vautour De L'espace"

Spiders 

No confirmed aliases.

Star Chess              
AKA: "Echec Etiles"




AKA: " Échecs Vidéo "




AKA: "Space Chess"




AKA: "Video Chess"

AKA: "Video-Schach"

Super Bug

Uncertain at this time.

Super Dimension Fortress Macross




No confirmed aliases.

Super Gobbler

AKA: "Le Glouton Super Vorace"

Tanks A Lot

No confirmed aliases.

Tennis

See "Grand Slam Tennis"

Tennis: Yannick Noah
See "Grand Slam Tennis"

The End

AKA: "Space Pirates"

Turtles / Turpin

No confirmed aliases.

Vautour De L'espace
See "Space Vultures"

Video Chess

See "Star Chess"

Video-Autorennen
AKA: "Grand Prix De Monaco"

Video-Bowling

See "3D Bowling"

Video-Breakout
See "Breakaway"

Video- Fußball

See "Soccer"

Video-Lexikon

No confirmed aliases.
Video-Mühle

See "Capture"

Video-Panzerspiel
No confirmed aliases.
Video-Schach

See "Star Chess"

Weltraum-Abenteuer
See "Space Mission"
U.S. GAME RELEASES

Because the bulk of this console group's carts are to be found outside the USA it only made sense for me to put most of the historical notes on the individual programs there, too. I felt that with (nearly) everything in one place, reading it would be easier. So check out the non-U.S. cart section for all the "meaty" stuff.

Be aware that the "Emerson family" of carts came in two sizes; a short one and a long one. The short cart is similar in size to an Atari 2600 cart. In fact, it has the exact same thickness, the exact same height, but it 0.5 inches (13mm) wider across the label. The  long cart is the exact same thickness as the other two carts, the same width as the short Arcadia cart, but it is over two inches taller. (Short ones are 3 5/8" square, tall are 3 5/8" by 5 7/8".)

· 3D Bowling
Emerson

Confirmed. 4k cart. 1982. #1008 (13). Short case. One or two player game. An upgrade of a non-3D Interton VC-4000 game.

· Alien Invaders
Emerson

Confirmed. 4k cart. 1981. #1003 (8). Short case. One player game; uses left side controller. Unauthorized clone of the coin-op arcade game "Space Invaders". One of the earliest games and it shows. Not a game to impress potential new console fans with!
· American Football
Emerson
Confirmed. 6k cart. 1982. #1017 (14). Two player game. Long case. Game programmed by "UA Limited". One of the first games for the Arcadia 2001 console to use more than 4k of memory.

· Baseball
Emerson

Confirmed. 4K cart. 1982. #1004 (15). Two player game. Short case. (  Game reviewed in Electronic Games, November 1982. See the Arcadia time line FAQ for the full text of many reviews.
· Brain Quiz
Emerson

Confirmed. 4k cart. 1982. #1012 (6). One or two players. Short case. Three games in one; some of them may be ports of games from the Interton VC-4000 console (the Arcadia's "prequel"). Games include: "Mindbreaker" and "Maxit" and "Hangman".

· Breakaway
Emerson

Confirmed. 4K cart. 1982. #1018 (17). One or two players. Clone of the arcade game "Breakout". Short case. (  Electronic Games, November 1982 reviewed this game. They described the game as "nothing more than adequate" and said, "It really should not have broken away from Emerson at all". (Ouch!)
· Capture
Emerson

Confirmed. 2k cart. 1982. #1002 (19). Short case. One or two players. A clone of the board game "Reversi". Most likely a port of an earlier Interton VC-4000 game. One of only two programs this small; see also "Crazy Gobbler". Most likely this small so that it could easily be combined with another game. (  Electronic Games called it "first rate and highly enjoyable" in Nov. 1982. 

· Cat Trax
Emerson 
Confirmed. 4k cart. 1982. #1001 (1). One player; left side controller. Game by "UA Limited". Long case. A legalized "Pac-Man" game, and one of the most common games available.
· Escape
Emerson

Confirmed. 4k cart. 1982. #1015 (3). One player; left side controller. Game by "UA Limited". Long case. A legalized "Berzerk" clone, and another common Arcadia game.

· Grand Slam Tennis
Emerson

Confirmed. 8k cart. 1982. #1021 (21). One or two player; uses left or both controllers. Long cartridge. 

· Jungler
Emerson
Confirmed. 8k cart. 1982. #1023 (23). Licensed port of Konami’s arcade game. (See the KLOV.) Long cartridge. Similar in some ways to the Odyssey 2 game "K.C.'s Krazy Chase". That game was made by Magnavox, another subsidiary owned by Philips. The success of that game likely convinced them to make this.

· Missile War
Emerson

Confirmed. 4k cart. 1982. #1010 (10). Short cartridge. One player game; uses left side controller. Unauthorized clone of the arcade game "Missile Command". Emerson family labels and box art prominently show (unlicensed) space ships from the TV show "Battlestar Galactica". These ships seem to be flying over parts of the “Death Star” from the still-popular movie series "Star Wars". 
· Ocean Battle
Emerson

Confirmed. 4k cart. 1982. #1009 (11). Short cartridge. Two player game; uses both controllers. Appears to have been a clone of the game "Sea Battle" for the Intellivision console, more or less.

· Red Clash
Emerson

Confirmed. 4k cart. 1982. #1020 (12). Long cartridge. Licensed port of the arcade game. (See the KLOV.) One player game; uses right side controller. Label art shows unlicensed space ships from the popular "Star Wars" movie series; a “Star Destroyer,” three “TIE fighters” and a “Snow Speeder”. The latter ship was seen only in “The Empire Strikes Back,” which had just been released in theaters when this game came out, so it is obvious they were hoping to profit from the consumer's love of the space genre.
· Soccer
Emerson

Confirmed. 4k cart. Sports title. #1005 (16). Two player game. Short cartridge. Two versions of Soccer exist on the Arcadia; this non-3D one and one that used 3D effects. This game was likely a fairly straightforward port of an earlier Interton VC-4000 game.
· Space Attack
Emerson
Confirmed. 4k cart. 1982. #1013 (2). . Unauthorized clone of the arcade game "Galaxian". One player game; uses right side controller. Long cartridge. Game by "UA Limited. Emerson family labels depict unlicensed spacecraft from the “Star Wars" series of movies: a “Snow Speeder” and the “Millenium Falcon”.
· Space Mission
Emerson

Confirmed. 4k cart. 1982. #1019 (9). One player game; uses left side controller. Game by "UA Limited". Short case. "Object is to assemble a spaceship in space," according to game instructions printed on the rear of the cartridge. Label art shows space ships from the movie "Star Wars". You appear to be looking over the shoulder of an "Imperial Pilot" inside a “TIE fighter”. Looking out the round front window, you can see the “Death Star”. The "TIE Pilot" is apparently firing on the “Millenium Falcon” space ship.
· Space Raiders
Emerson
Confirmed. 4k cart. 1982. #1016 (5). This is the legalized version of a "Defender" clone. One player game. Left side controller. Long cartridge. Game by "UA Limited". Emerson family label art shows a small triangular space ship and a helicopter… both are flying in outer space. They were apparently attacking some sort of space ship or station. These crafts were veiled hints to consumers that the game included game play elements from the arcade games "Defender" and "Scramble"… which was how they legalized it.

· Space Vultures
Emerson

Confirmed. 6k cart. 1982. #1014 (7). Unauthorized clone of "Phoenix" coin-op. One player; left side controller. Long cart. See the non-U.S. section for notes on the missing mothership stage.
· Spiders
Emerson

Confirmed. 4k cart. 1982. #1024 (24). One player game; uses right side controller. Long cartridge. Licensed port of a relatively obscure arcade game. (See the KLOV.) Probably intended to be more or less their legalized version of the "Centipede" coin-op. 
· Star Chess
Emerson
Confirmed. 4k cart. #1006 (18). Two player game. Short cartridge. Label art shows unlicensed space ships from the movie "Star Wars"; a “Snow Speeder” and two “TIE fighters” appear to be flying through giant chess pieces on a colossal chessboard.

· Tanks A Lot
Emerson 
Confirmed. 4k cart. 1982. #1007 (20). One player game; uses left side controller. Long cart. Part maze game and part tank game.

Non-U.S. GAME RELEASES

Every cartridge listed here came from some licensee other than Emerson, in a geographical location outside the United States.

I apologize for making readers wade through a big list that has roughly ten cartridge variations of the same basic program. (And I apologize to myself for volunteering to do the research!) Keep in mind I am just the messenger… please put your firearms down.

To make up for these hassles and to keep things interesting, the bulk of any historical notes will be found here. They may jump around a bit, from company-to-company within the list. Don't read too much into that! With so many licensees for the same basic program, the notes are attached to companies semi-randomly.

If this were another console, some of the carts listed here might be listed in the "Rumor Mill" section, instead. It did not make any sense to me to list a suspected variant as a rumor when the odds were heavily in favor of it showing up, eventually. To try to deal with a global proliferation of carts that look different from one another while containing the same programs, I used notations such as "confirmed" and "unconfirmed" here. This way, when someone confirms that an unconfirmed cart does exist, all you have to do is cross off the "un-" portion and the cart is where it should be. This should minimize list obscolescence. (But I still suggest you buy DPCG #8 when it becomes available, as we will likely have brand new boatloads of research info to report then.)

· 3D Bowling
Hanimex
Unconfirmed. #MC10__ (13). Sports game.

· 3D Bowling
Leisure-Dynamics

Confirmed. 4k. #MC1006 (13). Sports game. This is most likely an upgraded version of the bowling game released earlier on the Arcadia's prequel console, the Interton VC-4000. A non-3D program may also exist separately; see "Capture / Bowling".

· 3D Bowling
Schmid
Confirmed. #C011 (11). Sports game.
· 3D Bowling
Tunix

Confirmed. #8. Sports game.

· 3D Soccer
GiG Electronics
Unconfirmed. Sports game.

· 3D Soccer
Schmid

Confirmed. 8k. #C033 (33). Sports game. There is a confirmed non-3D version, too; see "Soccer". They are both likely based on an earlier Interton VC-4000 console game. The real-life game of Soccer is very popular outside the USA, which explains why there would be so many versions of a game Americans may think of as an unpopular sport.  There is a little bit of what appears to be assembly source code, remaining within sections of the program.
· Alien Invaders
Bandai

Confirmed. 4k. Bandai #3. One player game; uses left side controller. Short cartridge. Clone of the "Space Invaders" coin-op. Manufacturing codes found printed on masked ROMs made by Signetics show this is one of the earliest carts written for the console. Without much effort, we researchers found carts dated "8103" and "8108"… in other words, weeks 3 and 8 of 1981. To put that in perspective, realize that Emerson said in an official U.S. trademark application that their first use of the console name was in March of 1982; 15 months later. Even so, the program's history goes back even farther, in some form. Back in the days of the Arcadia 2001's "prequel" console -- the "Interton VC-4000" and its clones -- Signetics had released assembly code listings of a short "Space Invaders" game, to show consumers how to write programs for that console. This Arcadia program is likely a ported and updated version of that much-earlier Interton game. It is very interesting historically because of all that, but from the point of view of a potential new console buyer during 1982, this game and others like it most likely hurt potential console sales, big time! The graphics looked awfully simple when compared to next generation machine's games, even though they were not bad compared to many earlier contemporary clones of the "Space Invaders" genre. I may go so far as to say it had the same effect on people that the Atari 2600 version of "Pac-Man" often had… to make a potential console buyer think that, "if this is the best this console can do, then I do not want to buy it." Most people had seen various better versions of the game. The white background was off-putting and not visually appealing. Sluggish game play did not help matters much. Later games proved this was NOT all the console could do, but in some markets, buyers saw the new machine show up in stores briefly, then disappear into bargain-bin and closeout sale obscurity alongside machines like the Timex Sinclair. Having seen games like this, most modern collectors figured they knew why. A handful of modern collectors saw the later games and liked them, but until 1999 or so no one knew for sure that games on MPT-03 consoles were ROM-compatible with Arcadia machines. Anyway, we can only hope that retro-gamers figure out good games can be done on this console, despite the impression of games like this.

· Alien Invaders
GiG Electronics

Unconfirmed.
· Alien Invaders
Grandstand
Unconfirmed. #MG-___.

· Alien Invaders
Hanimex

Confirmed. Hanimex #MC1000 (8). 751417. Short cart.

· Alien Invaders
Intervision
Unconfirmed. #M6.
· Alien Invaders
Leisure-Dynamics

Confirmed.  #MC1000 (8).

· Alien Invader
MPT-03 (generic)

Confirmed. #MG-306. A catalog said this game was packed-in with the Prestige MPT-03 system, so it is likely to be common in France and perhaps some other non-USA areas. Alternate names used in the catalog: "Les envahisseurs étrangers" or "Alien".

· Alien Invaders
Ormatu
Unconfirmed. #M__, CS206.
· Alien Invaders
Schmid

Confirmed. #C008 (8). Also says: 45 207/8. Short cart.

· Alien Invaders
Sheen

Unconfirmed. #M6, MG-___.

· Alien Invader
Tunix

Confirmed. #5.

