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ou and Mounty Bounty Bob follow the —

notorious Yukon Yohan into the depths of an ooony 0350 anoas

abandoned uranium mine. But before you can :

capture him, you’ve got to maneuver through 10 .. . %

increasingly difficult levels of traps, tricks and ¢

lethal challenges.
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leaps, jump from moving platforms, neutralize
deadly mutants, avoid crushing stompers, even 2 I I
shoot yourself out of a cannon. And through it l l
all, you'll be racing against the clock. ——l e &
Skill, endurance, split-second timing...you're
going to need every ounce you'can muster to e Apple lle,~
conquer Miner 2049er™ But if you like multi- WWER IBM PC. -

. A 4 | \ \ _—
screen, full-color arcade action games, Miner ™ Roq- g / Commodore,
2049er will blow your mine! // Atari -
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Finally, Video Games that really defy boredom!

m THE AVALON HiLL VIDEO GAMI
m" E COMPANY

Enter the world of bomb disposal DEATH TRAP—AN innovative space
with  LONDON BLITZ. This thinking Put away all those old flat bouncing showdown with a touch of strategy.
man’s game sets new standards for pball games. A new dimension is The best video gameplayers will be
VCS game logic and graphics. here! WALL BALL . . . in 3D. challenged.

The most respected name in bookshelf games
explodes into the video game market
with 3 hot new titles . . . and more on the way.
All compatible with Atari and Sears systems.
Unigue challenges and strategies that defy boredom.
Avalon Hill Video Games. Worth the wait. Worth getting excited about.

At finer video, toy & hoblby stores everywherel!
SR |

The AVALON HILL Video Game Company

4517 HARFORD ROAD, BALTIMORE, MARYLAND 24214 (301) 254-5300




Bye, Bye High Score Hijinks

ometimes the best way

toimprove a magazine is
through addition by subtrac-
tion. Pruning weak material
and replacing it with strong-
er stuff makes a publication
more interesting and enter-
taining.

That's what we hope will
happen as a result of our de-
cision to stop printing high
scores for coin-op and home
electronic games. Although
some readers avidly follow
the listings, EG's monthly
survey show that most folks
don't care all that much. We
feel our exclusive '‘News-
maker'' series and another
new feature we'll unveil in
January will make better use
of the pages.

The main reason we axed
the scores is purely practical:
There's no way to authenti-
cate them. And if the
scoreboards aren't fair and
accurate—why bother?

Let me explain the situa-
tion more fully. The main
problem with charting coin-
op scores is that most cur-
rent machines have an oper-
ator-adjustable difficulty
gauge that the players can't
see. This makes comparing
point totals achieved in
different game parlors vir-
tually impossible to compare
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By ARNIE KATZ

in any meaningful way. One
arcader can out-point
another by a two-to-one
margin and still be the less
skilled competitor. The diffi-
culty setting makes that

much difference in the score.
Things get even trickier
when it comes to the home
games. Some cartridges roll
over too easily, while others
are a snap to gimmick if you
know how. That means that
many home game titles sim-
ply can't be tracked since
there's no way to determine
if the person sending the
photo of the screen has roll-
ed the score one, two, or 20
times—or even just found a
little glitch in the program.
Perhaps it's just as well
that we're ditching high
scores. They don't really
prove much, anyway. The

| important thing is how much

you enjoy the mind and
body challenge of the game,
not the exact number of
points on the screen at the
end. As gamers have said to
me again and again during
the course of my travels
throughout the country, the
important thing is not to
outdo someone else's score,
but rather to raise the ceiling
of your own ''personal
best". |

As the motto of Electronic
Games magazine puts it so
succinctly: ""The play's the
thing!"” Let accountants and
figure-filberts worry about
the scores. (2]
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Specftravideo’s new

Quickshot lll gives you
a befter handle on

Coleco Games

Thet tons (for separate functi

n the grip make one-hand play possible,
and this is a real advantage. However, if
your trigger fingers tire, your can simply
switch to two-hand control by employing
the two fire buttons on the controller base.
The grip itself is contoured and
unbelievably comfortable, and the easy-
read Numeric Keypad allows you o
select game levels and number of
players. The Quickshot Ill also features self-
stabilizing suction cups and a convenient
extra long cord.

If you're tired of coming out second best
to those tough (but fun) Colecovision
games, pick up the Quickshot ll.
And show ‘em who's boss.

SSERAVIDED,

Quickshoft Il

SPECTRAVIDEO INC.
45 SOUTH SERVICE ROAD
PLAINVIEW, NEW YORK 11803

All Spectravideo products are represented Nationwide by The Lexington Group (201) 664-8611 Colecovision is a trademark of Coleco Industries, Inc.
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JEDI MASIER

'VIDEO ROOM

EASY AS A-B:

Enter the Death Star Battle
ome Video Game Sweepstakes.

WIN! OVER 1,150 PRIZES! PARKER BROTHERS

NO PURCHASE REQUIRED. HERE'S ALL YOU DO:

1.

Sl

=

To enter, complete and mail an official entry blank. Be sure to select
which scene comes first in the movie, and which screen comes first
in the Home Video Game.

. Enterthe sweepstakes as oftenas youlike, buteach entry mustbe mailed

separately to:

Death Star Battle Sweepstakes

Post Office Box #621, Lowell, IN 46356

Entries must be received no |ater than June 30,1984.

. Youmay obtain a Free Official Entry Blank by sending astamped, self-

addressed envelope to Death Star Battle Sweepstakes, PO. Box
#575, Lowell, IN 46356. The correct answers to which scene and
screen comes first may be obtained by sending a stamped, self-
addressed envelope to this same address, marked "CORRECT
ANSWERS” in the lower right hand corner of the envelope. Resi-
dents of Washington State need not stamp their return envelope.
Winners will be selected in random drawings from among all correct
entries received by VENTURA ASSOCIATES, INC., an independent judging
organization whose decisions are final. The odds of winning are determined
by the total number of entries recejved.

One major prize 1o a family No substitution for prizes as offered, except as
may be necessary due to availability. Taxes are the responsibility of winners.
Sweepstakes open to residents of the United States. Employees and families
of Parker Brothers, their advertising and production agencies, VENTURA
ASSOCIATES. INC.,, Lucasfilm Lid. (LFL) and suppliers of prizes are not eligible.
Void where prohibited by law. All federal, state and local regulations apply.
Winners will be asked fo sign an affidavit of eligibility and their names and
likenesses may be used for publicity purposes.

For alist of major prize winners, send a self-addressed, stamped envelope to:
Death Star Battle Sweepstakes Winners List. PO. Box #783, Lowell, IN 46356.

OFFICIAL ENTRY FORM

DEATH STAR BATTLE SWEEPSTAK

I BECOME A JEDI MASTER™ IN YOUR OWN VIDEO ROOM I

C TO PLAY AND WIN!

A Check the scene that appears first in the movie Star Wars: Return of the Jedi.™
B Check the screen that appears first in the Parker Brothers' DEATH STAR™ BATTLE Video Game.
C Fill in your name and address below and mail your entry to: Death Star' Batite Sweepsiakes, PO. Box # 621, Lowell,

Indiana 46356.

NAME:

ADDRESS:.-

CITY:

MOVIE

©1983 Lycasfilm Ltd (LFL) TM designates trademarks owned by Lucasfilm Ltd. (LFL) and used by PARKER BROTHERS,

VIDEO GAME

STAYE: —

It

a dwvision of CPG PRODUCT GROUP, under authorization
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IMAGIC CHANGES
PUBLISHING
COURSE

Imagic, which had sales to-
talling over $75 million last
year, plans to create comput-
er games for several comput-
er systems.

Even though Imagic will
continue to produce games
for the Atari 2600, Mattel In-
tellivison and Coleco Coleco-
Vision, it will now delve much
more deeply into the research
and development of enter-

TRUCKIN' (IMAGIC)
- ~— —
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WHITE WATER (IMAGIC)
tainment software for popular
microcomputers.

