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ﬂ o one ever accused gamers of lacking opin-
ions. We expected a good response when we
announced the creation of the “Joystick Jury"', but
even we did not anticipate the more than 100
mini-essays our first topic, game controllers, gen-
erated.

Although our jurists really out-did themselves, our
choice for the $25 prize this time goes to John McGuire of
Spencer, Ind., for his cogent comments about inter-
changeability of controllers.

And so, without further preamble, let's call for order in
the court and get our jury's verdict.

| for one do not like the coin-op games that have so
many buttons, such as Defender. | find them to be un-
necessary and confusing in play, although | do find the
game fascinating. | also have similarly negative feelings
toward Mattel's Intellivision, because
of its disappointing controller and the
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find their joysticks to be rather small. This is also
the case with Bally's joystick/paddle controller,
along with its poor grip. Because of Atari's and
Odyssey's ease in handling and grip, | find these
give the best responses of all. (Richard Allen,
Brooklyn, New York)

| think Odyssey joysticks rate best because they allow
one to do hard maneuvers with relative ease. My only
reason for putting Odyssey's joystick ahead of Atari's is
because Atari's joysticks seem to break more easily. | find
Atari's paddles to be better than Intellivision's controllers
(especially for driving), because Atari's are easier to man-
euver. | would generally rather have joysticks for most of
Intellivision's games than a disk, again, because it is much
easier to use and gives much more excitement. (Michael
Lencioni, Newton, Massachusetts)

Most coin-op games have a type of
controller designed to work optimally

manner in which | have to constantly
keep looking at it in
order to do anything.
(Edwin Tuazon, Troy,
Michigan)

| believe the Atari
controllers and the
Odyssey joysticks rate
the best because they
give the best re-
sponses. Intellivision is
very hard to control
and takes more time to
learn than play the
game. TRS-80 has very
poor response and |
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with one particular machine. In order
to keep realism in the
original home vid-
eogames, | feel that
controls should be in-
terchangeable, such as
the case with Atari.
This concept allows in-
dividual piece repair
without loss of the
total unit. | would also
like to see Atari intro-
duce several other
controllers that allow
for even more accurate
control and sturdier
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existing controllers as they seem to be short-lived in their
mechanical existence.

(John McGuire, Spencer, Indiana)

| prefer the Atari and Intellivision controllers because
Atari is simple to use and Intellivision gives you unlimited
flexibility. Unfortunately, they also both have drawbacks:
Atari games may sometimes be too simple while Intellivi-
sion's get too difficult. Atari has more controllers, which
means spending more money. The common bond between
the two is their unfortunate tendency to break so easily.
(Scott Engel, Flushing, New York)

| feel controllers should be complex, and that a perfect
controller would have a joystick with three buttons. A
modular key-pad with custom overlays would help simplify
the game and remote-control operation could untangle the
sets. Atari and Odyssey both have excellent systems but
lack the graphics and key-pad of Intellivision. A combina-
tion of all of the aforementioned units would, in my opin-
ion, result in the ultimate home arcade system. (Paul Kelly,
St. Clair Shores, Missouri)

Having previously played the three major programmable
videogames extensively, | feel justified in stating that Atari
has made the right decision by using interchangeable con-
trols with the VCS. | think Odyssey and Intellivision have
unfortunately limited themselves by using hard-wired
controls. In many instances, a good game such as Intellivi-
sion's Auto Racing is turned sour by having to use the
disk to steer. (Matt Myers, Coniopolis, Pennsylvania)

Regarding the commercial Arcade games, | like the
Trak-ball and push-button controllers. | find these give me
more accurate control than the others.

| dislike some of the joysticks and paddle controllers
because sometimes they stick in the middle of a game,
thereby blowing your quarter. | also like the unique type of
joystick with a built-in trigger which enables your defend-
ing object to move forward, back, left, right, and fire with
the same hand, as in Bally. (Kevin Crawford, Lexington,
Massachusetts)

| have just recently purchased an Intellivision system
and have to admit that the controls are very effective and
essential in its sports games. At the same time | feel that
Intellivision should have also furnished an additional set of
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controls for its space action games (Space Armada,
Astrosmash). Your fingers become numb after continu-
ally pressing the small side buttons which fire shots at the
invaders. Firing shots would be much easier if a larger push

button was installed, as found on the Atari

joystick. Other than this slight problem, | feel

that Intellivision has done a good job of keeping
its controls compact and easy operated. (Kevin
Miller, Bay City, Michigan)

My opinion concerning home video
controllers is that there is no perfect
controller. | do feel that the best one on the
market belongs to the Astro Professional Ar-
cade because it allows much greater movement
than does the Atari or Odyssey2. The controllers for
Intellivision are too complex and this makes it hard to react
when the action gets more intense. | also think there should
be special joysticks for such games as Asteroids and
Defender. (Jon Whitfield, Dearbourn Heights, Michigan)

In today's arcade, the simplicity of a game's controllers
may very well determine its success. As an example, | refer
to the track-ball type control on such games as Centipede
and Missile Command, which are my favorites for ac-
curacy and speed. In both games, the ball is used as an
aiming device, making accuracy essential and speed neces-
sary for those high scores. However, in the home arcade it
is important to have a controller that will work well with
many games. | especially like the controller on Mattel's
Intellivision. The 12 keys, four buttons and disk give Intel-
livision a much higher capability than other systems, lead-
ing to more interesting and action-filled games. (Tony
Kremer, Matteson, lllinois)

| purchased an Odyssey in December, 1978 and after
three years of exciting two-player fun, one of my joysticks
broke. | then tried buying another at numerous stores and
was told that my particular type of joystick was being
discontinued, and that the new Odyssey? systems had the
joysticks already wired in. Since Magnavox stopped mak-
ing the old line of joysticks that | needed, | was left with a
“bum’’ controller. | think Magnavox should still produce
the old joysticks for all the owners of the original Odyssey
version. (Lenny Mcabee, Hammond, Indiana)

The most effective controller for videogames should be
designed to be “'gripped" by the entire hand. Once the
player raps his hand around a joystick, knob, etc., he has
involved himself in a psychological manner.

The arcader now becomes an effective and interacting
part of the game and will develop *'body english"" as a
subconscious gesture. The graphics on the screen react to
the player's actions and are no longer simply a case of the
game playing the player.

In effect, the player has put himself into the game and is
not only involved mentally but physically as well. (John
Sisker, Huntington Beach, California)

Many controllers of coin-operated games affect the way
we play. For example, levers are most useful for battle
games and some space games. Track-balls and/or cursor-
balls are also very useful for games dealing with speed and
fast reflexes. | prefer the track balls for certain games that
mostly involve speed. As for home videogames, Intellivi-
sion offers the paddle-type keyboard, which annoys me
because in certain games such as Baseball and Foot-
ball, you must be able to press certain buttons to make the
players move while also using the paddle at the same time.
(Vijay Reddy, Jackson Heights, New York)
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