· American Football
Hanimex

Confirmed. 6k game. Hanimex #MC1003 (14). Sports game. Copyright 1982 UA Limited. To Americans, the game name may be hard to understand, but it does make sense; outside the U.S., the sport we Americans call Soccer is called Football.  Looking through the program ROM code shows 467 bytes of assembly source code at the end of the program. This was not intentionally put there; they simply did not use all of the available space for the program. Whatever info happened to be left "underneath" in the memory buffer in that unused area ended up being burned into ROM cart memory chips along with the program code when the game was manufactured. This seemingly tiny fragment is fertile ground for "what if" thinking. It confirms UAL wrote games using assembly language. It is fairly certain that the presence of a "wasted" half-kilobyte of paid-for space means that 6k felt like a lot of coding space to these programmers. This in turn implies that this cart was one of the first Arcadia 2001 carts to be larger than 4k in size. Memory chips cost money, and these carts were all marketed with the intention of being cheap. If they could have condensed the game into 4k, it is certain they would have. The "extra" 2k is only 3/4 used, implying that an extra 2k seemed like an expansive game coding environment. See also "3D Soccer".

· American Football
Intervision
Unconfirmed. #M8.

· American Football
Leisure-Dynamics

Confirmed. #MC1003 (14). Long cart.

· American Football
MPT-03  (generic)


Unconfirmed. #MG-308.

· American Football
Ormatu
Unconfirmed. #M__, CS2__.

· American Football
Tunix
Unconfirmed. Shown on system box art but not found to date.

· Angriff der Ufos
Palladium
Confirmed. #775 / 169. Two overlays. AKA: "Missile War".

· Astro Invader
Bandai

Confirmed. 1982. #15.
· Astro Invader
Leisure-Dynamics
Confirmed. 1982. #MC1039 (32). Long cart.
· Astro Invader
Schmid

Confirmed. #C028 (28). “UA 1982 Licensed by Konami”.

· Astro Invader
Tchibo 
Confirmed. 4k cart. 1982. Licensed version of the arcade game. (See the KLOV.) Long cartridge. This may have been the pack-in game sold with the Tele-Fever console. Reports conflict as to whether Tchibo or Eduscho released this game, in Germany or Sweden; it is possible that both are true. Long style cartridge has a slot cut into the left side of the cart casing, and a protruding tab on the right side. This is meant to be sort of a country or console lock-out device; the Tele-Fever console has matching tabs and slots in its cartridge slot area. Program uses raster line effects to generate its graphics. Game has a nicely fast, frantic pace to it; it is a great example of what this game console is capable of when it is programmed well. Nothing like "Alien Invaders" despite the similar-sounding game names. This game is only available for play on the Arcadia 2001 console group. Check this one out!
· Astro Invader
Tunix
Confirmed. #23.

· Auto Race
Grandstand
Confirmed. 

· Auto Race
Intervision

Unconfirmed. #M20.

· Auto Race
MPT-03 (generic)
Confirmed. 4K cart. #MG-320. This is either a clone of the Intellivision system's "Auto Racing" or a port an earlier Interton VC-4000 game. It is one of a number of car-based games.

· Auto Race
Ormatu

Unconfirmed. #M__, CS220.

· Auto Race
Sheen

Unconfirmed. #M20.

· Baseball
GiG Electronics


Unconfirmed.

· Baseball
Grandstand
Unconfirmed. #MG-___.
· Baseball
Hanimex

Unconfirmed. #MC10__.
· Baseball
Intervision
Unconfirmed. #M5.
· Baseball
Leisure-Dynamics

Confirmed. 4k. #MC1001 (15). Sports game.

· Baseball
MPT-03  (generic)


Unconfirmed. #MG-305.

· Baseball
Ormatu
Unconfirmed. #M__, CS2__.

· Baseball
Tunix
Unconfirmed. #15. Listed in catalogs but not found to date.

· Basketball
Intervision
Unconfirmed. #M3.

· Basketball
MPT-03  (generic)


Unconfirmed. 4k cart. #MG-303. Two player.

· Basketball
Ormatu
Unconfirmed. #M__, CS2__.

· Basketball
Palladium
Confirmed. #775 / 029. Two overlays.

· Bataille Navale
MPT-03 (Prestige)

Unconfirmed. #MG-312. AKA: "Sea Battle".

· Black Jack & Poker
Intervision
Unconfirmed. #M15.

· Black Jack & Poker
MPT-03  (generic)


Confirmed. 4k. #MG-315. Card game.

· Black Jack & Poker
Ormatu
Unconfirmed. #M__, CS2__. 
· Bowling 3D
Leisure-Dynamics

Confirmed. #MC1006 (13). Short cartridge. AKA: "3D Bowling".

· Bowling
Intervision
Unconfirmed. #M10. This could be a 3D version or non-3D?

· Bowling
Ormatu
Unconfirmed. #M__, CS2__. Could be "3D Bowling" or it could perhaps be a non-3D port of an earlier Interton VC-4000 game.

· Bowling (3 dimensions)
MPT-03 (Prestige)

Confirmed. #MG-310. AKA: "3D Bowling".

· Boxing
Intervision
Unconfirmed. #M21.

· Boxing
MPT-03  (generic)


Unconfirmed. #MG-321.

· Boxing
Ormatu
Confirmed. 4k cart. #CS 221. Nine variations claimed.

· Brain Quiz
Hanimex

Unconfirmed. #MC1011 (20).
· Brain Quiz
Leisure-Dynamics
Confirmed. 4k. #MC1011 (20). Three games included: "Mindbreaker" and "Maxit" and "Hangman".
· Brain Quiz
Schmid

Confirmed. #C001 (1).

· Brain Quiz
Tunix
Confirmed. #9.

· Breakaway
Grandstand
Unconfirmed. #MG-___.

· Breakaway
Hanimex
Confirmed. #MC10__.
· Breakaway
Intervision
Unconfirmed. #M11.
· Breakaway
Leisure-Dynamics

Confirmed. 4k. #MC1007 (17). Long cart. A "Breakout" clone.

· Breakaway
MPT-03  (generic)


Unconfirmed. #MG-311.

· Breakaway
Ormatu
Unconfirmed. #M__, CS211.

· Breakaway
Schmid

Confirmed. #C007 (7).

· Capture
GiG Electronics


Unconfirmed.

· Capture
Hanimex

Confirmed.

· Capture
Leisure-Dynamics

Confirmed. 2k. #MC1010 (19). One of only two games this small; see also "Crazy Gobbler". Perhaps this small so that it would be easier to combine two programs on one cartridge? There are two games we have not yet archived, that may prove to have both this game and one other on them. (Bowling being one possibility.)

· Capture
MPT-03  (generic)


Unconfirmed. #MG-302.

· Capture
Ormatu
Unconfirmed. #M__, CS2__.
· Capture
Schmid

Confirmed. #C012 (12).

· Capture
Tunix
Confirmed. #12.

· Capture / Bowling
Intervision
Unconfirmed. #M2. The game names and program memory sizes make us wonder if this cart includes two games on one cart? (It could be 2k "Capture" and a non-3D version of "Bowling".) There are other games such as "Soccer" that have both a 3D and non-3D version, making this plausible. Non-3D "Bowling," if it exists, is likely a straightforward port of an earlier Interton VC-4000 game.

· Capture / Othello
Grandstand

Confirmed. #MG-___. This may just be "Capture" by itself, or it may be two separate games on one cartridge? We are not sure.

· Cat Track
Grandstand
Unconfirmed. #MG-___.

· Cat Track
Intervision
Unconfirmed. #M27.

· Cat Track
MPT-03  (generic)


Unconfirmed. #MG-327.

· Cat Track
Ormatu
Unconfirmed. #M__, CS2__.
· Cat Trax
Bandai

Confirmed. 4k. #8. Long cartridge. This game was intended to be the Arcadia 2001 console group's legalized version of "Pac-Man". It was not the first version made; "Crazy Gobbler" was apparently written before "Cat Trax". (It was intended to be the non-legal copy of the "Pac-Man" arcade game, before Atari bought up the copyrights to various popular arcade games and sued many of its competitors for copyright infringement. See the Commodore VIC-20 section, specifically the "Pac-Man" and "Jelly Monsters" game entries, for more details on these lawsuits.) If you study various game screenshots shown in Emerson catalogs dated 5/82 and 7/82, it quickly becomes apparent that the screenshots are NOT 100% accurate. (Whether you call them "faked" or not is largely irrelevant; they do not match, so any argument would really have to center around intent rather than proven action.) Ward's belief is that the screenshots shown in these catalogs was just an artist's mock-up, based on a hybrid game-in-progress that seems to be halfway between "Crazy Gobbler" and "Cat Trax". Stefan Piasecki correctly observed that most of the screenshot errors involved the gates or tunnels in the sides of the maze, and that those gates could be opened or closed by selecting different game options. However, even this still does not solve all of the problems. If these screenshots were just showing game option 4, with most of the side tunnels closed, it should have also said "OPT 4" on the screen. It did not. It says "OPT 1" just like the start-up screen. Also, "Cat Trax" has two "L" shaped walls in the upper-middle portion of the maze, which are not that shape in the screenshots. See the "Crazy Gobbler" entry for more. ( Electronic Games, November 1982 had a positive review of this game, in which they note that it was barely finished at that time.  LANDMARK: One of three games known to have been ported over to the Atari 2600 VCS console by "UA Limited" in 1983. (See also "Funky Fish" and "Pleiades".) Ward can only assume that the ports imply that UA Limited was throwing in the towel in regards to the Arcadia 2001 console's future. The program ROM image of the Atari version of "Cat Trax" was found inside a 128-in-1 pirate-made 2600 console. Sean Kelly had dumped that large ROM file, and split it up into its many separate games. This game was called "Cat and Mouse" on the on-screen menu, so it has that name as a new ROM image, as well. Jack Spencer Jr. was the first person to make the mental connection… to notice that "UA" was the copyright holder seen on-screen in the Atari version. The  www.AtariAge.com web site has collected some cool information about the other two games (including screenshots), but as of press time the other two Atari 2600 game ports by UA have not yet been archived.
· Cat Trax
Hanimex

Unconfirmed. #MC10__.
· Cat Trax
Schmid

Confirmed. #C017 (17). Also says: 45 216/9. Long cartridge.

· Cat Trax
Tunix
Confirmed. #14.
· Circus
MPT-03 (generic)

Confirmed. 4k. #MG-318. AKA: "Circus". Unauthorized port.

· Circus
Ormatu
Unconfirmed. #M__, CS2__.

· Combat
Grandstand

Confirmed.

· Combat
Intervision
Unconfirmed. #M14.

· Combat
MPT-03  (generic)


Confirmed. 4k. #MG-314. A tank-based game, similar to many home and arcade games of this era. This cart had many user-selectable game variations. This is NOT the same game as "Video-Panzerspiel". See also "Tanks A Lot" and "R2D Tank" for other tank battle games.  LANDMARK: Tank games in general were very popular in the arcades for awhile.  When "Pong" first began to lose its arcade-then-home luster, tank-based games were considered by some people to be "the next big thing".

· Combat
Ormatu
Unconfirmed. #M__, CS2__.

· Crazy Climber
Grandstand

Confirmed. 4k cart. #MG-325. Unauthorized clone of the popular arcade game. (  UK-based “Computer and Video Games” did a short June 1982 magazine article, which said that this title was supposed to be one of the main titles available at the system's launch.  LANDMARK: One of those mysteries that will clear up eventually but is frustrating to researchers in the short term. The problem is that while it is tempting to say that Atari's lawsuits were the cause of this program not being released in the USA, that there is just enough conflicting evidence to the contrary to make it obvious that we are still missing some puzzle pieces. On the one hand, the carts were almost ready to go in time for Christmas of 1982, as per earlier pre-launch press releases. However, reading manufacturing messages printed on the outside of ROM chips shows us that at least one batch of masked ROMs was made by Signetics (who should have known better), and that it was done AFTER most of the big "Pac-Man" lawsuits took place. Even with a very professional time line text, which puts all sorts of published news reports into proper chronological sequence, the dates on the masked ROMs (week 41 or October of 1982) are confusing. See the FAQ and the "Crazy Gobbler" and "Robot Killer" entries.

· Crazy Climber
MPT-03  (generic)


Unconfirmed. #MG-325.

· Crazy Climber
Ormatu
Unconfirmed. #M__, CS225.

· Crazy Climber
Sheen
Confirmed. #M25.