William Grubb, president of
the Los Gatos, CA firm, com-
ments on the move, “No one
adequately anticipated the
magnitude of industry
changes of recent months.
The expected merger of the
videogames and home com-
puter industries was seen in
the distance—and it's all hap-
pening now!"

COLECO'S ADAM COMPUTER

COLECO UNVEILS ADAM

“We think it will have the
same impact on home com-
puting that the introduction
of ColecoVision had on pro-
grammable videogame sys-
tems,’' boasts an official of
Coleco. Those who've had an
advance look at the Adam
have come away so thor-
oughly impressed that, for
once, the product may live up
to all the advance publicity.

For a suggested retail price
of approximately $600, the

buyer gets everything, except
a video terminal, needed to
get into the thick of home
computing. The Adam comes
with its own digital data stor-
age drive, sports a daisy-
wheel printer, has modem
capability, plays all ColecoVi-
sion cartridges and offers a re-
sident memory of 80K bytes.
Coleco will produce games on
data storage units for play ex-
clusively on the Adam.
Some machine, huh?

SPECIAL OLYMPICS ADDS
VIDEOGAMES

The Special Olympics—in
which handicapped children
compete in games tailored
specifically to them—should
prove even better than before
with the addition of electronic
games to the 1983 Summer
Games Tournament.

A "special’’ fund-raising
tourney is scheduled in order
to help out the Olympics Pub-
lic & Parochial schools.
There's also a good possibility
that videogames will be
added to the actual calendar

of events for the Special
Olympians, due to the many
technological advances being
made in mouth controllers for
paraplegics.

A sum of $60,800 in prizes
will be awarded among all age
groups entered in the com-
petition, $20,000 in cash. The
marathon takes place over 16
weeks and it's expected that
members of the gaming in-
dustry will play a major role in
bringing this event to public
notice.

ALL-STAR
POSTER ART

Videogame All-Stars, the
Garden City, New York-based
videogame club that issues its
own publications has just
jumped into the poster
business. Its initial offering is a
montage work featuring ev-
erything from a Pharoah's
deathmasque to combat in
outer space, drawn in ex-
quisite color airbrush by Fred
Appel.

To pick up a copy, drop the
All-Stars a line at: 666 Old

VIDEOGAME ALL-STARS POSTER

Country Road, Garden City,
New York 11530. Do it before
Dec. 31st and this fine poster
will only cost $7.50, plus
$2.50 for postage and han-
dling. After the New Year, the
price goes up an additional
$2.50.
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THIS NEW INTELLIVISION VIDEO GAME HAS

4539 TUNNELS, 256 DUNGEONS, 1 HIDDEN TREASURE
AND NOROOM FOR ERROR.

game challenge inthe
ADVANCED DUNGEONS\ K‘ \ /4
&DRAGONS™*series for ~
Intellivision .But beware. Itis no game for mere mortals.
You must be more than clever. You must master the
skills of mystic weaponry and sorcery. Or suffer destruc-
tion by over fifty different types of hideous creatures.
And once you begin your quest for the treasure, there’s
No turning back.

So ifyou dare take on this video game, remember,
you've been warned. These dungeons are going to S e
give you the creeps. Getting rid of them Adva N Ced
IS your problem. R

¢ ™
IIQAIONS
\~
ADVANCED DUNGEONS & DRAGONS and TREASURE OF TARMIN are trad k 459 £
Y an are trademarks ™
owned by and used under license from TSR, Inc. This cartndge is approved by T R E A S U R E O A R M | N

TSR, Inc., the publisher of the “Fantasy Role-Playing Garmes” sold under the trademark
ADVANCED DUNGEONS & DRAGONS®

©1982 TSR, Inc. All Rights Reserved.  © Mattel Electronics, Inc. 1983. All Rights Reserved NEW FOR INtEllIVlSlON »

TREASURE OF TARMIN™* cartridge is the newest video ? ‘




MOONBASE 10 (PDI)

WINNERS ANNOUNCED

Program Design Inc.,
creators of the Arcade Award-
winning title, Moonbase o,
recently announced the win-
ners of its first game tour-
nament. The champion player
was 26-year-old William

““MOONBASE 10"

Kemp of Frederick, MD. Run-
ning up a score of 47,730,
the victorious video-gamer
earned $500 for his efforts.
Runners-up were Jason
Smith, a 13-year-old from
Painted Post, NY (45,480

MOOMNBOQSE xo
B Y
KOoOMOPAN

SJOHMNMN

MOONBASE 10 (PDI)

points), and Hosea Battles Jr.,
a 26-year-old airman from
Mathers A.F.B. CA (44,100).
Both Moonbase-men were
rewarded with $300 prizes for
their achievements.
Congratulations!

MA,,‘

MASH (20TH CENTURY FOX)

FOX LOWERS COST OF MASH

The retail price for the Atari
2600 version of MASH is
being reduced to $14.95,
courtesy of Fox Video Games.
Originally, the cartridge was
priced at about $29.95.

According to Fox president,
Frank O'Connell, retailer con-

cern over the current market
glut of VCS-compatible
games was the reason cited
for the decrease in price, but
also went on to say that this
shouldn't be interpreted as a
future trend for the company
or industry!

N | |

Other MASH versions, set
to be released later this year
for the ColecoVision, Atari
and Commodore systems, will
go back to its premium-
prices!

Guess we can't win them

ATARI,
BUSHNELL
BURY HATCHET

Instead of duking it out in
court, it looks like Atari and its
founder Nolan Bushnell have
reached an agreement on a
joint venture. Atari had
launched a suit against Bush-
nell, charging that his recent
activities constitute an in-
fringement of the “'no com-
petition’’ clause in the con-
tract drafted to cover the sale
of the business to Warner
Brothers.

The just-concluded con-
tract between Atari and Pizza
Time Theater gives the former
rights to any coin-op
videogames produced by
Bushnell, Joe Keenan, Pizza
Time Theater and Sente Tech-
nologies. This set-up is not
expected to affect Bushnell's
previously announced plan to
produce robots for the home
market.

What kind of games will
Bushnell create? It's all guess-
work at this point, but coin-op
veterans are betting on
machines that utilize more
than one full-size display
screen to present the visual
portion of the contests.

all, huh?
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GAME PUBLISHER
AIDS PBS

One distressed company
that needed some cash in a
flash—and got it—was KETC.
The St. Louis, MO, public
broadcasting station was
generously assisted by Edu-
Fun Division of Milliken Pub-
lishing. The software firm
bestowed 40 packages of
EduFun products, which were
auctioned off during the 10-
day fundraiser hosted by
KETC.

Audience response was so
resounding, Milliken has de-
cided to go national with its
gift-giving campaign.
Through PBS Washington,
the firm has donated over 250
packages of EduFun software
to stations scattered across
the country. The value of the
gifts is estimated at over
$18,000.




Every day as a Navy special-
ist you encounter new
challenges, new tests of your
rapidly growing technical skills.
And you're ready.
Because the Navy Adventure
begins with first-class train-
ing. Training that’s tough,
demanding. and extensive.
Navy classroom training that
prepares you to meet the new
challenges that are part of
today's important technical

skills. Then, practical hands-
on experience helps you master
the job you chose.

In the Navy you can
choose the technical career you
want to learn. Pick from
today's hottest technologies:
micro-electronics, state-of-
the-art computers, advanced
communications, nuclear
power, and more. There are
over 60 career areas,75.000
technical jobs a yvear. One of

them can be yours.

Along with a high-tech
career comes the highest
Navy pay ever. Starting pay
is over $550 a month plus
housing. food. medical and
dental care. special pay for
sea duty, and 30 days’' vacation
earned each vear.

Find out more about the
new challenges and new rewards
vou get in today's Navy. Call
800-327-NAVY, toll-free, today.

