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December 17, 1981

Mr. Dave Marofske
Midway Mfg. Co.

10801 W. Belmont St.
Franklin Park, IL 60131

Dear Dave,

I came away from Monday's Tron meeting with some concerns for
which 1 have given some thought.

First, I was impressed with the Tron presentation., Bill and
George obviously spent a great deal of thought and energy developing
their game concepts. 1 $e2e emerging a real spark of creative energy.

My concerns lie in the area of to many ideas and to many un-
knowns. Unless there areas are addressed jmmediately, to commit for a
Tron delivery of 1 April is a courting disaster.

The creation of a video game is the same as creating a movie
with the significant exception that the video game is real time and the
player is a character in that real time action.

In the multi game approach I am concerned over the multi
character rolls the player must learn, the different points of view, and
most fmportant how the player interacts with the CRT through playe
controls that would be different for each game. :

Addressing these problem parameters, [ recommend the following:

1. The Rings game is unique in its point of view utilizing
perspective 3D, It also provides a viswal presentation
that fully expleits the power of the hardware system. .
Consider developing just Rings as the Tron game.- Establish
multi levels of difficulty {ala Tempest). The controls would
be the roller ball utilizing similiar approach we used with
the pitcher in baseball. The Player would have limited con-
trol of path of the disc as it travels.

2. For a multi game approach I would suggest three games Cycle,
Tank and MCP, point of wiew 95 20, two birds eye view, one
profile view. To maintain character identification at the
beginning of each game Tron animates on scraen €O hiz vehicle
and then becomes a cycle, a tank, a space ship. The contrels
would be an eight way Gorf handle plus four buttons ala Zapp.
Establish multi levels for each game.

Cycle
A. Standard checkmate
B. Place cstacle on play field.



C. Play area is larger than what is visual on screen.
{Super Bug)

The controls would be four positicons of Gorf handle. The four
Tapn buttons could control larger area moticn.

Tank = create multi Tevels of mazes but stay with basic X Y.

The eight way joy stick becomes full effective in open field
mazes. If you pull trigger the tank fires in direction of tank motion.
Player can alternately choose one of four Zapp buttons and tank fires
ala Zapp.

MCP - perhaps the player must achieve several levels of cycle
and Tank before he can confront the MCP. iy e y

Display MCP as a sudo three D cylinder with vertical panels.
How animate a bright 1ight moving from panel to panel back and forth.
Player is a rocket ship in lower screen ala Gorf. FPlayer must hit lighted
panel to break hole in MCP as light moves back and forth the hit panel
animates 1ike a spark gap. Mearwhile the entire cylinder is descending
down on player. Player objective is to move up through gap blown in
MCP and not move through when spark gap could also destroy him.

The four Zapp buttons could activate different types of missile -
laser, missile - fireball etc. . i :

The player can play all games using only the Gorf handle. The
four Zapp buttons become secondary features giving player mare poWer as
he learns to use them.

This 15 as far as my thoughts go for today.

Sincerely,

—_—

Daye Hutting

T S

MM T 3 'E‘:I:. ._ pa] P Ll L