· Crazy Gobbler
Hanimex

Confirmed. 2k cart. 1982. #MC1020 (1). Long cartridge. This game is an unauthorized clone of the arcade game "Pac-Man". See "Cat Trax" for one legalized version of this game. "Super Gobbler" is sort of the "Ms. Pac-Man" equivalent. (Other maze variants also exist; for example, "Jungler" and "Tanks a Lot". It  appears that some of the original assembly language source code routines were often re-used from one maze-based game to the next.)  A hidden ASCII text message was found inside the program when Jay Tilton archived this cart: "To my wife Daisy and my son Jonathan From Choi Andrew 1982". Note that another Arcadia 2001 game -- "Space Attack" -- had a similar hidden message from the same person. This person also left messages inside more than one Interton VC-4000 console game.  422 bytes were unused inside the program code. (The hidden message plus another 362 bytes; perhaps some others as well.) For a program with only 2048 bytes of space to start with, 422 bytes translates to 20% of the available program space. A working "Pac-Man" clone in 2k, with room to spare? Wow! ( UK-based “Computer and Video Games” did a short June 1982 magazine article which said that this title was supposed to be one of the main titles available at the console's launch.  LANDMARK: This game offers researchers more than ample reason to wonder and speculate! It is obviously a clone of the "Pac-Man" arcade game; that seems self-evident. Less obvious is the idea that the name shown on the screen is simply "Gobbler" without the "Crazy" part attached to it. Count the characters used; there are just enough letters onscreen to spell "Pac-Man" instead. This makes Ward wonder if the game did not call itself "Pac-Man" openly at first, before the many copyright infringement lawsuits that Atari later filed against so many of its competitors. It seems to be very plausible, since the published press releases of the period often mentioned arcade games by name. "K.C.'s Krazy Chase" on the Odyssey 2 comes to mind, when one begins to wonder why someone would have "Gobbler" on the screen, but would call it "Crazy Gobbler" on packaging art. (Magnavox made the "K.C. Munchkin" clone of "Pac-Man". It got Magnavox sued by Atari, and common parent company Philips learned from it.) There is also considerable circumstantial evidence pointing towards "Crazy Gobber" being the planned pack-in game for the Arcadia 2001 console's launch. The small (2k) memory size, for example, hints at this. (There is only one other Arcadia 2001 game of that size; "Capture". It may have been offered in a two-games-on-one-cart form -- see "Capture / Bowling" -- making Crazy Gobbler arguably the ONLY game this small for this console's library.) All other Arcadia 2001 games were 4k, 6k or 8k. This game was often considered to be the first cart for many consoles, adding to the idea that it was once going to be the console's pack-in game.
· Crazy Gobbler
Leisure-Dynamics

Confirmed. #MC1012 (1). Short cartridge.

· Crazy Gobbler
Schmid

Confirmed. #C002 (2). Long cartridge. German release has label artwork that shows a zany green "Pac-Man" like character being pursued by cat heads in a blue maze… more or less. Stefan P. says this was the pack-in game for the Intercord XL-2000.

· Crazy Gobbler
Tunix

Unconfirmed. Shown on system box art but not found to date.
· Crazy Wall
Intervision
Unconfirmed. #M25. AKA: "Crazy Climber".

· Deutsch
Palladium

Confirmed. This is a mini-cart made for use with "Video-Lexikon". Plugging it in helps you translate text from language to language.
· Devilman -- The Dot Muncher
(??)

Confirmed. #MG-316. AKA: "Nibblemen".

· Doraemon
Bandai

Confirmed. #52. One of the few exclusives; only Bandai sold this particular title, and it was not released outside the Emerson family of carts. Game looks much like it was based on the core routines of "Route 16" but with modified graphics, etc. The game is based on Japanese anime characters, per Robert Worne. The main character in this game is a cat named "Doraemon" which fears mice, due to having its ears bitten off by a mouse in the past.

· Dr. Slump: Arare
Bandai

Confirmed. #51. One of the few exclusives; only Bandai sold this particular title, and it was not released outside the Emerson family of carts. Full name is: "Dokutaa Sulanpu: Ararechan" with the English translation "Dr. Slump: Arare," per Russ Perry Jr. The game is based on Japanese anime characters which were also licensed for use in handheld "Game and Watch" type games.
· Echecs Vidéo
MPT-03 (Prestige)

Unconfirmed. AKA "Star Chess".

· Englisch
Palladium

Confirmed. This is a mini-cart made for use with "Video-Lexikon". Plugging it in helps you translate text from language to language.
· Escadrille de l’espace
MPT-03 (Prestige)

Unconfirmed. #MG-323. AKA: "Space Squadron".

· Escape
Grandstand
Unconfirmed. #MG-___.
· Escape
Hanimex

Unconfirmed. 4k. #1017 (28).  LANDMARK: Best described as a "legalized" version of the game "Robot Killer," which is a much more blatant copy of the arcade game "Berzerk". (See the KLOV for info on the arcade original.) Comparing ROM images has shown they are based on the same code with just a few changes. The main ones are that they changed the way Evil Otto acts, so that portion of the game isn't a blatant copy. Other than that, it appears like they changed the shape and/or color of the robot's graphics. Not much else was changed, which makes sense since they were reluctantly making changes just to legalize the game.
· Escape
Intervision
Unconfirmed. #M26.
· Escape
Leisure-Dynamics
Unconfirmed. #MC10__.

· Escape
MPT-03 (generic)

Unconfirmed. #MG-326.

· Escape
MPT-03 (Prestige)

Unconfirmed. #MG-317.

· Escape
Ormatu
Unconfirmed. #M__, CS2__.

· Escape
Palladium
Confirmed. #775 / 231. Random tech info: most Palladium carts we have seen so far have the phrase “Polybrain cartridge” etched onto their circuit boards. In this particular cart, there was a 2732 EPROM memory chip inside instead of a ROM. Two of the PC board traces had been cut and re-routed, obviously by hand. But it was a quality job: not the "assembled by chimps" standard we tech / researchers are used to seeing on some other families.
· Escape
Schmid
Confirmed. #C015 (15). Also says: 45 214/4.
· Escape
Tunix
Unconfirmed. #13. Listed in catalogs but not found to date.

· Escape Man
Bandai

Confirmed. #9. Long cartridge. Russ Perry Jr. is 90% convinced this is just a Japanese name variation of the game "Escape" based on available artwork, but that is not confirmed for certain yet. It could also be "Robot Killer" or (less likely) a unique game.

· Evasion
MPT-03 (Prestige)

Unconfirmed. #MG-311. AKA: "Breakaway".
· Football
MPT-03  (Prestige)
Unconfirmed. #MG-301. AKA: "Soccer".

· Football Américain
MPT-03 (Prestige)

Unconfirmed. #MG-308. AKA: "American Football".

· Fun with Math
Ormatu
Unconfirmed. #M__, CS2__. Seen only in a catalog, so far.

· Funky Fish
GiG Electronics

Unconfirmed.

· Funky Fish
Hanimex

Unconfirmed. #MC10__.

· Funky Fish
Schmid

Confirmed. #C023 (23).
· Funky Fish
Tunix
Confirmed. 8k cart. 1983. #28. Licensed port of an obscure arcade game. (See the KLOV.) Emerson catalogs from 5/82 and 7/82 say this game was "coming soon" but the game was never released in the USA. It was released by a handful of companies in non-U.S. markets. Those catalogs said; "Copyright 1981 Sun Electronics Corporation, Licensed by Tehkan International Corporation". The Tunix cart we archived came in long cart form, with a front label similar to the catalog's artwork. There may or may not be a rear label; Tunix carts in general were never very consistent from batch to batch.  There is a hidden message found inside the program at $0FBB - 0FFB: "GAME COPYRIGHT 1983 UA LTD; GRAPHICS COPYRIGHT 1983 CHRIS CAPENER". Michael Davidson tracked Mr. Capener down, and we managed to ask him a few questions just before press time. He says that he wrote this game on contract with "UA Limited". He had never programmed that console before. He was given a Signetics development system, some manuals, and some example programming routines. He had three months to learn how to program the console, and to write the game from scratch. He says he wrote all of the game; he was not sure why the hidden message was worded like it was.  LANDMARK: This game was later ported over to the Atari 2600 game system. We know this because Bill Esquivel, an Atari 2600 collector, found a 2600 cart with this title on its label. He said in a May 17, 1998 Usenet post on "rec.games.video.classic" that the 2600 game's title screen says "funky fish, round 1, lic tehkan corp 1983 ua ltd." See also "Cat Trax" and "Pleaides" for more intriguing info on other games ported over from the Arcadia to the 2600 in 1983 by UA Limited. Chris Capener did not know anything about this port; we asked.
· Fußball
Tchibo

Confirmed. 8k cart. Long cartridge. As with their other games, the cart label included a screenshot. For all practical purposes, this is byte-for-byte identical to the U.S. release of "3D Soccer". There were only 25 bytes different, when the two game ROM images were compared using a specialized program. Most of those differences were located in what appears to be an unused section of memory, towards the end of the cartridge, so technically they are identical. Reports conflict as to whether Tchibo or Eduscho released this game, in Germany or Sweden; it is possible that both are true. Long style cartridge has a slot in the left side of the cart casing, and a protruding tab on the right side. This is meant to be sort of a country or console lock-out device; the Tele-Fever console has matching tabs and slots in its cartridge slot area.
· Fußball Spiel
Mr. Altus
Confirmed. Internally byte-for-byte identical to USA release of "Soccer". Inside the cart itself, the circuit board was found to be identical to Palladium carts; it even had “Polybrain cartridge” etched onto it. The masked ROM sitting in a chip socket matched a 2364 pinout, which is commonly found in Palladium carts.

· Golf
Intervision
Unconfirmed. #M24.

· Golf
MPT-03  (generic)


Unconfirmed. 6k. #MG-324. This is a very strange game in some ways. It was one of the very first games ever to use more than 4k of memory, judging by various technical clues. The PC boards in MPT-03 carts use two addressing lines that no other cart we've seen has ever even had hooked up, let alone used. These two lines are used to decide which one of two physical memory chips is active, at any given time. The MESS emulator author ("PeT") has said that the second bank of memory puts itself in an area of the Arcadia's memory map that no other game has ever used. All in all, it was obvious they were struggling to figure out how to use more than 4k of memory. More than any other cart we've seen to date, the technical aspects of this cart scream out, "we have no clue how to make this happen". The game runs in MESS, but only because PeT made a work-around specifically for this game. (It will not run in Ward's multicart, or on any system it wasn't written for. With any luck someone will modify its code to correct this?)

· Golf
Ormatu
Unconfirmed. #M__, CS2__.

· Grand Slam Tennis
GiG Electronics

Unconfirmed.
· Grand Slam Tennis
Hanimex
Unconfirmed. #MC10__.

· Grand Slam Tennis
Leisure-Dynamics
Confirmed. 8k cart. #MC10__. "(c) UA LTD. 1982, ALL RIGHTS RESERVED."
· Grand Slam Tennis
Schmid

Confirmed. #C022 (22).

· Grand Slam Tennis
Tunix
Confirmed. #19.
· Hobo
GiG Electronics

Unconfirmed.

· Hobo
Leisure-Dynamics
Confirmed. 8k cart. 1983. #MC1042 (37). Long cartridge. This is a platform style game, with a railroad theme, sort of like "Frogger" in some ways. It has five different angled, non-overhead screens. Game by "(c) UA LTD. 1983, ALL RIGHTS RESERVED.” This program seems to have only been released within the Emerson cartridge family. The program uses raster line graphic effects.

· Hobo
Schmid
Confirmed. #C032 (32).

· Hobo
Tunix
Confirmed. #27.

· Hoppy Bug
Bandai Arcadia


Unconfirmed. #12. AKA: "Jump Bug".

· Horse Racing
Intervision
Unconfirmed. #M30.

· Horse Racing
MPT-03  (generic)


Confirmed. 4k cart. #MG-330.

· Horse Racing
Ormatu
Unconfirmed. #M__, CS2__.

· Intelligenz-Übung
Palladium
Confirmed. #775 / 053. AKA: "Math/Logic". Six overlays were included; one pair each for all three of the included games.

· Invasion aus dem Weltall
Palladium
Confirmed. #775 / 061. AKA: "Alien Invaders". One overlay.

· Jump Bug
GiG Electronics

Unconfirmed.
· Jump Bug
Hanimex

Unconfirmed. #MC10__.

· Jump Bug
Leisure-Dynamics
Confirmed. 8k cart. 1983. #MC1036 (31). One player game; uses right side controller. Licensed translation of the coin-op arcade game. (See the KLOV.) This game was apparently never released on any other console. If you like this game, this is the only home port that was ever made. (Tell all your non-Arcadia friends!) Long cart. Game by "(c) UA LTD. 1982, ALL RIGHTS RESERVED. LICENSED BY CORELAND TECHNOLOGY INC.” Play hints: Pressing "0" on the controller selects a starting level. If you press "Select" on the game console, the program will do a very nice demo of many levels and screens. Watch the nifty full-screen wipe between game screens; nice animation! Pressing "Clear" on the hand controller pauses the game, and "Enter" un-pauses it. If you hit "Start" or "Option" the game you selected will begin. The game has twelve different screens, before it starts repeating the screens on the next level. The next levels are harder, of course, with flying creatures included at some point for added challenge. The levels count from "1" through "9," each with 12 screens. At level number 10, it then starts at "a" and goes through "z". After it runs out of both numbers and letters, it uses graphic symbols.
· Jump Bug
Schmid
Confirmed. #C030 (30). Long cartridge. German release had original label artwork that seems to show Volkswagen "Bugs" zipping around a hilly road.

· Jump Bug
Tchibo

Confirmed. Reports conflict as to whether Tchibo or Eduscho released this game, in Germany or Sweden; it is possible that both are true. Long style cartridge has a slot in the left side of the cart casing, and a protruding tab on the right side. This is meant to be sort of a country or console lock-out device; the Tele-Fever console has matching tabs and slots in its cartridge slot area.