Navy. It’s Not Just A Job, It’s An Adventure.
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‘DRAGON'S
LAIR' DEBUTS
AT REESE

The very first coin-op to
commercially use laser-disc
technology to produce on-
screen visuals, Dragon's Lair,
first appeared to gaming
fanatics at a giant open
house, hosted by Reese Com-
munications, Incorporated.

The publisher of Electronic
Games, Arcade Express and
Video, plus a slew of other
magazines, recently moved
the corporation’s headquar-
ters to the Grumbacher Build-
ing in NYC.

The animator who created
this fabulous gaming concept,
Don Bluth, lent a hand in
demonstrating the machine
and answering questions
from any of the more than
500 party-goers who basically
came to warm up Reese's new
home.

NEW NAMES
AT ATARI

John J. Morgan, a former
vice-president at Phillip Mor-
ris, is the new chairman and
chief executive officer at
Atari. He succeeds Ray Kas-
sar, who previously resigned.
Morgan is basically a mar-
keting-oriented manager,
which probably means that
the company intends to be-
come much more hard-hitting
and sophisticated in its
approach to selling its soft-

ware and hardware lines.

ARE COMPUTERS
“REALLY'" TAX
DEDUCTIBLE?

A new book, that's been
long-overdue, answers the
ever-popular question many
computerists ask: ‘‘Can | de-
duct the cost of my com-
puter?"’

The author, CPA Vernon
Jacobs of Kansas, believes
that a majority of people can
get a deduction for their
home or office computer sys-
tems, although many owners
either aren't aware of the
facts or just plain fail to take
advantage of this valuable tax
break.

"Tax Breaks for Computer
Buyers" is available in a con-
cise 26-page report for ap-
proximately $9.

AT&T CONSIDERS
TELE-GAMING
"“It's highly probable that a

tele-game service will be test-

marketed before the end of
this year,’ says a source inside

AT&T. The firm's marketing

concept would be to retro-fit

existing game consoles with
low-cost modems that would
retail for approximately $50.

According to Bell Labs' Hal

Alles, the idea is to produce
cartridges which adapt ex-
isting games to competitive
play over the telephone. For
example, Alles informs that
his group has modified Atari's
Star Raiders so that each play-
er pilots an individual ship and
both vessels are simul-
taneously displayed on the
screen as they jockey for posi-
tion against each other.




_HELP WANTED:

Arlo is a hard-working plumber. but a touch absent-minded. He's building a water supply system
for the whole neighborhood, and he really has his hands full. Help Arlo decide what kind

of pipe to buy and where to put it.... his limited budget doesn't leave him much margin for error.
Figure out the shortest, most economical way to get everyone hooked up... and just hope

paor Arlo has remembered to open and close the right valves. A marvelously entertaining and
sl Challenging exercise in planning, economics and spatial relationships for all ages.

BN PIPES. For the VIC-20 and Commodore 64.

S O—F—F Wk R—E

C 1883 CREATIVE SOFTWARE.



ASTRO CHASE

PARKER LICENSES ASTRO CHASE

Parker Brothers has bought the game
rights to Astro Chase, designed by Fer-
nando Herrera, who also authored My
First Alphabet. So far, Parker plans to
market videogame and computer ver-
sions of the title, but First Star will still
retain the coin-op, hand-held and

counter-top game rights.

Astro Chase offers gamers such spe-
cial features as animated cartoon inter-
missions and single-thrust propulsion—
a process that allows a craft to maintain
a course and still fire in any direction,
even backwards!

DONKEY KONG

ATARI TO PUBLISH FOR
OTHER SYSTEMS

“We plan to make the best popular
game titles such as Pac-Man and
Donkey Kong available to consumers,
regardless of which home computer
they've purchased,'’ says Keith Schaef-
er, seniorvice president of Atari's Home
Computer Division.

Plans call for games which will be
playable on the Apple Il, Commodore
64, VIC-20, IBM Personal Computer,
Radio Shack Color Computer and the
Texas Instruments 99/4A. Additional
systems are currently under considera-
tion as well.
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Sirius Is
GIVING AWAY

Over

S35,900.00

VIDEO GAMES!!!

You Can Win A Sirius Game
OF YOUR CHOICE!

Correctly answer the questions
below to qualify for the
FREE GAME DRAWING.
Enter all of the
Grud Quizzes and qualify for
all 20 drawings!

GRUD QUIZ #2:
BANDITS

1. How many units of shield energy do
you start the game with?

2. How many Napalm Bombs does
each Torrent drop?

3. What is the bonus value at level
three?

4. How many times does a Nerve Gas
Balloon bounce?

TO ENTER:

Just send a postcard or 3 x 5 piece of

paper to Sirius containing the following

information:

1. Your name and address

2. The Grud Quiz number and your four
answers

RULES:

1. All entries must be handwritten and
individually mailed.

2. All entries must be postmarked by
midnight, February 29, 1984.

3. Only one prize per person per quiz is
permitted.

1,000 WINNERS!

If ALL of your answers are correct you
will qualify for that Grud Quiz drawing.
50 winners per quiz will be randomly
chosen and notified by mail on or before
March 31, 1984. Each winner will
receive a complete Sirius catalogue
listing from which they can select the
game or games of their choice.

LOOK FOR MORE GRUD QUIZZES in
the Oct., Nov,, and Dec. issues of your
favorite computer magazines or at
participating software retailers.

ALL CONTESTANTS WILL RECEIVE A
FREE FULL COLOR SIRIUS COMIC
CATALOGUE

Sirius
—.
Sirius Software, Inc.

10364 Rockingham Drive
Sacramento, CA 95827

(VOID WHERE PROHIBITED BY LAW)




A GAME THAT WiLL
STEAL YOUR HEART!

S0 you THIMK You

BANDITS FROM
| steEALING cur
\ SuPPLIES, HUH?

For more information contact
your local Sirius dealer or con-
tact Sirius directly at 10364
Rockingham Drive, Sacramento,
CA 95827, (916) 366-1195.

Game design by Tony and Benny Ngo

VIC-20 version programmed by Leonard Bertoni
Package, program and audio visual € 1982
Sirius Software, Inc

All rights reserved

Sirius and Bandits are trademarks of Sirius
Software, Inc. Atari B0O and 1200 are Irademarks
of Atari, Inc. Apple Il, Il + & lle are trademarks of
Apple Computer, Inc. VIC-20 and Commodore 64
are trademarks of Commodaore Business
Machines, Inc. Sirius is not affiliated with Apple,
Atari or Commodore.

irius

presents

Apple I, Il + & lle Disk
Atari 800 & 1200 Disk
Commodore 64 Disk
VIC-20 Cartridge

PSS ===l a RN
GAME DESIGN BY TONY AND BENNY NGO




Talk about trouble! You've got it with the challenge of Spike's Peak
and Ghost Manor. Two new video games from Xonox guaranteed to
give you trouble. :
But maybe the most trouble you'll have is deciding which game to
play first. Beccuse you get both of these great games on one unicque
new Double-Ender™ cartridge. Double trouble and double fun—
both for the price of one. :

For Atari® 2600 VCS™ and Sears Video Arcade”

Available in October

u , ™
Spike’s Peak” i
Climb against time! Take the safer way of the path, or

choose to climb the cliff instead — a decision that
will affect your speed and technique. Make it
through 5 different screens and reach the
top. But beware of diving eagles and
hungry bears. Watch for rock slides
and patches of ice. Don't slide into
the poisonous mountcin
a cactus. And remember...
the higher you climb, the
colderyou'll get.So hurry
before you freeze.
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In a lonely graveyard out-

side Ghost Manor, you

fight off evil spirits to get in-

a side and rescue your friend. -
Once inside, you find more

unfriendly ghosts, witches and

goblins. Search

; from room to room

§ === and floor to floor—

=== qacross 5 puzzling game

Qb
Y
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—
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—
Pm—
——

& 3 A= // screens —in darkness, with
NE ; = // only brief flashes of lightning to
N ~==5/77Z help. Don't get crushed by the
= ——  mysterious moving

: walls! And when . )
N " you've found your Dm,\’" : |
mend = then ATWQVIDEO r‘;‘g;%%%% —
you must find a g : w ) ___PLAYSO ,";;:v(‘l;!:;.’,‘.hﬁ_m \ ‘
el e ;%5 SOUBLEENDER o A
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Chuck Nomris—Superkicks™ an actiongame | “\)C\" :
featuring the legendary karate expert, and C g ‘
Artillery Duel™ an exciting wartime strategy game, e ] /
are teamed up on the next great Xonox Double-Ender. v o /

Then there's Sir Lancelot™ and Robin Hood" two great

medieval pursuit games with challenges galore.

And Thundarr the Barbarian, an exciting single release from Xonox.
Look for them soon—they’ll be in your store in time for Christmas.
And in a variety of formats.

Xonox™ Double-Ender™ Spike's Peak™ Ghost Manor” Chuck Norris— Superkicks Artillery Duel” Sir lancelot,” and Robin Hood™ are trademarks of Xonox.

Atari® 2600 VCS™ is a trademark of Atari, Inc. Sears Video Arcade ™ is a trademark of Sears, Roebuck and Co. Chuck Norris is a licensed property from «Topkick Productions, 1983
Thundarr the Barbarian « 1983 Ruby-Spears Enterprises, Inc.




MCA, ATARI
LINK IN E.G.READERS PICK THEIR
MOVIE-GAME
DEAL
A company, co-created by
Atari and MCA Video Games,
will soon begin developing
coin-op, home video and
SEMIBHESL Baniey Baved o0 Most Popular Videogame Cartridges
previous hit movies and TV
shows. Since MCA just hap- Position Times
pens to be the parent com- This Last on
pany of Universal Pictures, Month Month st Game System Manufacturer
Studio Games will have access 1 6 4 Donkey Kong, Jr. ColecoVision  Coleco
to a large library of film and 2 14 11 Zaxxon ColecoVision  Coleco
televison titles. Z ? ‘24 (D:e”tliped: 'étél"i 53/00 'été;’i
i 1 onkey Kong olecoVision - Coleco
aroculrl1rdrea2“)</)t::tliglg tvt/o S::]g 2 2 12 Pitfal Atari 2600 Activision
P s bt Rf?' s 6 2 8  River Raid Atari 2600 Activision
revam9§ are: Knig itk 7 3 7 Advanced Dungeons & [ntellivision Mattel
and ‘‘Magnum P.I., Dragons
although Studio Games 8 4 8 Lady Bug ColecoVision  Coleco
hasn't yet announced definite 9 10 4 Ms. Pac-Man Atari 2600 Atari
plans regarding the nature 10 New New  Enduro Atari 2600 Activision
and content of any specific 1 i 5  Turbo ColecoVision  Coleco
games. 12 7 3 Pac-Man Atari 5200 Atari
13 New New  Defender Atari 5200 Atari
14 New New  Pepper Il ColecoVision  Coleco
15 13 12 Venture ColecoVision  Coleco
START YOUR DAY
OFF RIGHT— M
ost Popular Computer Games
WITH CEREAL P P
Early-bird arcaders can now 2
start preparing themselves .rhi:“"l'_:'," ﬁ:::’
first thing in the morning for Month Month List Game System Manufacturer
that long day of videogaming 1 1 19 Star Raiders Al 4-8-1200 Atan
just ahead. Pac-Man has 2 2 17  Pac-Man AT 4-8-1200 Atari
been licensed as the star of his 3 3 12 Centipede AT 4-8-1200 Atari
very own breakfast cereal, 4 6 9  Choplifter! Atari/Apple Broderbund
due soon from General Mills. 5 4 6  Miner 204%er Atari/Apple Big Five/MicroFun
Ralston Purina is giving 6 5 18  Castle Wolfenstein  Atari/Apple Muse
General Mills’ “"Pac-Man" a 7 7 3  Defender AT 4-8-1200 Atari
: ; 8 New New Zaxxon AT 4-8-1200 Atari
run for its money by introduc- 9 — 2 Shamus AT 4-8-1200, Synapse
ing a presweetened new VIC-20 PESi G ae
""Donkey Kong' cereal, which 10 9 4  Astro Chase AT 4-8-1200 Atari
has bits shaped like the actual
game's "'video barrels''.
Most Popular Coin-Op Videogames
TEENS SPEND Position Times
MORE ON This Last on
VIDEOGAMES Month Month List Game Manufacturer
Average spending on coin- ; ; g g).lgeP:snt»on é:)atl:lieb
operated videogames by 13- 3 2 13 Donkey Kong Nintendo
to 15-year olds moved up to 4 3 9 Joust Williams
fifth place in all spending cate- 5 4 13 Dig-Dug Atari
gories in 1982, reports The 6 7 14 Zaxxon Sega
Rand Youth Poll. This is up 7 6 2 Burger Time Data East/Bally
from seventh place in 1981, 8 New New Time Pilot Centuri
Spending on coin-ops came in 9 " 1" Centipede Atari
sixth place for 16- to 19-year- 10 Hew Hew s o
old males.
The ranking of all teens
sl Rowmie videmames Readers Choose Top Games
systems moved from ninth Since mere quantity of play doesn't necessarily equal actual popularity, Electronic
place in 1981 to sixth place in Games bases its standings on the votes of its readers. These lists of most popular games
82. , , are based upon more than 1000 Reader Polls. We update the "picked hits'' lists in
5o what's all this talk every issue of Electronic Games.
about a videogame slump? So send in your votes!
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TIGERVISion,

Tiger Electronic Toys, Inc. 1
Atari V is a registered trademark of Atart. Inc.
909 Orchard Miner 2049er is a registered trademark of Big 5 Software

Mundelein, IL 60060
Licensed through Compu-Vid. No. Hollywood. CA

(312) 949-8100
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Don Bluth's next animated laser disc creation—Space Ace—stars Dexter.

Don Bluth
Builds a Dragon's Lair

By TRACIE FORMAN

Dragon's Lair treats arcaders to
more than just the chance to ex-
plore 38 rooms of a booby-trapped
castle, or the opportunity to play the
very first laser-disc-operated coin-op
videogame ever released. The main
appeal of Starcom's first coin-oper-
ated fantasy adventure epic lies in its
stunningly animated cartoon visuals,
which are spectacular even by movie
standards.

The adventures of Dirk the Daring,
the hero of the story, can be a
pleasant, if shocking, revelation to the
Saturday morning kiddie show set,
many of whom have never seen such
fluid movement, brilliant colors, and
breathtaking scenery in any of the ani-
mated cartoons they grew up on. In
fact, many critics have compared
Dragon’s Lair's graphic splendor to an
old-fashioned Walt Disney movie.

It's not surprising that Don Bluth,
the mastermind behind Dragon's
Lair’s look, is an ex-Disney animator
schooled in the “‘classical' style de-
veloped in the studio’s early days.
Although he now finds himself on the
cutting edge of videogaming's hottest
new technology, Bluth sees the new
laser disc offerings as more than just a

great new way to play games. To Don
Bluth, Dragon'’s Lair is a way of expos-
ing people to the type of high-quality
animation techniques that shaped his
own boyhood.

Growing up on a farm in Payson,
Utah, he became entranced by the
type of films to which he now devotes
his life to making. 'I'd ride my horse to
the movie in town and tie him to a tree
while | went in and watched the latest
Disney film,” he recalls. "“Then I'd go
home and copy every Disney comic
book | could find.”

Despite the fact that he never took
an art lesson, his perseverance paid off
after he graduated from high school
when he landed a job at Disney. As an
assistant animator, he worked under
veteran John Lounsberry on the now-
classic Disney film, *‘Sleeping Beauty"".