· Jump Bug
Tunix
Confirmed. #22.
· Jungler
Bandai
Confirmed. 8k cart. #13. ( Electronic Games magazine reviewed this game in November 1982. Before that, it had been mentioned in a short press release by EG, back in June 1982. It was said to be 1 of 3 titles that the company intended to write, after the first 17 programs were all finished. (See the FAQ for the full text of both articles, but most of these were likely going to be Interton VC-4000 ports.)  LANDMARK: This was the first completely legal, properly licensed home port made for the Arcadia 2001 console group. While this was never a hot game in the arcades, at the last minute, the console's makers had little choice but to rush any type of finished game onto the market quickly. Since they had already written various maze games in assembly language, and seemingly had the source code broken up into re-usable modules,  this game was arguably half-written when it became obvious they could not release their obvious "Pac-Man" clone. (Compare a screenshot of this game to many of the other maze games for this console: you will see the basic screen layout is nearly identical in most of them.) The color choices used are more eye-friendly than combinations used in earlier games, and there are some nifty little animation tricks. Not a bad game.   LANDMARK: Compare this game to the Odyssey 2 console's "K.C.'s Krazy Chase". One of the key game play elements used in that Magnavox game was also used here. (The "Dratapillar" character.) This may have been because they already knew that it was a very legal way to make a maze game, since it had already gone through the legal system, after "K.C. Munchkin" got North American Philips sued by Atari, for alleged copyright infringement. Perhaps they also hoped to win fans of the O2 console over, to upgrade to the Arcadia 2001?
· Jungler
Hanimex
Unconfirmed. #MC1021 (4). Long cart. 751421.
· Jungler
Leisure-Dynamics
Confirmed. #MC1021 (4). Long cartridge.

· Jungler
Schmid
Confirmed. #C019 (19). Long cartridge. German release has label artwork that appears to show two “snakes” with moose heads locked in combat.

· Jungler
Tunix
Confirmed. #2.

· KiDou SenShi Gundamu
Bandai
Confirmed. #50. One of the few exclusives; only Bandai sold this particular title, and it was not released outside the Emerson family of carts. Japanese title is " KiDou SenShi Gundamu" with an English translation of “Mobile Soldier Gundam” per Russ Perry Jr.

· Le Glouton
MPT-03 (Prestige)

Unconfirmed. #MG-327. AKA: "Crazy Gobbler". Part number was apparently going to be #MG-316 at one point, but delays and copyright problems apparently changed those plans.

· Le Robot Meurtrier
MPT-03 (Prestige)

Confirmed. #MG-317. AKA: "Robot Killer". The French name is a bad translation, which means "The murderer robot". The correct name should be "Le tueur de robots" to mean "Robot Killer". The instruction manual name does not match up with the cart, etc. It is not uncommon for slight name variation errors to have occurred, in any of the games for this console group.

· Math / Logic
Grandstand
Unconfirmed. #MG-___.

· Math / Logic
Intervision
Unconfirmed. #M7.

· Math / Logic
MPT-03  (generic)


Unconfirmed. #MG-307. AKA: "Brain Quiz".

· Math / Logic
Ormatu
Unconfirmed. #M__, CS2__. 

· Mathématiques Logiques
MPT-03 (Prestige)

Confirmed. #MG-307. AKA: "Math / Logic".

· Missile War
Bandai Arcadia


Unconfirmed. #5.
· Missile War
GiG Electronics

Unconfirmed.

· Missile War
Grandstand
Unconfirmed. #MG-___.

· Missile War
Hanimex

Unconfirmed. #MC1009 (10). Short cart. 751409.
· Missile War
Intervision
Unconfirmed. #M13.
· Missile War
Leisure-Dynamics

Confirmed. 4k cart. #MC1009 (10).

· Missile War
MPT-03  (generic)


Unconfirmed. #MG-313.

· Missile War
Ormatu
Unconfirmed. #M__, CS213.

· Missile War
Schmid

Confirmed. #C016 (16).
· Missile War
Tunix
Confirmed. #6.
· Mission Spaciale
MPT-03 (Prestige)

Unconfirmed. #MG-304. AKA: "Space Mission".
· Nibblemen
Intervision
Unconfirmed. #M16.

· Nibblemen
MPT-03  (generic)


Unconfirmed. #MG-316.

· Nibblemen
Ormatu
Confirmed. 4k cart. #CS216. 32 variations claimed. This game is more or less a version of "Super Gobbler" but with a permanent speed-up mode installed. Some collectors thought the two games were internally identical, based on rumor and screenshots. As it turns out, there are quite a few internal code changes. About 50% of the code does not match up, byte-for-byte. (This may or may not mean much; even one minor change to the 2650 assembly language source code would off-set things enough to cause this.) Which game predated the other? With the data we have so far, it looks like this game probably predated Emerson family releases. Internal markings on the ROM chip found inside this particular cartridge had an MPT-03 style part number of "316".
· Nibblemen
Sheen
Unconfirmed. #MG-316.
· Ocean Battle
Hanimex

Confirmed. #MC1008 (11). Short cartridge.

· Ocean Battle
Leisure-Dynamics

Confirmed. 4k cart. #MC1008 (11). Short cart.

· Ocean Battle
Schmid

Confirmed. #C010 (10).

· Ocean Battle
Tunix
Confirmed. #7.

· Parashooter
Intervision
Unconfirmed. #M19.

· Parashooter
MPT-03  (generic)


Unconfirmed. #MG-319.

· Parashooter
Ormatu
Confirmed. 4k cart. #CS219. 4 variations claimed. Internal markings on the ROM chip found inside this cart show an MPT-03 style part number of "MG 319" with a date code indicating "8317". (It may not have been the first batch made; it could have been a batch made years after the initial release of this game.) In some ways, this title appears to be related to earlier Interton VC-4000 games, but then again it looks like a more modern game, too. It is perhaps a bit quirky or unforgiving in its graphics and its game play elements. It seems much harder to play than some other Arcadia games, but it is still more fun to play than many others and it is hard to find, which should make the cart a nice find.

· Pferderennen
Palladium
Confirmed. #775 / 177. AKA: "Horse Racing".

· Pinball
Ormatu
Unconfirmed. #M__, CS2__. Game title was seen in an Ormatu catalog as a "coming soon" game. There were Interton VC-4000 pinball games; perhaps this was to be a port of such a game.
· Pleiades
Hanimex

Confirmed. 8k game. 1983. #1031 (28).  751431. One overlay. Long cart. Licensed home port of the arcade game. (See the KLOV.) Emerson catalogs from 5/82 and 7/82 show this game as "coming soon" in the U.S. market, but the game only showed up outside the USA. The label artwork seen on these overseas carts says “UA 1983 Licensed by Tehkan”. No hidden messages were found in the code, showing who programmed it.  LANDMARK: This title and two others were ported over to the Atari 2600 VCS system, with copyright notices saying the games were by "UA Limited" during 1983. (See also "Cat Trax" and "Funky Fish".) The cool guys over at the "AtariAge" web site are tracking down whatever info they can find on these carts. They do have screenshots of the games. The original Usenet posting by collector Bill Esquivel, who first found these 3 apparent prototype carts in 1998, is quoted verbatim in the Arcadia 2001 FAQ. 
· Pleiades
Schmid

Confirmed. 8k game. 1983. #C024 (24).

· Pleiades
Tunix
Confirmed. #29.
· R2D Tank
Bandai Arcadia


Unconfirmed. #11.
· R2D Tank
GiG Electronics
Unconfirmed. 1982.

· R2D Tank
Leisure-Dynamics
Confirmed. 4k game. 1982. #MC1037 (33). 

· R2D Tank
Schmid

Confirmed. 4k game. 1982. #C031 (31). Long cartridge. Licensed port of an obscure arcade game. (See the KLOV.) The on-screen copyright info claims a 1981 date, but text on box art and manuals says “UA Ltd 1982 Licensed by Sigma Enterprises”. Most likely this simply means that the original arcade game dates from 1981, with the Arcadia clone of the game dating sometime during 1982.

· R2D Tank
Tunix
Confirmed. #24.

· Raumfahrt
Palladium
Confirmed. #775 / ___.

· Red Clash
Hanimex

Unconfirmed. #MC10__.

· Red Clash
Leisure-Dynamics
Confirmed. 4k cart. #MC1024 (12). Long cartridge. Licensed port of an obscure arcade game. (See the KLOV.) Listed as "coming soon" in 5/82 and 7/82 Emerson catalogs. Only released for the Emerson cartridge family that we know of at present. Game by "(c) UA LTD. 1982, ALL RIGHTS RESERVED. LICENSED BY TEHKAN INTERNATIONAL CORPORATION." One of the more fun games on the Arcadia 2001 console in Ward's opinion. Note that this game includes a mothership stage, proving that "Space Vultures" could have had one; it was not technically impossible.

· Red Clash
Schmid

Confirmed. #C026 (26).

· Red Clash
Tunix
Confirmed. #18.

· Robot Killer
Bandai Arcadia


Unconfirmed. #10.

· Robot Killer
GiG Electronics

Unconfirmed.
· Robot Killer
Hanimex
Confirmed. #MC1017 (3). Long cartridge.
· Robot Killer
Leisure-Dynamics
Confirmed. 4k cart. 1982. #MC1017 (3). One player game. Uses left side controller. Long cartridge. Unauthorized clone of the arcade game "Berzerk". When copyright problems arose, the game "Escape" became the legalized version of this game. Not released in this form in the United States. The two games may look alike at first glance, based on screenshots, but a closer look will reveal differences. Byte-for-byte, they are definitely not alike. Label art says game is by "(c) UA LTD. 1982, ALL RIGHTS RESERVED." (  See the time line FAQ for the text of a June 1982, UK-based magazine article that talks about early plans to make a version of "Berzerk" available for the console's launch.

· Robot Killer
MPT-03  (generic)


Unconfirmed. #MG-317.
· Robot Killer
Ormatu
Unconfirmed. #M__, CS2__.
· Robot Killer
Schmid

Confirmed. #C004 (4). Stefan Piasecki reports that although games like this infringing "Berzerk" clone were removed from German catalogs and replaced with a legalized version instead, that the original games were still sold in various stores. In many cases, both the infringing and legalized versions sat side-by-side on German store shelves. The symbolism of the graphic elements shown in the cover artwork helped customers to figure out which game to buy, if they were looking to obtain the more infringing version. This was not the only game title that worked this way: "Crazy Gobbler" sat next to "Cat Trax" and "Super Gobbler" while "Space Squadron" and "Space Raiders" had their own little mini-competitions for German shopper's money and game play time. It is unknown if this was planned, or just over-stocked merchandise.

· Route 16
GiG Electronics
Unconfirmed.
· Route 16
Leisure-Dynamics

Confirmed. 8k cart. 1983. #MC1038 (35). Licensed port of the arcade game. (See the KLOV.) One of the rarer, later games. It was not released in the United States, nor was it available outside the Emerson family, as far as we know. Only a few companies released it in this form, but see also Bandai's "Doraemon". Long cart. Game by "(c) UA LTD. 1983, ALL RIGHTS RESERVED. LICENSED BY TEHKAN INTERNATIONAL CORPORATION."

· Route 16
Tunix
Confirmed. #26.

· Sea Battle
Grandstand
Unconfirmed. #MG-___.

· Sea Battle
Intervision
Unconfirmed. #M12.

· Sea Battle
MPT-03  (generic)


Unconfirmed. #MG-312.

· Sea Battle
Ormatu
Unconfirmed. #M__, CS2__.

· Sea Battle
Sheen
Unconfirmed. #M12.

· Seeschlacht
Palladium
Confirmed. #775 / 150. AKA: "Ocean Battle".

· Side Attack
Bandai

Confirmed. #1. AKA: "Capture".

· Soccer
Grandstand
Unconfirmed. #MG-___.

· Soccer
Hanimex
Unconfirmed. #MC1002 (16). 751402.

· Soccer
Intervision
Unconfirmed. #M1.

· Soccer
Leisure-Dynamics

Confirmed. 4k cart. #MC1002 (16). Short cart. Sports title.

· Soccer
Ormatu
Unconfirmed. #M__, CS201.

· Soccer
Schmid

Confirmed. #C013 (13).

· Soccer
Tunix
Confirmed. #10.

· Space Attack
GiG Electronics


Unconfirmed.
· Space Attack
Hanimex

Confirmed. #MC10__ (2).

· Space Attack
Leisure-Dynamics
Confirmed. 4k cart. #MC1016 (2). Long cartridge. Unauthorized clone of the arcade game "Galaxian". Ward's guess is that this game was likely the second game the console's makers intended to release at launch time, to help to sell the global public on their new game console. ( Reviewed by Electronic Games magazine in November 1982; see the time line FAQ for the full text of that article. There is also a June 1982 article from a U.K.-based magazine there. That article openly used the name "Galaxian" when saying they intended to make a clone.  A hidden ASCII message found inside the ROM code of this game: "To my wife Daisy and my son Jonathan From Choi Andrew Jul 1982 Galax.002". This is interesting on a number of levels. The date is barely one year after this same person put a message in the Interton VC-4000 game "Shoot Out," dated March of 1981. This may show that there was a big rush to get the initial Arcadia 2001 games all finished up. The "Galax.002" name is pretty obviously a reference to the arcade game "Galaxian".  LANDMARK: You may want to see the VIC-20 section of this guide for notes on licensing difficulties related to the arcade game "Galaxian". This game may have been released in its obviously infringing form for the simple reason that there was a period where it was not clear who owned the rights to the arcade original. Atari could not sue anyone then, claiming they owned full and uncontested rights.

· Space Attack
Schmid

Confirmed. #C003 (3).
· Space Attack
Tunix
Confirmed. #1.

· Space Mission
Bandai Arcadia


Unconfirmed. #2.

· Space Mission
GiG Electronics


Unconfirmed.

· Space Mission
Grandstand
Unconfirmed. #MG-___.

· Space Mission
Hanimex

Unconfirmed. 4k cart. #MC1005 (9). 751405. Short cart.