After a year and half on the job,
Bluth grew restless and left, explaining
that '} was too young to face a life at
the animation boards. | needed to get
out, to see some of life."

Seeing life included a trip to Argen-
tina, a stint at Brigham Young Uni-
versity (where he earned a degree in
English), and running a small theater
with his brother in Culver City, CA.




lntroducmg the only way to play over 100
video games with just one cartridge.

Join GamelLine. For just $59.95* plus a $15 one-
time membership fee, you get: the Master Module;
Gameliner Magazine every month for a year
(a $24 value); the Gamel.ine Master File of game
instructions; full-color poster. And more.

Be the first to play the best.
Become part of the first complete
nationwide video game network of its
kind with video game competitions,
prizes and more. Much more!

With
more games
added every month! All,
through your telephone! Play them
whenever you want. Preview games
that aren’t even in stores yet. Try
them at home so you'll know
what to look for. All for about
10¢ a play.

It’s easy. Just insert the

GameLine Master Module™ | s e Plug into GameLine wherever you
(it costs about the same ' buy your favorite video games.
as two game cartridges) For the GameLine

into your Atari® 2600 VCS™,
ColecoVision™ (with Expansion
Module #1), or other VCS™-
compatible system and hook it up
to any telephone. After registering
on our toll-free number, use your joystick to pick
and play your favorite games, enter contests. And
more. Your games will be automatically charged to
your (or your family's) major credit card at $1 for
about 10 plays. And your telephone will never be
tied up for more than a minute.

dealer nearest you,
call us toll free at:

1-800-CVC-2100

*Suggested retail price

M“"E v

Theincredible new way
toplay video games.

GamelLine ™ and Master Module ™ are trademarks of Control Video Corporation. Atan* Video Computer System™
and VCS™ are trademarks of Alan, Inc. ColecaVision™ is a trademark of Coleco Industries. Inc
© Control Video Corporation, 8620 Westwood Center Drive, Vienna, VA 22180



Finally, in 1967, Bluth decided that
animation was indeed his true life's
work, and he returned to the field as a
layout man for Filmation Studios. He
stayed there until 1971, when Disney
announced a new training program
for animators. It was an offer he
couldn't refuse.

Back at Disney, he established an
impressive list of credentials. He ani-
mated parts of ‘‘Robin Hood" and
‘“The Fox and the Hound,” and
directed the animation on '‘Pete’s
Dragon''. At the same time, he and
fellow animators Gary Goldman and
John Pomeroy started working nights
and weekends in Bluth's garage on
their own animated featurettes.

While at Disney, Bluth became dis-
enchanted with the studio. In spite of
its excellent reputation, he felt that the
classical animation techniques created
by Walt Disney had been allowed to
fall by the wayside in an effort to cut
skyrocketing animation costs to the
bone. He left the studio for good in
1979 along with 13 others, in a highly-
publicized dispute over creative qual-
ity.

Bluth sums up his artistic convictions
by saying that, *'There are two kinds of
animation: the "Bambi'' and "'Pinnoc-
chio” classical style, and the Saturday
morning cartoon type. I'd rather sell
shoes than do the latter.”

And so he created Don Bluth Anima-
tion, a production company dedicated
to re-establishing the intricately-de-
tailed, high-quality technique that,
until then, seemed destined to fade
into history. The new company's first
effort, "'Banjo the Woodpile Cat",
aired on ABC-TV.

"“The Secret of NIMH"", Bluth's first
feature-length effort, first catapulted
his artistic perfectionism into the pub-
lic eye. Movie critics hailed it as a re-
turn to the good old days of anima-
tion, when the bottom line was the
overall quality of the picture — not the
cost. But, although it was a critical suc-
cess, MGM (supposed to market and
distribute the film) backed off on its
promise to spend money promoting
the picture at the last minute. The ex-
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ecutive producer managed to come up
with some advertising money, but
Bluth feels that “NIMH"" was short-
changed in the long run.

“Animated films aren't being pro-
duced or marketed well,"" says Bluth,
pointing out that there are a number
of feature-length works collecting
dust on movie studio shelves (among
them: Ralph Bakshi’s "‘Fire and Ice",
an adaptation of Richard Adams' best-
selling novel 'The Plague Dogs'").

When Rick Dyer, of Advanced Mi-

Don Bluth and his friends from Dragon’s
Lair; Dirk and the Crypt Creeps (below).

crocomputer Systems, invented the
technology used in Dragon's Lair's
laser disc operation, he initially
approached Bluth’s studio with the
idea of animating a medieval-themed
adventure game. Bluth was so excited
by it that he and his fellow workers
immediately started working overtime
on the project. They all worked with-

out getting any money paid to them,
but the company received one-third
partnership of Starcom. (A.M.S. owns
another one-third, and Cinematron-
ics, which manufactures and markets
the game completes the trio.)

All'in all, Bluth and associates pro-
duced over a million dollars" worth of
animation for the game. They de-
signed it to look like a quality motion
picture, with changing camera angles,
special lighting effects, and the like.
““But,”" he laughingly remembers,
"When we looked at the final product,
we all agreed there was no game!"

Realizing, belatedly, that what
works for a film may not work in a
videogame, Bluth set out to the
arcades for some hands-on research.
He played the best and worst games
he could find, carefully examining
each in an effort to learn what made
the good ones so exciting.

He also called in game designers
from Advanced Microcomputer Sys-
tems. Together, they salvaged what
they could from the original work
while infusing Dragon’s Lair with the
rhythms, rapid-fire stimulation, and
illusion of constant danger found in
the best arcade games.

Bluth is already nearly finished ani-
mating Starcom's second laser disc
adventure. The new game, a science-
fiction thriller entitled Space Ace, is a
high-action chase starring a 16-year-
old, huge-eared nerd, named Dexter.
The nebbishy, 98-b. weakling must
rescue his friend Kimberly from evil
aliens bent on destroying the Earth.
The way to rack up points is to keep
Dexter out of danger, but if the need
arises he can turn himself into Super
Dexter — a strapping, macho hunk
invulnerable to destruction — for 12
seconds, anyway.

The new game promises as much
action and adventure as Dragon’s Lair,
plus adding enhanced sound effects
that include full dialogue. Coleco,
which has bought the rights to Drag-
on's Lair, has first refusal on this title
game as well.

What's next for Don Bluth? Besides
Space Ace, he has several more con-
cepts up his sleeve, and expects the
money that Dragon’s Lair earns to fi-
nance more full-length feature anima-
tions. So when arcaders drop their
quarters into their local Dragon’s Lair
game, they can rest assured in the
knowledge that, besides having a
great time playing, they're contribu-
ting to the revival of classical anima-
tion. Not bad for a couple of quarters.

S







\— & 4 N

\/

*Electronic Games
460 West 34+ Street

New York. N.Y. 1000/

AUTHOR! AUTHOR! PART lII

In response to the editorial by Arnie
Katz entitled *'Author! Author!”, my
response was, ‘‘Hooray! Hooray!"'

The people that are bringing elec-
tronic games to life are authors and
artists, and they should be treated as
such. When someone translates a
game from one system to another,
that can be a painstaking proposition.
Very often you are dealing with apples
and onions, and the people who trans-
late video and computer games should
also receive credit.

Arnie Katz hit the nail on the head
when he referred to the manufac-
turers' fear that their talent would be
“pirated’’. It's my belief that this
thinking at the corporate level is back-
wards. It's been my experience that
there are two major reasons why de-
signers jump ship: No author credits
and no royalties. Activision does not
lose people. This tells me something!

In all fairness, | must say that other
companies are following suit. It's tak-
ing time, but it is happening. If they
don't give credit where credit is due,
who can blame a designer for seeking
greener pastures?

Jack D. Cooper
Agency of Video Authors and Artists
Long Beach, CA

HOW TO PIRATE VIDEOGAMES

| recently purchased a Starpath Su-
percharger and | was wondering if it
was possible to record Starpath's tapes
onto another cassette. Would it work?
I'm afraid to try it because | think I
might damage my Supercharger.