· Space Mission
Intervision
Unconfirmed. #M4.
· Space Mission
Leisure-Dynamics

Confirmed. #MC1005 (9).

· Space Mission
Ormatu
Unconfirmed. #M__, S2__.

· Space Mission
MPT-03  (generic)


Unconfirmed. #MG-304.

· Space Mission
Schmid

Confirmed. #C009 (9).
· Space Mission
Sheen
Unconfirmed. #M4.

· Space Pirates
Bandai Arcadia


Confirmed. #14. AKA: "The End".
· Space Raiders
Grandstand
Unconfirmed. #MG-___.
· Space Raiders
Hanimex

Confirmed. 4k. #MC1029 (26). (  See the FAQ for a U.K.-based magazine article which talked about early plans to make a version of the arcade game "Defender". (“Computer and Video Games,” June 1982).  The ROM code includes about 16 bytes of what appears to be the original assembly code at the tail end of the memory map. (See "American Football".)  LANDMARK: This is the legalized version of "Space Squadron," which was a more obvious clone of "Defender". When game makers began to fear  lawsuits for copyright infringement, they watered the similarities down by adding some features of "Scramble" into the game play.

· Space Raiders
Intervision
Unconfirmed. #M28.

· Space Raiders
Ormatu
Unconfirmed. #M__, CS228.

· Space Raiders
MPT-03  (generic)


Unconfirmed. #MG-328.

· Space Raiders
Schmid
Confirmed. #C018 (18). Also says: 45 217/7. Long cart.

· Space Raiders
Tunix
Confirmed. #16.
· Space Squadron
Bandai Arcadia


Unconfirmed. #7.

· Space Squadron
GiG Electronics


Unconfirmed.
· Space Squadron
Hanimex

Confirmed. Long cartridge. #MC1014 (5). 751414.

· Space Squadron
Intervision
Unconfirmed. #M23.
· Space Squadron
Leisure-Dynamics

Confirmed. 4k cart. 1982. #MC1014 (5). Long cart. One player game; uses left side controller. Unauthorized clone of "Defender". See also "Space Raiders" for the legalized version. ( See the FAQ for a June 1982 “Computer and Video Games” article that openly names "Defender" as a planned arcade game clone.

· Space Squadron
MPT-03  (generic)


Unconfirmed. #MG-323.

· Space Squadron
Schmid

Confirmed. #C020 (20). Long cartridge. Copyright: “(c) UA LTD, 1982 ALL RIGHTS RESERVED”.
· Space Vultures
Bandai Arcadia


Unconfirmed. #4.
· Space Vultures
Hanimex

Confirmed. #MC1013 (7). 751413. Long cart.

· Space Vultures
Leisure-Dynamics

Confirmed. 6k. #MC1013 (7). Long cartridge. Unauthorized clone of the "Phoenix" coin-op arcade game. Missing the arcade game's "mothership" stage for legal reasons. Circumstantial evidence strongly suggests there is a version of the game somewhere that includes the missing boss level. ( In June of 1982 Hanimex told the U.K.-based magazine “Computer and Video Games” that they planned to have a copy of "Phoenix" ready for the initial launch of this system.  LANDMARK: Atari's initial survival plans in 1982 centered on protecting their exclusive rights to "Pac-Man". This forced consumers to buy their inferior version of the game, even though many better versions did exist at the time. ("If you can't beat them, have them disqualified"?) Atari spent much of 1982 setting legal precedents regarding "Pac-Man". Many competitors were already reeling from unexpectedly slow (or no) sales during the Christmas 1982 season. Atari tried to finish them off by buying up more arcade game rights, and barring any of their competitors from being able to make good clone games. One of the second-wave of licensed games was "Phoenix". A number of companies wanted to make a home version, but once Atari bought legal copyrights, they KNEW they would be sued if they put out an infringing version of the game. Imagic tried it anyway with their "Demon Attack" game for the Intellivision. Atari sued them, citing the boss stage as the reason. Other "birds in space" games were implied to be OK, since Atari did not go after games that did not have a mothership stage. Hence the removal of this stage by the makers of this console and its games. I say "removal" since it is clear that there were no technical reasons the level could not be included. "Red Clash" has a mothership stage in it; it may even be re-used raw assembly code from "Space Vultures". SV only used 6k of code, with 2k still available. This doesn't sound like much at first, but consider that "Crazy Gobbler" fit into less space than 2k. The game "Hobo" had 5 different screens and "Jumpbug" had 12 screens, and neither of those games used more than 8k of space.  German collector Stefan Piasecki collected for the TVG console back in the day, and he reports hearing the rumor even then that the game included the mothership stage. He suspects magazine reports or internal literature had described an earlier version of the game (made before Atari bought the arcade game's rights), which is why shop owners told him that the stage was there. If you look at the Emerson console's box art, you will see it implies the inclusion of a mothership stage. The use of EPROMs instead of ROMs in the USA is suspicious in itself; it implies a last-minute game code change. The recent confirmation that these games were all written in assembly language, likely shoots down the idea that the missing boss stage is merely hidden inside the existing code, simply lying dormant and unused. (See also "American Football".) Last but not least… an MPT-03 catalog for the Prestige company appears to show a screenshot of the boss stage of this game. Olivier Boisseau correctly states that this may have simply been a faked screenshot, with nothing to back it up. But it also is just as possible that it is an accurate rendering of a game that once existed and was nearly ready for its final release. With so many other arcade clones showing up in two different versions -- an early one that was a blatant arcade clone and a later one that was a post-lawsuit, "watered down," legalized version of the first game -- it stands to reason that this game likely suffered a similar fate. The point to all this is simple… Ward wants people to keep their eyes open, so we can find and archive the full ROM version.

· Space Vultures
MPT-03  (generic)


Unconfirmed. #MG-322.

· Space Vultures
Ormatu
Unconfirmed. #M__, CS2__.

· Space Vultures
Schmid

Confirmed. #C006 (6).
· Space Vultures
Tunix
Confirmed. #4.
· Spiders
GiG Electronics

Unconfirmed.

· Spiders
Hanimex

Unconfirmed. #MC10__.

· Spiders
Leisure-Dynamics

Confirmed. 4k cart. #MC1032 (29). Long cartridge. Licensed port of an obscure arcade game. "(c) UA LTD. 1982, ALL RIGHTS RESERVED. LICENSED BY SIGMA ENTERPRISES, INC.” Game program uses raster line effects.
· Spiders
Schmid

Confirmed. #C025 (25).

· Spiders
Tunix
Confirmed. #20.

· Star Chess
GiG Electronics


Unconfirmed.

· Star Chess
Hanimex

Confirmed. #MC1004 (18).
· Star Chess
Leisure-Dynamics

Confirmed. 4k cart. #MC1004 (18). Short cart.

· Star Chess
Schmid

Confirmed. #C021 (21). See the "Robot Killer" entry for notes on infringing and legalized games that sat, side-by-side, on German store shelves. The "Star Chess" game would not seem to have fallen victim to copyright or trademark problems but it apparently had to be removed from some store shelves outside the United States because Waddingtons in the United Kingdom was selling a dedicated chess machine that was also called "Star Chess".
· Star Chess
Tunix
Confirmed. #11.

· Super Bug
Intervision
Unconfirmed. #M33. Only seen in a catalog.

· Super Bug
Ormatu
Unconfirmed. #M__, CS2__. Only seen in a catalog.
· Super Dimension Fortress Macross
Bandai
Confirmed. 1983. #53. One of the few exclusives; only Bandai sold this particular title, and it was not released outside the Emerson family of carts. A side-scrolling shooter, per Internet lists of various Macross-related games released on many consoles. 
· Super Gobbler
Bandai

Confirmed. #6. Long cartridge.

· Super Gobbler
Hanimex
Unconfirmed. #MC1019 (6).
· Super Gobbler
Leisure-Dynamics

Confirmed. 4k cart. #MC1019 (6). Long cart. This is more or less the unauthorized equivalent of the coin-op "Ms. Pac-Man". It is a bit slower in overall game play than "Nibblemen" but otherwise the two games seem to be based on the same source code.
· Super Gobbler
Schmid

Confirmed. #C005 (5).
· Super Gobbler
MPT-03 (Prestige)
Unconfirmed. #MG-327.

· Super Gobbler
Tunix
Confirmed. #3.

· Tanks A Lot
GiG Electronics
Unconfirmed.
· Tanks A Lot
Hanimex

Confirmed. 4k cart. #MC1030 (27). 751430. Long cart. This game layout looks like the 1981 arcade game "Tank Battalion" but that may be a coincidence. If you look closely at this game and many of the other overhead maze games -- "Crazy Gobbler" or "Super Gobbler" or "Jungler" for example -- you will see it looks like the source code was re-used many times.  LANDMARK: Atari made an arcade game called "Tank" and had it released under the pseudonym "Kee Games". It was successful enough that it had many arcade sequels and imitators, much like the earlier "Pong" arcade game also had. In some ways, tank-based games were thought to be the "Next Big Thing" once "Pong" had begun to lose its luster. Many home versions of these tank games were made, including the Atari 2600 "Combat" which came with their console until Atari later bought home conversion rights to "Pac-Man". 

· Tanks A Lot
Leisure-Dynamics

Unconfirmed. #MC1019 (__).

· Tanks A Lot
Schmid

Confirmed. #C0__.

· Tanks A Lot
Tunix
Confirmed. #17.
· Tennis
Tchibo

Confirmed. AKA: "Grand Slam Tennis". Reports conflict as to whether Tchibo or Eduscho released this game, in Germany or Sweden; it is possible that both are true. Long style cartridge has a slot in the left side of the cart casing, and a protruding tab on the right side. This is meant to be sort of a country or console lock-out device; the Tele-Fever console has matching tabs and slots in its cartridge slot area.

· Tennis: Yannick Noah
Advision

Confirmed. AKA: "Grand Slam Tennis". The most famous French Tennis player was a man by the name of Yannick Noah. He won the Roland Garros tournament in 1983. (Per Olivier Boisseau.) This cart may be the only one available that shows a photograph on the cartridge label; it shows the smiling face of Mr. Noah.
· The End
GiG Electronics

Unconfirmed.

· The End
Hanimex
Confirmed. 4k cart. #MC1035 (30). Long cartridge. Licensed home port of a relatively obscure arcade game. (See the KLOV.) Game program uses raster line programming techniques.
· The End
Schmid

Confirmed. #C027 (27).

· The End
Tunix
Confirmed. #21.
· Turtles / Turpin
Advision

Unconfirmed.

· Turtles / Turpin
GiG Electronics

Unconfirmed.

· Turtles / Turpin
Hanimex

Unconfirmed. #MC10__.

· Turtles / Turpin
Leisure-Dynamics

Confirmed. 4k cart. 1982. #MC1034 (34). One player game. Uses right side controller. Licensed home port of the arcade game Turtles. (See the KLOV.) Long cartridge. Label says "(c) UA LTD. 1982, ALL RIGHTS RESERVED. LICENSED BY KONAMI INDUSTRY CO., LTD." The game title printed on the label of this cart is “TURTLES / TURPIN”. Same with the on-screen display. This seems to simply be both the English and the French names for the same game title, side-by-side. Note the game instructions printed on the back are also listed that way.  LANDMARK: This arcade game was also licensed for use on the Odyssey 2 and AdventureVision home game systems. Magnavox was a sister company, connected to Philips, so that part makes sense. If there is some connection to the AdventureVision it escaped our notice.
· Turtles / Turpin
Schmid

Confirmed. #C029 (29).

· Turtles / Turpin
Tunix
Confirmed. #25.
· Vautour de l’espace
MPT-03 (Prestige)

Unconfirmed. #MG-322. AKA: "Space Vultures". A catalog by Prestige shows a screenshot of the last stage -- the mothership -- of the arcade game. See "Space Vultures" notes.

· Video-Autorennen
Palladium
Confirmed. #775 / 096. Two overlays. This is not the same game as "Auto Race". Probably a port of an earlier Interton game. On its  opening screen, this game calls itself "Grand Prix de Monaco". Game has two main screens: one is a top-down view to show most of the course, while the other is a side-scrolling screen.

· Video-Bowling
Palladium

Confirmed. #775 / 134. AKA: "3D Bowling".

· Video-Breakout
Palladium

Confirmed. #775 / 142. AKA: "Breakaway".

· Video Chess
Intervision
Unconfirmed. #M9.

· Video Chess
Ormatu
Unconfirmed. #M__, CS209.

· Video Chess
MPT-03  (generic)


Unconfirmed. #MG-309.

· Video-Fußball
Palladium
Confirmed. #775 / 010. AKA: "Soccer". Two overlays.

· Video-Lexikon
Palladium

Confirmed. 775 / 118. Please be aware that this is not a normal game cart! It is a utility or productivity type of device, apparently made to make the Palladium game console seem more like a computer than a game machine. (A common 1980's marketing ploy to help customers justify purchasing the new machine.) With this add-on, you could translate a few simple words from one language to another. The unit had two cart slots, which allowed two miniature carts to be plugged into it. These are little more than ROM chips on a small circuit board. These mini-carts each included one language, so by plugging in two carts you could conceivably translate from one language to a number of others. I have a hard time imagining this could do much more for you than a printed tourist's language book could, given the small amount of memory available to this console? I kind of miss the point to this device; a solution to a non-problem. From a collecting standpoint it is a rare and very unusual item that only exists for the Palladium family, but you will still need at least two mini-carts to use it.