P.S.: Please don't print my name.
Thanks.

Ed: In answer to your question,
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what you're talking about is video
piracy. Not only is it illegal, but it
deprives software designers and
manufacturers alike of the fair profits
they deserve for taking the time to put
out those games. If the companies
don't make a profit, they won't be
around to manufacture any more
videogames. Software pirates hurt not
only the people who make games, but
they also hurt the people who play
them. No wonder you didn't want us
to print your name!

INTELLIVISION IIl DROPPED
| read in your May issue that the

Intellivision Il was being released.
According to you, it has great features,
but you added that there was more to
it than what was mentioned. When is
it being released? Could you print a
picture of its prototype?
David Brookman
Astoria, NY

Ed: Unfortunately for Intellivi-
sionaries, Mattel has scrapped plans
to market the Intellivision Il com-
pletely. Like Coleco, the company is
putting its full marketing strength be-
hind its Aquarius computer, which
plays souped-up versions of all the
Intellivision favorites.

“‘“’ H LI, 1) g

OM/PAc

A\\Q‘_\

> NINVANS> 4

<>

e

<

AQUARIUS COM/PAC (MATTEL)




BATTERIES LAST

UPTO FOUR YEARS.

BUT THIS
DEALWON'T.

Now, for a limited time, GE gives GE Rechargeables are rechargeable
you a free charger in every specially over and over again. But we only
marked Rechargeable Batter . charge you once. You don’t throw them
Set at participating retailers. And rectersade B away like old-fashioned disposable
that’s just the beginning of big = ===2==— B batteries — you plug them in and
savings. Because GE will also recharge them. GE Rechargeables keep
send you a $2 rebate for any on charging and powering for
Rechargeable Battery Set you % up to four years.
buy.Just clip the coupon from this _ == So hurry and get your
ad and send it to GE with your ' free charger now and $2 back.

proof of purchase. It’s that easy. It's never been easier to start
e saving with GE Recharge-
able batteries. Call us toll-

free for the dealer
nearest you.

Your Direct Line to General Electric 4%
The GE Answer Center 800.626.2000 ~=

echargeabé By yrroy
lickel-
sadmium

For buying GE Rechargeable Battery Sets. Just
fill in this coupon and mail it with purchase
confirmation from the side of a GE Rechargeable
Battery Set package and register receipt.
Please print

Name

Address

City State Zip

Send to: Two Bucks Back '83, General Electric Charger Rebate
1 Industrial Drive, P.O. Box 6669, Maple Plain, MN 55393

Limit of one rebate per family or address. Offer good only in
USA. Void where prohibited, taxed or restricted. Offer expires
January 31, 1984. Original coupon and register receipt must
accompany request. Copies will not be accepted. 00

WE BRING GOODTHINGS TO LIFE.
GENERAL @D ELECTRIC

Dattery




WARNING: INTELLIVISION
JOYSTICK ADD-ONS

BEWARE! When using a joystick
adapter on the Intellivision controllers,
excessive forward pressure on the
joystick may cause irreparable dam-
age to your hand controller. Mine
literally broke in half.

Jim Taylor
Morgate, FL

THE SUPERGAME CANCELLED
| just called Coleco and found out
that its much-ballyhooed Supergame
Module has been cancelled, effective
6/2/83, and won't be available until
“sometime in 1984". They must be
taking lessons from Intellivision,
announcing new products months
ahead, and then not delivering. Can
you shed some light on the reasons
why the Supergame was cancelled?
Coleco wouldn't tell me.
George M. Knochel
Lakewood, CO

Ed: The Supergame was cancelled
so that Coleco could devote the
majority of its production to the new
Adam computer, an 80K, ColecoVi-
sion-compatible system with built-in
word processing and data storage
drive (not a conventional tape or disk
drive). The Adam is available as a
free-standing computer, or as an add-
on to existing ColecoVision units. It
can play all of Coleco’s brand-new
Supergames, in effect replacing the
old Supergame Module.

Don't feel too bad about the can-
cellation — or should we say post-
ponement — of the Supergame sys-
tem. The entire thing is being re-
vamped to accommodate an even

THE EVOLUTION OF A LEGEND

CINEMATRONICS® DRAGON'S LAIR
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newer technology. Want a hint? Col-
eco has already bought the rights to
Dragon’s Lair, the first coin-operated
laser disc videogame ever produced.
Maybe the Supergame will be worth
waiting for.

RESTING IN THE SKY-CITY

When playing ColecoVision's Zax-
xon on Level 1, you can take a rest
whenever you want by placing the

ZAXXON

ship on the third notch from the bot-
tom. This way, turret shots and walls
are too low to hit, and you're out of
tractor missile detection range.
Jeff Winter
Edina, MN

CONTROLLING THE
COLECOVISION

| found your review of joysticks
most helpful in my search for a trigger-
style top-firing model. | followed your
recommendation for a Pointmaster by
Discwasher and have been very
pleased with it. Using the Pointmaster
this way makes the play on Coleco
games, such as Gorf and Zaxxon,
much better. My question is this: Can
this cause damage to my ColecoVision
unit?

Also, | suggest you add Megama-
nia to your arcade scoreboard for
high scores. How does my high of
530,150 compare to the national high?

Michael Meier
Elkhart, IN

Ed: The Pointmaster can not dam-
age your ColecoVision unit! Neither
will any other Atari-compatible con-
troller on the market. And to answer
your second question, your score is
excellent. But Electronic Games is

dropping the national arcade
scoreboard this issue, for a number of
reasons. First, though gamers are on
their honor in many cases, there are
ways of cheating even home
videogames. Certain games can
actually be set to play forever, so even
photos of home screens may be the
result of several hundred turns on the
same game. Second, the point of play-
ing videogames is first and foremost
to enjoy them. Top scores are nice,
but they shouldn't be the gamer's
sole ambition.

CHOPLIFTER TIPS

I've scored up to 61 on the Atari
version of Broderbund's Choplifter, by
using the following methods:

On your first run, go along at
medium-low height and blast the
tanks. You can open the barracks by
getting down to their level and shoot-
ing once (only once or you'll kill your
own people.) Never land on the bar-
rack’s opening or the people trying to
get out will be killed. Don't leave until
you've picked up a full load of 16 pas-
sengers.

After the first sortie, travel as low as
possible. The instant you see a jet, stop
until you see it fire. Always try to land
beside the barracks, because for every
person who comes aboard the chop-
per, another one comes out of the

BRODERBUND'S CHOPLIFTER!

building. Your chopper will be filled in

seconds. Always lead tanks away from

people to keep them out of the line of
fire.

Mike Grubbs

Katy, TX

ARKIE ANNOUNCEMENT

To clear up any confusion resulting
from the Arkie nominations presented
in our Sept. issue, the eligibility dates
for all games are: 10/1/82 to 9/5/83.

Also, under consideration for com-
puter game of the year, Miner2049'er
from Big Five is for the Atari, while
Micro Lab created the excellent Apple
Il version. S




So Much
Fun!’”

- “  Pac-Man" revolutionized the
PA@ & |M A |ﬁ video game i‘rlldtl:sltry!

\ VY | Y0 X With the introduction of Pac-Man™ and
WAT eH E ’ Ms. Pac-Man™ Watches from Paxxon
Corporation, a revolutionary new form of time-
keeping also begins. Utilizing the unique new
floating disc technology, Pac-Man™ rotates,
gobbling ghosts, power dots and cherries while
telling the time. Paxxon Watches have Swiss
jeweled movements and durable, colorful
bands that fit any size. Fii e

Any Watch can tell you jusf

the time, but Pac-Man™ v |
Watches gobbile all /(\ :

day long for you. i
Wearing time / 4

was never so
much fun!

CORP.

“We Make Watches That Tell More Than Just The Time”

A Subsidiary of Diversified Greyhound =~&
8052 N.W. 14th Street, Miami, Florida 33126 « (305) 592-6460

Licensed TM < 1980, 1981 Bally Midway Mfg. Co. All rights reserved.




PEOGAMIE

Two Great Games Attain Immortality

By THE EDITORS OF ELECTRONIC GAMES

" he gold-encrusted heavy doors swing majestically
open again, as they do but once each year, to admit
two deserving titles to the Videogame Hall of Fame. More
than 1,000 readers of Electronic Games sent in their
special nominating ballots to tell the world which coin-op,
computer game or videogame cartridge they thought
deserved to be enshrined along with the other members
of this exclusive club: Pong, Space Invaders, Asteroids,
Pac-Man, Quest for the Rings, Major League Baseball,
Defender and Star Raiders. (The latter two games entered
the Hall of Fame last year in the first annual voting, while
the first six were the charter inductees.)

Following the dictates of the voice of the people, two
superb games have earned their places in the Videogame
Hall of Fame. Dominating the voting with nearly twice as
many nominations as any other title is Donkey Kong.
Interestingly, the coin-op machine drew many votes, but
the ColecoVision cartridge shared just about equal re-
sponsibility for the vote-topping performance. “It's a fan-
tastically faithful reproduction of a classic climbing
game,'' says reader Dennis Venerus (London, Ontario,
Canada) referring to the home version. “'Donkey Kong

BRI ADVANCED DUNGEONS & DRAGONS
(Activision) (Mattel)
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has broken new ground in climbing games," notes Brad
Bruner of Madisonville, Tenn., in a comment that seems
to sum up voter feeling, "*and it's as much of a delight to
see as it is massively entertaining to play."

The other winner, Zaxxon, also benefitted from several
excellent home editions (by Coleco and Data Soft), but
most ballotters appeared to have the pay-for-play version
on their minds. ‘It has 3-D effects, good graphics and bott
air and land battles,”” points out Greg Baker, Corvallis,
Ore. "It has superb graphics and fine playability,”
seconds James Paulus, Burlington, la.

With so many excellent games eligible for the Hall of
Fame, it's inevitable that some will get left out in the cold.
That was certainly the case this year. Among the potential
future Hall of Fame members that ended up just a few
votes shy were Tempest, Centipede, Pitfall, Advanced
Dungeons & Dragons, Tron, Vanguard and Joust.

Will these games do better in next June's vote — or will
they slip back as last year's near misses — Missile Com-
mand, Demon Attack and Astrosmash — did? Only time
— and the electronic gaming public—will be able to tell
whether they do or not.

TEMPEST
(Atari)




DONKEY KONG
(Nintendo/Coleco)

All other famous apes had better content themselves
with their past press clippings, because Donkey Kong and
his antagonist Mario the maintenance man have become
the most famous pair of foes since Jim Tunney got off the
canvas after the “long count”” against Jack Dempsey.

This multi-screen climbing game has greatly influenced
the current direction of both the home and arcade fields.
It has shown that an action-adventure, offering a variety
of challenges and dressed up with charming graphics, is
still the heart's desire of the typical player.

Small wonder that Donkey Kong has effortlessly made
the transition from an arcade mainstay to assuming the
mantle of most popular home contest. Its theme of pur-
suit and rescue is timeless, and the play-mechanic, with all
its climbing, leaping and dodging, is surely one of the
most enthralling ever presented. And when you finally
vanquish that mighty, love-starved king of apes, you will
realize that you have really accomplished something truly
special.

ZAXXON
(Sega)

The special brilliance of Zaxxon is that it takes the
highly entertaining scrolling shoot-out play-mechanic
and gives it an entirely fresh lease on life by creating the
illusion of three-dimensional movement. It also doesn't
hurt that Zaxxon's graphics were indisputably the most
intricate and beautiful ever created for an electronic game
at the time it hit the family amusement centers like a
thunderbolt.

Another part of the secret of this game's success is the
inclusion of the space dogfight between the two sky
fortress phases. Not only does it give thumb-weary pilots
a (relative) breather, but it also reinforces the science
fiction theme, reminding players that everything is
actually taking place in outer space, after all.

Zaxxon is obviously not an easy game to master. Some
even credit the ““bozo" level of Coleco’s home edition
with making it accessible to the average joystick jockey.
Yet if any electronic contest is worth a little extra practice,
gamers agree that this is the one.
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The12 Strongest People
In The World.

T You may know them as students, doctors,
"= office workers, lawyers. But don't let that fool
you.They are the Warriors of Ras.”

At will they can enter the world of Ras. A
world where sorcery is real and heroics are commonplace.
It is there that you'll find the four challenging new compu-
ter role-playing games: Dunzhin, Kaiy Wyld§ and Ziggurat.

You can join them, pitting your mind and,
reflexes against mazes filled with creatures that are 47
more threatening at every turn. Turns that become ~ '
more treacherous with every step. And with each triumph
you become stronger, faster, wiser.

Even better, you
can carry your experience from
one game in the Warriors of Ras
series to the next. You may need
to. Dunzhin, Kaiy, Wylde and
Zigguratare increasingly difficult.

@ SO Sh e your All Mlje  for Atari and CZ'%ZZZ‘;” 64

b I ames dre riand Com .
SWOI‘d YOu - g:COUId become the Dunz%inﬁzzko available for Apple and IBM PC
first Level 20 Warrior. The strongest in the world.

And all the while even your best friends may
never know what's happened to you. screenpl ay

Box 3558, Chapel Hill NC 27514 800-334-5470

The ultimate challenge from Screenplay is coming, Play, and
you could win $10,000.




Games That Go
“Bump”’ in the Night

By BILL KUNKEL

t's the night of Halloween, which

our ancestors once called "'All Hal-
lows Eve''. You're curled up snugly in
an armchair, a copy of H.P. Lovecraft's
"The Strange Case of Charles Dexter
Ward" cradled in your lap, and hot
chocolate brewing on the stove when
the urge strikes!

Suddenly, there's nothing in the
world that seems as appealing as a bit
of electronic gaming. What to play? It
is Halloween, after all, so the subject
of tonight’s gaming session should be
something appropriate. How about
some scary electronic games, for a
chilling change?

Actually, computer text adventures
have dealt with the subject of the
macabre quite extensively. Scott
Adams' The Count and Voodoo Island
were among the earliest of that prolific
software author's ''Adventures'’.
Crystalware, a controversial software
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DRACULA (COLECOVISION)
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FRANKENSTEIN'S MONSTER

house that has since gone to its last
reward, still walks the earth in the form
of an early, stylized action-adventure
based on Edgar Allen Poe's classic
"House of Usher"".

In spite of the licensing binge on
which the electronic gaming industry
is currently embarked, very little has
been done to bring classic horror
themes—with the exception of the
done-to-death science fiction "alien-
vasion''—to electronic life. Sierra On-
Line's recent adaptation of "'The Dark
Crystal'’, a grim fantasy film em-
ploying sophisticated "‘muppetry" to
create an entire world, has proven a
better piece of work than its inspira-
tion, even though Ken and Roberta
Williams bent over backwards to stay
faithful to the original screenplay. It
merely whets the appetite for future
projects based on classic or contem-
porary horror concepts. Some enter-




prising software house could even buy
therights to *“The Thing'’ and produce
two versions. One could be based on
the original claustrophobic master-
piece, the Howard Hawks version,
with a superintelligent vegetable cut-
ting off the stranded members at an
arctic outpost. The final confrontation
outside the generator room, where
the alien is fried in an "‘electronic fly-
trap,”” would make a spectacular

visual. Then there's the more recent
John Carpenter remake. It's closer in
spirit to the short story on which both
films were based, John Campbell's
“Who Goes There"'. It would confront
players with a shape-changing invader

FRANKENSTEIN'S MONSTER

who might be the simulation sitting
right next to you!