· Video-Mühle
Palladium
Confirmed. #775 / 045. AKA: "Capture". Two overlays.

· Video-Panzerspiel
Palladium
Confirmed. #775 / 126. Two player only. Two overlays. This is a unique tank-themed game; it is not the same game as "Combat" or "R2D Tank" or "Tanks A Lot" or whatever. This game uses a form of isometric perspective via the built-in character graphics, while most of the other tank-based games were overhead-maze type of games. This game allows you to play as either a human character or a tank. You can enter a tank, drive around in it, shoot, leave the tank to lay mines, run around as a foot soldier, and enter another tank. The other player can do the same. 

· Video-Schach
Palladium

Confirmed. #775 / 088. AKA: "Star Chess".

· Weltraum-Abenteuer
Palladium
Confirmed. #775 / 037. AKA: "Space Mission". One overlay.

RUMOR MILL

For clarity's sake I prefer to use this section to include those few game names that we have not been able to track down any ROM image copy of, anywhere in the world, on any console. Due to the very unusual nature of the Arcadia 2001's multi-console, multi-company global software library, a lot of confusion exists as to how one should logically categorize or define "non-release". 

The most common example of such a dilemma are the arcade games that Emerson once said they would release in the US. In some cases Emerson never released a given game, but it may not be hard to find from a different company, family or region.

Ward's best guess at press time is that there may still be 100 or so minor cart name, case, and family variations missing from this version of the guide. (With only weeks to go before press time, we had the raw list up around 350 titles. It was just one tenth of that back in the 1997 CD guide!) The important thing to keep in mind is that most of these will be variants of games we already know about, so it is not like you're missing much except more repetition.

Ward inherited a few titles from previous versions of the guide, as all new authors will. In the DPCG's 1997 CD-ROM Russ Perry Jr.  admitted he had no idea where or when some rumored items had officially become a rumor. I can't see the point in listing a rumor if no one even knows for certain where the rumor began? So say at least a temporary good-bye to the "vaporware of vaporware"…  "3-D Attack" for the Leonardo, "3D Raceway" by parties unknown and "Home Squadron" by parties unknown. Titles like this will be back if and when someone convinces us that a company at least wasted some ink and money to print up some vaporware ads.

· Centipede
(??)

This is a vaporware game announced by Hanimex, planned for release soon after the console had been launched. After the first 17 titles were released, it was going to be part of a second wave of game releases along with "Galaga" and "Jungler". As with most of the announced games that fell victim to copyright infringement lawsuit fears, this game's release plans altered. Past experiences with this global software library, however, support the idea that they could have in fact been completed before their release plans changed. A number of similar titles prove this. The ROM software archiving and system research experience Ward has done with this library leads him to feel it is worthwhile to continue to hold out some level of hope that we will one day see this title in its original form. At one point it seemed like a pipe dream to ever expect to see a copy of "Crazy Climber" to show up… and yet it did. As we all gained more experience with this console group, a pattern began to emerge. It appears that while Emerson may have given up all hope of being able to release these game titles within the U.S. game market, that one or more of the overseas companies followed through on the early plans. We now see it as the norm for this library to find two copies of any arcade title… one that seems to blatantly infringe someone's arcade game copyrights, and another that appears to be a copy based on that title. The second is modified just enough to "legalize" it for release. In some instances, such as "Crazy Climber," they did not bother to attempt to hide the game's origins. They just released the original version that they had created. Our hope is that if you cannot find a given game ROM through one company, to keep looking. You may find some other company that did put it out, somewhere in the world. We did manage to locate what appeared to be unmodified ROM chips within cartridges made for the MPT-03 and Ormatu game consoles, but even this varies by company and regional area. (This is only helpful if it is the ROM image you are searching for. It does not necessarily do a game cartridge collector much good!) One other speculative possibility is that this particular game was written, in part or in full, and then the source code was recycled to become part of the released game "Spiders". Keep your eyes open! (  UK-based “Computer and Video Games” magazine announced this game in a June 1982 article but nothing more has ever been heard about it since then. (See the Emerson FAQ.)

· Galaga
(??)
This is a vaporware game announced by Hanimex. See the notes for "Centipede". Emerson family arcade games were presumably planned to use long cases. ( This game was briefly mentioned in a June 1982 “Computer and Video Games” magazine article, saying it was one of 3 titles that were intended to be written after the first 17 games were finished. (See the Arcadia FAQ.)  Our research has shown that Atari bought a home license for this title but the details of the arrangement are not generally well known among modern day collectors. To what extent did Atari own the rights to this game? Although Atari sold a version of "Galaga" for both its 2600 and 7800 home machines, Japan's Bandai later sold a version of this game for the Nintendo NES system. This implies a limited agreement of some sort rather than an exclusive. And it is interesting to note that Bandia did release a few semi-exclusive Arcadia 2001 games. Wondering if the game exists may be a moot point, since the Arcadia arguably does not have the raw computing horsepower to make a really good clone of the game? (Even the later 7800 and NES versions were not perfect.) Then again, who knows? The system continually surprises researchers.

· Funky Fish
Emerson

Listed here mostly so that people do not think we've forgotten it. This game has been found and archived in its non-U.S. form; the only difference being which company actually released the game. Emerson software catalog entries listed this game's cart number as #4; Ward’s educated guess is that the part number would likely have been #1011. People ask why Emerson did not release this licensed arcade game? We can only speculate that timing may have been a factor. Emerson's management probably realized during late 1982 or early 1983 that there was simply no way they would ever be able to meet their initial sales projections for this system. Emerson most likely was making plans to get out of the market not long after it became clear that Atari's lawsuits had pushed the console's release back far enough that it had no real chance of competing against the consoles then on the market.

· Jump Bug 2
Advision

This game does NOT exist. Just days before the press deadline, we figured out why collectors once believed it existed. The actual "Jump Bug" game includes the name of the game on the screen. Next to that is first a level number, and then a screen number. It appears that a faked screenshot which appeared in many French magazines in July 1983 had just the name then the level number. This made it look like "Jump Bug 2" was shown on the screen. If you just plug in the normal "Jump Bug" cart and simply press the "Select" button on the console, you will see the game has a built-in demo that run as long as you will let it. It will count all the way from level "1" through "9" and then start using letters when the levels rise above 9. If nothing else, this faked screenshot tends to pinpoint a rough date (April 1983) when the game "Jump Bug" was in progress, but before it had actually been completed. (I am subtracting three months to account for magazine lead times.)

· Pleiades
Emerson

Listed here mostly so that people do not think we have forgotten it. This game has been found and archived in its non-U.S. form; the only difference being which company released the game. Best guesses at planned part numbers would have been #1022 (22).
· Space Squadron
Emerson

Listed here mostly so that people do not think we have forgotten it. This game has been found and archived in its non-U.S. form; the only difference being which company released the game. This clone of "Defender" was originally planned for U.S. release but it fell victim to the copyright lawsuit fears so common to this console group. Emerson released "Space Raiders" instead: a cleaned-up or "legalized" version of the game. This game was released outside the USA in its originally planned, blatant-clone format.

homebrew games

There are no homebrew games for this console… yet. Not long ago, I would have thought it foolish to hope for any. I am glad to be able to report that it looks like "the race is on" to see who will be the first person to write a new homebrew Arcadia 2001 game!

The formation of an Internet message board (April 2002) brought a global group of people into one place, and allowed them to talk to one another openly, on subjects that would not have interested many other people. Before one month had gone by, the people on this message board had already located and interviewed one of the original programmers (Chris Capener). They also gathered enough raw technical information to have written a few simple "core" programming routines for the console. They also began to disassemble one of the official games ("Crazy Gobbler") with the idea of later making a commented source code listing of it.

To encourage homebrew efforts, here are some helpful technical notes. There are a number of different Emerson family cart circuit boards. They each have a part number permanently etched onto them. Here is a breakdown of the features and limitations of each of the styles I have seen. (I don’t feel I have enough experience with non-Emerson family circuit boards to say much about them yet, so I will focus on the Emerson family in this guide edition.) See Ward's web site for more in-depth info and important links.

#291-3 or 292-3:  Made for use with one 4k or smaller user-programmable EPROM chip. As long as 4k is enough memory, this is the ideal circuit board if you desire to do something like Randy Crihfield of "Hozer Video" does for Atari 2600 VCS carts. Just remove the existing EPROM and put a standard 24-pin chip socket on the board. It is then ready to accept any programmed 4k or smaller EPROM chip. With skilled technical modifications, you can use this board for use with up to 8k games. This is a short board; it measures 1.9 inches tall. It will fit inside either a short or long style cart case. Can be found in either case style.

#292-1:  Made for use with one 4k or smaller pre-manufactured masked ROM chip. Short board style. If you remove the existing chip and put a socket on the board, you can play any game you have available in masked ROM form. You cannot directly use an EPROM chip but skilled techs can adapt these boards for that use. Will not work with 6k or 8k game programs without skilled technical modification. Can be found inside either case style.

#291:  Made for use with two separate 2k or 4k pre-manufactured masked ROMs, for programs up to 8k total. Can not be used with EPROM chips without skilled technical modification. Long board style (5.125 inches tall) will not fit inside short cart cases. Will only be found inside long style carts that use more than 4k of memory.

#291-2:  Made for use with two separate 2k or 4k user-programmable EPROMs, for programs up to 8k total. Simply remove the two existing EPROM chips, install two sockets, and program two 4k EPROM chips to have a copy of any 8k game. Long board style will not fit inside short cart cases. Will only be found inside long style carts that use more than 4k of memory.

#292-4:  Made for use with one single 8k masked ROM chip. Can be modified by a skilled technician to work with an 8k user-programmable EPROM chip. Short style board will fit into either the short or long style cart cases. Seems to be used most often in the later programs, which are probably always inside long style cases. It is harder to find than some of the other board types.

· Character Test
"PeT"

This is not a game at all but it is still historically significant as the first modern-era program written for the Arcadia 2001 console. Emulator author Peter "PeT" Trauner wrote it. It is a 24-byte utility program that merely prints the built-in character graphics to the screen. It was written to help make the MESS emulator closer to the real thing. The initial idea was to have someone like Ward burn an EPROM of the program, then make screenshots of the screen output to e-mail to PeT. You may wonder why anyone would want to do that; why all the "extra steps" involved? The reason is because PeT was continuing an unintentional tradition started by Paul Robson… programming an emulator for a game console that the emu author did not own and had never actually seen before. (Yes, really... and if that is not a feat of programming prowess, I do not know what is!? As Adam Trionfo once said, "Give me some of what THEY are eating for breakfast.") Thanks to Stefan Piasecki's generosity PeT now has a real console. We had tried without success to get Paul one back when Paul's early stand-alone emulator was the only thing available. Paul turned his notes and code over to PeT who continued it later within MESS. The open-source nature of MESS is good news, since both of the emu authors included programming notes in their source code.
· Hello world
Adam Trionfo

The first modern-era user-written programming routine for this console. It just prints "Hello world" on the screen; one of the first generic programs that people commonly write when dealing with a new computer system or a new programming language. Adam was one of the first few people on the "Yahoo! Groups" message board that was born on April 4, 2002. Adam posted a binary file of this program for others to see and learn from, on April 21. It was based in part on knowledge gained from documents written by emulator authors Paul Robson and Peter "PeT" Trauner. Adam also continued their tradition… like them, Adam also did not even own an Arcadia 2001 console when he wrote this program. He used the emulator begun by Paul, and later continued by Peter.

· Multicart
Ward Shrake

Once again, this is not really a homebrew game, per se. It is at least a modern-era homebrew cart, which kind of counts. Ward had been interested in doing "Digital Archaeology" work on this console since 1998 or so. During Feb 1999 Ward confirmed that MPT-03 carts loaned to him by Michael "Pinwhiz" Davidson were in fact ROM-compatible with games for the Emerson family of carts and consoles. In June 1999 Sly DC sold Ward a Leisure-Vision console. Note the dates. Yes, Ward was also guilty of not having the "real thing" but of doing research work on it anyway! (That tradition is pretty strong, though certainly unintentional!) In Dec 2000 Ward confirmed that the Palladium family was another ROM-compatible cart / console family, thanks to carts loaned by Stefan Piasecki. In Feb 2002 the Ormatu family was confirmed to be ROM-compatible thanks to cart loans from Rene Kamerbeek. In August 2001 Ward made a prototype copy of a multiple-game cartridge or "multicart". It was quietly debuted at CGE 2001 at the SC3 club's pre-event party. The multicart in its present form has every one of the ROM-compatible, currently-archived Emerson, MPT-03, Palladium and Ormatu family games on it. Besides the single cart Ward made for himself, he made a number of copies that were sold to others in a non-profit fashion. (Just charging for the parts and raw labor time to actually create one from scratch.) Twenty-four of these exist at press time. These 100% hand made carts are each hand-numbered and Ward keeps a list of owners. While the multicart only works on the Emerson family of consoles, it does allow the other families of games to be seen and played on a system they'd otherwise never be directly compatible with. Ward also went out of his way to leave room on the 512k EPROM chip for any new homebrew game efforts… so write some!  (
Game consoles

Just weeks before press time, major discoveries took place that helped researchers for the Interton VC-4000 and Arcadia 2001 console groups to better understand many things. Researchers started a private message board over on "Yahoo! Groups" just to try to deal intelligently with all of the implications of this new info. (See also this guide's Interton VC-4000 section.) One of the big projects that resulted from that was trying to sort out what was or was not related to one console group or the other. While it is great that we researchers made huge strides forward, the reality is that we needed months more time, so some stuff will have to wait until DPCG #8. Till then, this is easily the best info available anywhere.

Before we felt comfortable with saying what was or was not 100% software compatible between the two console groups, Ward did actual scientific testing. He can say for certain that games once written for the Interton VC-4000 console group will NOT RUN AT ALL on any Arcadia 2001 console. Period! That's not a guess. It is fact, based on actual testing. (See the FAQ for all of the details.)

Knowing that gave us two clearly defined "piles" we could start shoving things into, to try to sort and categorize things. There is the Interton VC-4000 and the Arcadia 2001 console group, and they each have dozens of consoles within their groups. We have made big strides in figuring out which consoles belong in each group. Any "new" console should be compared against both the Interton VC-4000 and Arcadia 2001 console lists, but the story does not end there. There are also many "false hits" possible.

An imperfect rule-of-thumb to categorize new consoles is to know that an Interton VC-4000 clone has four buttons on the console, while an Arcadia 2001 clone has five. Usually… it is possible to mistake clones of things like the "Fairchild Channel F" or the "RCA Studio II" with an inexperienced glance. (It's a big mess.)

The short story is "see the FAQ" because it makes more sense for me to waste bandwidth than ink. I can update my web site's list of consoles overnight. The next version of the guide may not come out for years and -- shame on them -- many people do not buy up each new version of this guide, to remain 100% current.

Suggested console prices? Console rarity? I think I'd rather swim naked through a river of gasoline and broken glass than to try to sort all that out. You will have to forgive me if I decline to guess. It isn't that I don't care; I am just over-loaded as it is, trying to figure out which group each new strange-looking loose cart belongs to!


· Arcadia
Bandai

Emerson family console. NTSC. Released in Japan. A company called  "Universal Company (or Corporation)" out of Hong Kong apparently developed and/or built this console, per Sly DC.
· Arcadia
(??)
Emerson family console. PAL. Released in Australia. Appears to be a Schmid TVG-2000 console with a new name plate on it.
· Arcadia 2001
Emerson
Emerson family console. NTSC. Released in USA.
· Computer Video Game
Trakton

Palladium family console. Released in Australia.

· Cosmos
Tele-computer
Emerson family console. Released in Spain.
· Dynavision
Morning-Sun

MPT-03 family console. Released in Japan. Sold by Yamagiwa Electrical Machinery. Sly DC believes the console was developed by Emerson, but I'm not 100% sure what he is basing that on?
· Ekusera
P.I.C.

MPT-03 family console. NTSC. Released in Japan. Importing agency was Hiraoka. Sly DC believes it was developed by Emerson, but confirmation will have to wait until DPCG #8.
· Hanimex HMG-2650
Hanimex
Emerson family console. NTSC. Released in Canada. Note that the processor chip was the "2650," hence the console's name.
· Hanimex HMG-2650
Hanimex

Emerson family console. PAL. Released in Germany.

· Home Arcade
Advision

Emerson family console. Released in France.

· Home Arcade Centre
Hanimex

Emerson family console. Released in the United Kingdom.

· Home Entertainment System M1800
(??)

Ormatu family console. This is a console we have not seen yet but which must exist. Sheen game boxes claim the games will work on either the Sheen console or one by this name. Also, the circuit boards found inside Ormatu 2001 games say "M-1800" on them, much like Grandstand Video Master games say "Orbit".

· Home Video Centre 2001
Sheen

Ormatu family console. PAL. Released in Australia. The box art includes an Australian flag in the upper left corner, and the name Sheen and then "Australia No.1 selling video games". The box includes screenshots of games like "Auto Race" and "Breakaway" and "Soccer" and "Math/Logic" and "Baseball" as well as others. Carts for this console are molded in brown plastic. Cart names and part numbers are the same as those used on the Ormatu 2001 software library. Carts look like other Ormatu family carts.

· Intelligent Game System MPT-03
(??)

MPT-03 family console. Possibly released in USA.

· Intervision 2001
(??)

Ormatu family console. Released in Finland and Europe.

· Leisure-Vision
Leisure-Dynamics

Emerson family console. NTSC. Released in Canada. Looks like a U.S. released console with a slightly different name badge on it. The circuit boards say they were made by UA Limited. A sticker on the bottom of the unit says it was made in Hong Kong.

· Leonardo
GiG Electronics

Emerson family console. Released in Italy.

· MPT-03
Soundic

MPT-03 family console. Released in Europe.

· MPT-03
Tempest

MPT-03 family console. Released in Australia.

· MPT-03
Tobby

MPT-03 family console. Not sure where it was released.

· MPT-03 Tele Computer Spiel
Poppy

MPT-03 family console. Released in Europe.

· Ormatu 2001
Ormatu Electric BV

Ormatu family console. Released in the Netherlands, possibly also in Europe. Cart cases are extremely strange looking inside! Their paper front label covers four large, square-ish holes in the plastic cases. The cases make one wonder if they were not left over from some other game console somewhere, and were simply re-used for the Ormatu? The PC board layout is also related to but different than the MPT-03 carts. (See the FAQ for pinouts.)

· Palladium Telespiel
Palladium

Palladium family console. Released in Germany. The part number series for these consoles seems to follow a certain pattern. If you simply ignore the very last digit, you seem to get a sequence number? Per Stefan P.; the "Palladium family bears stickers that show a 'Magnavox license number'". That confirms the console had a very strong connection to Philips and subsidiaries. Games for the Palladium and the Mr. Altus machines often have circuit boards marked "PolyBrain," making it appear they were related to one another more closely than it might otherwise appear on the surface. One wonders if the PolyBrain didn't precede them both?

· Rowtron 2000
Rowtron

MPT-03 family console. Released in Europe.

· Tele Brain
Mr. Altus

Palladium family console. Released in Germany. See Palladium.

· Tele-Fever
Tchibo

Emerson family console. PAL. Reports vary as to where this console was released, and by whom. It may have been sold in Germany or Sweden or both. It may have been released by Tchibo or Eduscho or both; the two companies were very much alike in some ways, according to our sources. This may be the best-looking console clone within the Emerson family? The styling of the plastic console housing is different: much more modern and "artsy" than most of the others. However, the circuit board inside the fancy case is  just a generic PAL Emerson-family board, right down to the "UAL" company name that is permanently etched onto it. This console only had four games officially released for it; "Astro Invader" and "Jump Bug" and "Tennis" and "Fußball". All of these carts are in long style cases, with a slot cut into the left side of the casing, and a protruding tab on the right side of the casing. The console itself has a matching tab on the left side of the cart slot insertion area, and a matching slot on the area's right side. To use regular Emerson-family carts with this console, many modern collectors just use more insertion force when inserting a cart. The same seems to work when inserting Tele-Fever carts into other Emerson-family consoles. The fit is tight but it generally works. If you are not worried about resale value you can simply cut some of the plastic housing away on your console; that works great.

· Tunix Home Arcade
Monaco Leisure

Emerson family console. Released in New Zealand. Greg Cook reports that two console versions existed; the earlier one had a woodgrain look to it, while the later version was just black. The controllers had slightly different writing on them. One note of interest is that unlike most of the other Emerson family game collections, the Tunix library never used the short cart style; all of their carts were always the longer version. Cart packaging would vary in minor ways such as letter fonts, from batch to batch. The thin vacu-formed plastic trays used to hold carts securely in their boxes were apparently never used in Tunix boxes, perhaps to cut costs. The rear labels on Tunix carts were rarely consistent even on one game; they may have been colored in white or silver, or were simply not used at all. No one seems to know exactly why, but given the cost-cutting of most families, that likely explains it.

· TVG-2000
Schmid

Emerson family console. Released in Germany. May have a sticker on the bottom of the unit, claiming the console passed UAL's quality control checks. Has the small plastic "lock-out" tabs in the cartridge slot, similar to the Tele-Fever console. Cutting a small piece of plastic off, on the left side of the console, allows carts without tabs and slots to insert and work on this console.

· UVI Compu-game
Orbit Electronics

Orbit family console. Released in New Zealand. The chip that we would think of today as an audio-visual co-processor was the "2637 UVI" by Signetics, hence the UVI contained in the name.

· Video Computer Game
Palladium

Palladium family console. Released in Germany.

· Video Computer Game
Polybrain

Palladium family console. Released in Germany. This appears to be one of the very first consoles made for this console group? A number of things point to this. The game library has many older titles in it, while also missing the most recent ones that came out on the Emerson family, for instance. The internal build and parts quality is much, much higher on carts for this console than most of the others; the cart circuit boards were even 100% gold plated! Most of the other consoles plated their PCB traces with nickel, if they plated them at all. They also regularly used chip sockets. We researchers will be discussing things like this long after presstime.

· Video Computer Game
Tempest

Emerson family console. Released in Australia.

· Video Computer Game MPT-03
Prestige

MPT-03 family console. Released in France.

· Video Computer Game MPT-03
Rowtron

MPT-03 family console. Released in Europe.

· Video Game Center
Tryom

MPT-03 family console. Possibly released in USA.

· Video Master
Grandstand

Orbit family console. Released in New Zealand. This console is literally a "UVI Compu-game" with a new name plate glued on over the older one. Game carts made for this system sometimes have "Orbit" etched onto the inner PC boards as well. The cart cases and PC boards redefine what "cheaply made" looks like! Our first impression was they were pirate carts of some kind, but we've since become almost immune to seeing such cost-cutting. It must be remembered that these were games sold at low cost.

· XL-2000
Intercord

Emerson family console. Released in Germany. Has the small plastic "lock-out" tabs in the cartridge slot, like the Tele-Fever console. Cutting a small piece of plastic off, on the left side of the console, allows carts without tabs and slots to work just fine.

non-cartridge items

The easy reaction to most of the items found here was to think they most likely never existed and were just a sad lie on the part of some marketing person. However, the Interton and the Arcadia arguably had home computer roots. Since development systems were distributed to contract programmers such as Chris Capener, there may turn out to be truth to some of these rumors after all.

· Arcadia 2001 Cassette Drive
Emerson

Unconfirmed hardware device. This rumored item was listed in previous versions of this guide, but so far no one can point to a printed original source to say where the rumor started. Ward has not seen it discussed in the Emerson console's manual, nor in the catalogs they put out in 5- and 7-1982, nor in magazine texts. No programmers from back-in-the-day have confirmed this. Perhaps the rumor started with the Interton's electronic project articles?

· Arcadia 2001 Keyboard
Emerson
Unconfirmed hardware device. This rumored item was listed in previous versions of this guide, but so far no one can point to a printed original source to say where the rumor started. Ward has not seen it discussed in the Emerson console's manual, nor in the game catalog they put out in July 1982, nor in magazine texts.

· Typewriter-style keyboard
Palladium
Unconfirmed hardware device. Text seen in the console's user manual: "With the typewriter-like keyboard option manufactured in the near future, beside the TV game entertainment, the system becomes an easy-to-use home computer. It helps family financial management, communication, education system and data processing etc. The user only responds in English and little knowledge of computer language is required." (Planned input in English seems very odd for a German-made console?) This console's existing controllers were removable, unlike others, so it is possible that they intended to make a single keyboard with two cords and plugs, to plug into the two existing controller ports.

· External Joysticks
Emerson

Unconfirmed hardware device. Emerson console user manual has a diagram showing the console's parts. The manual points to two small hardware items on the console's rear, calling them "left and right auxiliary controller jacks". It says they are "for future games" but it included no other details. (Manual is full of broken English, and admits it was printed in Hong Kong.) Internally the jacks are only two wires, wired into the existing controller ports. This means it would simply be impossible for these jacks to support anything more sophisticated than a raw paddle controller. By that I mean JUST a paddle, without even a fire button! Given a number of other manufacturing shortcuts taken to cut costs, and the near total absence of any mention of these ports in print, it seems unlikely they were added to be able to say it was an "expandable console"? There were probably plans to use them for something at one point. Perhaps it was for backwards compatibility with the games originally made for the Interton VC-4000 console? As with everything else for this console group, their plans often changed.

console group historical notes

(Note that in the printed guide, this was the introduction or preface to this section of the guide. I am including it here due to its length, to give the impatient reader less to wade through, up front. Also note that the references seen here to "DPCG #8" are no longer really relevant, as the author of this document "retired" from all gaming work in the latter portion of 2002 to pursue other things.)

To give readers their full money's worth, you're going to get not one but two zippy quotes to open this preface. Fans of Douglas Adams' "Hitchhiker's Guide to the Galaxy" book series will recognize "Mostly harmless" for what it is; all that was left of 14 years of steady reviews and submissions about the planet Earth after it was brutally edited by a large, soulless corporation. But I think "Abandon all hope all ye who enter here" is more fitting. In the Zork "text adventure" game universe, that was written above the gates of Hades. You found that out the hard way, if you got frustrated enough with the game to type in "go to hell".

Just a few weeks before the DPCG #7 press deadline (May 2002), I set up a private message board for the console's most hardcore researchers. (E-mail research just wasn't cutting it.) Once we got to see what everyone else had to say, and to discuss things openly, tons of work got done. In just over one month, a core group of about a dozen hardcore researchers posted over 400 ultra-nerdy messages. That's work!

We learned so much, so fast, that I was forced to write and then re-write this preface once per day for awhile there. I had to throw out most of my large online FAQ and start from scratch. I pulled so many caffeine-and-Robotron fueled all-night work sessions, trying to put this new info into the hands of Digital Press readers that my fellow researchers began to jokingly refer to such things as "pulling a Ward"!
From a reader's point of view this must be great. "The system has been dead for twenty years now and there's still a fresh supply of news about it? Cool!" From the point of view of guys like me, bone-weary from digging up all this new info, this console can best be described as "Revisionist History for Masochists". To quote a fellow Arcadia 2001 researcher; "The deeper you dig, the bigger hole you get into".

Before a handful of historians and researcher types had begun doing serious digital archaeology on the Arcadia 2001 console and its library, if you asked most collectors to talk about the system you might get an answer like, "Why are you asking me about that system? Everyone knows it is a pile of garbage and the games all stink badly. Now go away, kid, you're bothering me". But a tiny percentage of highly respected people said just the opposite. A quote on Greg Chance's old "History of Home Videogames" web site stuck with me… "The Emerson Arcadia has got to be one of the most underrated systems on earth. It also tends to be one of the least collected systems out there -- sometimes I think me and JerryG are the only ones collecting for it." The part of my brain that loves to stay busy solving mysteries was immediately intrigued.

Fast-forward a few years and you would get my initial write-up about this console: a mostly academic and rather dry account of the excavation process going on during DPCG #6. Reading the preface again, I hardly recognize it. Virtually everything I said in that intro is flawed to some extent, due to a few incorrect assumptions. In my defense, even two years later it is still better than most of the common disinformation that passes for research about this console. (If I see that darned "it has 28k of RAM" failed marketing lie one more time, I think I'll scream! It has one kilobyte of RAM; 28k isn't even a "normal" multiple of two!)

Fast-forward a few more years, into the present. Our knowledge of the hidden history of this console has grown by leaps and bounds. We know a LOT more than we did then. Compared to what others know (or think they know), this guide is light years ahead. I can't wait to see what we'll uncover during DPCG #8!? Too bad I can't just fast-forward to see it, instead of having to spend untold hours doing gonzo research!

Looking back, I have to laugh at how naïve I once was. I clearly remember the original reason that I got involved in this system's "Digital Archaeology" in the first place… I thought it would be quick and easy to discover everything there was to know. I saw it then as a nice appetizer, but not enough to really call it a meal. Now I feel like I'm being told that I'll have to eat an entire pie factory to win a pie-eating contest.

Want irony? My current self-inflicted research torture came from a guy that once coined the term "Single-Systemitus". (WIRED, "Jargon Watch", 2.03, Mar 1994, page 30.) It describes "…people who use only one computer system, refusing to learn or even acknowledge the worth of others." Geez, I take it all back!

Sure, I'm partly whining for a cheap laugh. If I really hated voluntary "Digital Archaeology" I would stop doing it. I enjoy the mental challenge, the intensity of displined concentration it forces on me, and so on.
OK, so why am I stalling? Cut to the info, you say. Before we dive into it, do yourself a big favor and try to discard your past preconceptions about this console group. It will reduce your bill for headache pills.

Would you be surprised if I told you that we've discovered that the people that were REALLY behind this console's global spread were Philips and Signetics? Forget Emerson… they were merely a licensee. If you had the means to manufacture electronic devices cheaply you were a potential licensee then, too. A few dozen companies, all over the globe, licensed this console and its games before technology moved on.

The history of the Arcadia 2001 starts with two other consoles; the Odyssey 2 and the Interton VC-4000.

Magnavox was one of the companies that Philips owned. Magnavox used Intel chips to make their new Odyssey 2 game console, so Intel wanted to help Magnavox sell as many consoles as they were able to. When Magnavox programmers hit a creative wall, an Intel employee convinced his bosses that he could sell more silicon for Intel by writing games for the O2 console. Ed Averett became a one-man coding force, single-handedly writing most of the O2 console's library. His games always sold out… but Philips did all they could, according to an interview, to sabotage his efforts and the Magnavox game team's efforts. By the time Philips finally woke up and smelled the money, Intel had low morale and no faith left in Philips. When Philips asked Intel if they wanted to collaborate on creating a next generation console, Intel said "no thanks". The Odyssey 3 console was still-born as a result. Philips was not going to give up that easily now.

Signetics was an in-house Philips company. They had quite a bit of experience with a game console or home computer that researchers are calling the "Interton VC-4000" console group. This was a hardware system that was based on the Signetics "2650" CPU and their "2636" co-processor chip. These two chips, along with a mimimum of support chips and other electronic components, were all that it took to make up the innards of the Arcadia 2001's predecessor console. This prequel machine went through some planned updates, the most obvious of which was a heavily updated "2637 UVI" co-processor chip and more RAM.

What kept the Arcadia 2001 from gaining a better foothold in gamer's minds and hearts? Atari correctly sensed that Philips could easily take their market dominance away from them if they began to start making better decisions. Atari began fighting HARD for their survival. When Philips told the world it was going to create a console that was many times more powerful than the Atari 2600 console, and that it would fill the console's software library with cloned arcade games, Atari took a lesson from Magnavox and began to sue its competitors. This came as an incredible shock to many companies. Atari had done something no one had anticipated; they paid big for a monopoly on many of the most popular arcade games. Over the next few years, Atari took so many of its competitors to court that the legal system refused to accept any more cases from Atari over the long term. It did not matter; in the short term, Atari's dominance was assured.

These unexpected and unwelcome copyright lawsuits forced many games to be re-written, which in turn caused delays before launch. Many licensees missed the critical Christmas season. By the time the smoke had cleared, super-consoles like the ColecoVision were on the market. Closeout sales were inevitable.

The irony is that Atari used their enemy's own weapon against them… very effectively! It wasn't that many years before this that Magnavox had sued Atari over copyright infringements on "Pong," quietly forcing Atari to become a paying licensee. The opportunity for payback probably felt really good to Atari?

One reason Atari fought as hard as they did is that Philips' 1982 plan was literally for world domination. They wanted to create a console, create the games to go with it, and then license it to any company that wanted to pay a licensing fee. They probably learned that from various "Pong" infringement settlements.

If they had succeeded, they would have had an arrangement like the one envisioned for the 3DO game console… except a dozen years earlier. They design it, you build it, they profit from it. Unlike the 3DO, this game console was cheap to manufacture. Philips had a great plan… they just had it a few years too late. 

Date codes on game ROM chips show that some games had been ready for release since mid to late 1980. The circumstantial evidence we've gathered so far shows the Palladium consoles came out first, followed by the MPT-03 and/or Ormatu consoles. The console Emerson released in the USA wasn't ready until late 1982. The Atari 2600 had been on the market for 5 years by then; it was arguably overdue for retirement. The Bally Astrocade computer / game system had been out for 4 years, the Intellivision for 3. The ColecoVision and Vectrex systems came out alongside the Arcadia 2001. Home computers like the soon-to-be-ultra-popular Commodore 64 were now competing for gamer's money. It wasn't much of a fight.

Philips did have a fairly good plan in regards to the console's software. They wanted to quickly build up an impressive amount of pre-launch games. To do so, earlier games for the "Interton VC-4000" console group were simply ported over to the new hardware. These ports were arguably "filler" but there was going to be a significant amount of arcade titles to make the library healthier. The price of the games was not as high as many other consoles. It didn't have to be, as Philips could spread development costs out globally.

That was the plan, and it apparently sounded uncomfortably good to Atari. So they made sure it did not happen. Game by game, Atari made sure they were the only company that could legally satisfy a craving for popular coin-ops. Philips had to lobotomize their best games. The library became "mostly harmless".

This helps to explain something that was pretty confusing to many of us… why some games seemed so lame, while others seemed like pretty good little games. The over-simplified reason is that the earliest games were almost direct ports of earlier games, with very few changes. These were outdated at birth in even the earliest licensed consoles… and some companies took a long time to become licensees, which made these games seem even older by the time they were finally released. Other games were written later with more memory space; once the 4k ROM memory barrier was broken games improved quite a bit. In a relatively short time, the console had some really nice games. But by then, companies like Emerson had already given up on the market so the really great games were never seen by most gamers. Thinking the console was simply not capable of playing any good games, collectors ignored the console from day one.

To say that things were confusing throughout this console group's relatively short history, would be a huge understatement. Things are so confusing that we had to invent new terms to explain them well!

When a cartridge is known to have more than one possible distinct type of label artwork, collectors call that a "label variation". Sometimes a program comes in multiple versions of a plastic housing; that may be termed a "case variation". Simple enough, right? What if you have a collection of carts where the program data contained on a ROM chip is really about all that is actually common from one cart to the next? 

Everything else here has a chance of being different. The cart's name, the shape and size of the cart's plastic housing, the label artwork, the circuit boards inside the cartridge, the way each console's cartridge slot is wired up both internally and externally… these are all variables. ("Abandon all hope," remember?)

How many researchers open up carts specifically to read messages silk-screen printed onto ROM chips? Not many. But you have to be a nerd's idea of a nerd to want to peel back a printed label to see what may be under it. While recycling cart cases for a homebrew project, Ward noticed that all of the Emerson family carts seem to have the cart's number written on it, in china marker. This just seemed like an interesting curiousity at first. But when we found MPT-03 carts had the same markings, we thought it through further. At this point our educated guess is that this implies two things. One, that a single company made the raw carts: in working order but without any labels. Two, that label artwork was made for or by various different licensees, and that each licensee's label went onto a generic cart. Now that we're looking for stuff like this, we are noticing things like carts with one label saying "Alien Armada" but with "Alien Invaders" over it. We don't know what this means yet, but if you check back during DPCG #8, we will do our best to fill you in.

I'm warning you… collectors that will not be satisfied with anything less than "all the candy in the candy store" should probably invest in some sort of a comprehensive mental health plan before they decide to try to obtain "everything" for the Arcadia! I'll grant that collectors generally have OCD -- "Obsolete Console Desire" -- but this is a Realm Beyond. You'd be wise to reserve your nice quiet rubber room in advance!

The military has a term to describe a situation when you are surrounded and hopelessly out-numbered by the enemy. They call it a "target-rich environment". That is what you have with this console, if you are content to hunt down just one small sub-group or part of a much larger collecting whole at a time. Want just the short or long style Emerson-compatible carts actually released in the United States? OK. Or how about one each of all of the different cartridge families? Sure, why not. Want only the four carts released for the Tele-fever console? Very do-able. How about Bandai's four "system exclusive" game carts? The single cart with a photograph on the label? You could even collect game consoles! There are a wealth of sub-collections possible, both small and large, with the combinations limited mainly by your imagination.

Which brings us to this; the familiar console that is available in North America, Canada and throughout Europe is really only the tip of the iceberg as far as this console group goes. Emerson, Leisure-Vision and other companies built all their consoles to be both ROM-compatible and slot-compatible with each other. If you buy an "Emerson family" cartridge for one of the Emerson family consoles, it will work on the others.

As I reported both online and in version six of this guide, the story does not end there. There are whole sub-groups or families of consoles that are ROM-compatible with the Emerson family but which are NOT slot-compatible. During DPCG #6 (two years ago) we only knew about the MPT-03 family. If you read the FAQ on my web site you'll see that we've discovered two other families (as of press time) that are also ROM-compatible with the Emerson family but which have cartridge slots that are unlike any other family.

I need to clarify something quickly, before some folks get all excited and stop hearing what I am about to say next… "Not everything that glitters is gold." I say that because we have made the recent discovery that there are indeed console families out there throughout the world, that look like they may be a brand new, undiscovered family of systems that just need to have an adapter for their cartridge slot, and then they will be fully compatible with the other Arcadia 2001 family of consoles. (Remember that "hope" speech?)

The question is: will games on a Interton VC-4000 family console work with an Arcadia 2001 console or vice-versa? The answer is "NO". Games for both systems were burned into a single EPROM chip, which was inserted into one of my homebrew Arcadia 2001 multi-carts. Not a single one of the sixteen known-good Interton VC-4000 game ROM images I tested worked at all. At the same time, every single game ROM image that had come from the Emerson, MPT-03, Palladium and Ormatu families worked perfectly.

That leaves us with two large groups of consoles, that while being related historically, can not play each other's games "as is". (See also the "Interton VC-4000" section.) Within each console group, carts for one console will work with others… if you can get past the cartridge slot incompatabilities. I hate to even bring this up, but there are also consoles that look like they should belong to these groups, but have nothing to do with either. (Clones of the "RCA Studio II" console, for instance, or the "Fairchild Channel F".) We will  have all that sorted out by the time DPCG #8 comes out. Meanwhile, don't panic… it's mostly harmless.

Preface by Ward Shrake. Cart list info by Ward Shrake, based in part upon earlier research done by Russ Perry Jr. and others. Many (alphabetical) heartfelt thanks go out to fellow researchers Daniel Amend, Olivier Boisseau, Greg Cook, Jonathan H. Davidson, Michael Davidson, Sylvain De Chantal, James Hague, Leonard Herman, Chris Hind, Rene Kamerbeek, Dieter Koenig, Bill LaGrue, Manu Pärssinen, Stefan Piasecki, "PeT", Matt Reichert, Paul Robson, Lee Romanow, Jack Spencer Jr., Eckhard Stolberg, Jay Tilton, Bruce Tomlin, Adam Trionfo, Tom Zjaba, and any other kind soul that contributed info or helped the cause in some other way over the years. Bless you all, and if you guys should manage to find a life somewhere, be sure to tell me where I can find one! Meanwhile, I'll be playing more "Robotron: 2084".
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