Classics aside, there is no shortage
of sleazoid monster movies. Theodore
Sturgeon probably conceived his
premise 99% of everything is crud"
after seeing a particularly awful scare-
'em. For some reason, however, the
nut-case fringe of what the French call
cinema fantastique has proven more
popular with game translators than
with movie critics. Tobe Hooper's ear-
ly experiment in what has come to be
known as the '"spatter film' genre,
“The Texas Chainsaw Massacre'’, a
bloody recounting of a real-life horror
story, has both its friends and foes. It
makes a highly dubious subject for a
videogame, especially in Atari 2600
format. The actual gameisn't nearly as
offensive as one might fear—it's
actually a rather tame mazechase, but
it has drawn considerable negative
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press to the hobby of electronic
gaming.

A new title from Fox Video Games,
Revenge of the Beefsteak Tomatoes,
is a sequel to a legendary, awful horror
“satire’’ dubbed "Attack of the Killer
Tomatoes." The film consists of toma-
toes plopping out of faucets, turning
up in basements, etc. in a wild parody
of the sinister-invasion theme. In the
videogame ‘'sequel’’ a heartier strain
of violent veggie gives humanity a
“"taste" of their vengeance. The Beef-
steaks, by the way, are the result of
acid rain! ECO-Horror?!

Speaking of 2600 entries in the
scary genre, don't overlook the de-
funct Data Age's Frankenstein's Mon-
ster, in which a tiny on-screen adven-
turer must brave poisonous spiders
and trapdoors to descend three levels,
float across a deadly moat, and re-
trieve blocks with which to wall in the
creature, chained at the top of the
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REVENGE OF THE BEEFSTEAK TOMATOES
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REVENGE OF THE BEEFSTEAK TOMATOES

playfield. Lightning, the monster's
staff of "life’", crackles through the
skies, and the creation of Victor von
Frankenstein constantly grows strong-
er. When he turns totally green, it's
party time! The monster runs amok
and snuffs out those annoying villag-
ers' torches once and for all.

There are currently two versions of
Bram Stoker’s ultimate vampire, *'Dra-
cula". The story of the Transylvanian
Count is based on the actual exploits
of Vlad Tepes, a bloodthirsty Walla-
chian ruler who was fond of impaling
lawbreakers alive and staking them to

the roadsides.
Upcoming for ColecoVision is a

Dracula in which the gamer assumes
the role of vampire hunter. The ex-
isting *'Dracula’" game, for the Intel-
livision from Imagic, is the finest scary
videogame yet created. In this far risk-
ier premise, the gamer is Dracula,
turning from manform to bat and
fleeing from stake-wielding policemen
through the London night. The game
features several astonishing effects,
most memorable being the opening in
which the moon rises, a great crypt
opens and —Voilal—out flies a large
black bat. It flaps out onto the street
and changes into the caped Count and

watch the windows for tell-tale
"“eyes'’, then simply knock on the door
to gain entry.) If the human within is
dumb enough to leave his domicile,
the count's fangs are waiting. Bite a
victim on the neck and they disappear,
replaced, rather unsettingly, by their
point value.

Not only do the stupendous
graphics make Imagic's Dracula a win-
ner, but the vicarious thrill of actually
portraying a vampire is presented to
the electronic gamer for the first time.
How controversial this game concept
will prove remains to be seen, but it
would be foolish to deny that violent
impulses lurk within al of us.

Big monsters, that is, really big
monsters, seem to be the favorite of
game designers. In Nintendo's Don-
key Kong, an ape climbs through four
scenarios up the skeleton of a sky-
scraper, carrying a fair damsel in its
hairy paws. Tigervision's King Kong
got the title right but the game wrong.
A crude simulation of the venerable
movie, the table-top version of King
Kong is actually superior to the
videogame version on the 2600.

The ultimate in vicarious monster-
stomping, however, has got to be
Epyx’s Crush, Crumble and Chomp in
which text and graphics are combined
to allow the gamer to play any of sev-
eral prehistoric beasties modeled on
creatures from Japanese horror flicks.
Players are allowed an intriguing num-
ber of options, including versions
where points are gained for property,
human and/or military destruction.

So this year, give some trick-or-
treater a scary videogame. L)

1882 Universal City Studlos. Inc.

KING KONG (TIGERVISION)



TAC-2™. It stands for Totally Accurate
Controller, and it means it. With most

joysticks, you can't feel your
move until it's too late. With TAC-2
by Suncom, it’s like your hand is

part of the game. TAC-2 has [
!

tactile feedback — feedback you

can feel. It also has an extremely A\S

tight reaction time, a short
throw distance and right and
left hand fire buttons to keep
you a step ahead of the game.

With TAC-2 you know absolutely, \

positively the exact moment

you make a move — any move. i

TAC-2. It's everything you want in a
joystick including dependable. It's backed

by a 2-year limited warranty-the
longest, strongest warranty of
any major joystick manufacturer.

The next fast move is up to you.
Get TAC-2 for your Atari 2600,
Sears Telegame, Atari 400, 600, 800,
1200, 1600, Commodore VIC-20
and 64, TI-99/ 4A (with adaptor),
NEC and Panasonic personal
computer* From Suncom, the

" people who bring you techmcallv-
advanced joysticks, including our

new Starfighter™ for Apple*

TAC-2. The controller that makes you part of the game.

z 2
SR

suncom Incorporated
650E Anthony Trail, Northbrook, IL 60062

[

// M S\ ncom

Always ahead of the game

“Products and trademarks of Atari, Sears, Commodore, NEC, Texas Instruments, Panasonic and Apple.
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“Miner 2049er", “Scraper Caper”. “Bounty Bob” and “Yukon Yohan" are trademarks of Big Five Software. "ATARI ~ and =

In Miner 2049er,™ you helped
endary mounty, Bounty Bob,™ track
s Yukon Yohan™ through an abandoned u '

. — all ten levels of it — grabbing buried treasure and
avoiding deadly radioactive mutants along the way.

Well, that was only the beginning!

Yukon Yohan has escaped to the cityal
is after him! Only this time, Bob’s
bucks, so he’s taken a]Ob@ d
the chase. And guess whith villai has torched a
skyscraper to trap Bounty Bob?

You guessed it — Yukon Yohan!

Scraper Caper™ has all the action;.adve
excitement that can be packed into a ROM cartndge. And

it features a mind boggling number of rounds, difficulty adjustment,
high score table, demo mode and spectacular sound and graphic effects.

Miner 2049eris a gamer's gold mine, but you've got to beat ScraperCaper
to get to the top! Scraper Caper is available from your local dealer for the
ATARI® 5200 Supersystem™ and all ATARI Home Computers.

Suggested Retail $49.95

14640 Keswick Ave., Van Nuys, CA 91405 (213) 782-6861

5200 Supersystem” are registered trademarks of Atari, Inc.
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H owling autumn winds bring in
more than just the start of an-
other long cold winter. It also signals
the start of another season of holiday
cheer.

It's a time when most folks start
thinking about how to help friends
and family pass those long chilly
months more pleasantly. If you've got
some videogamers on your holiday
shopping list—and who hasn't these
days? — or if you're just looking for
something that'll make playing a little
more fun, have we got some spiffy
stuff for you!

You see, now that electronic gam-
ing is a hobby enjoyed by more than
40 million Americans, companies have
arisen which exist to do nothing
beyond catering to this immense mar-
ket of game-lovers. So if you want a
gourmet joystick or a multi-colored t-
shirt, chances are good that some out-
fit, somewhere, is ready to supply it to
you.

Here is just a sample of some of the
goodies guaranteed to gladden the
hearts of any true electronic arcader:

GAMING GARB

Not only are t-shirts comfortable,
but they also give wearers the oppor-
tunity to express their opinions to the
world. Photo-Lith, one of the largest
t-shirt manufacturers in the country,
has licensed the rights from a number
of excellent games. Frogger, Zaxxon,
Q*Bert and Subroc 3-D are just a few
of the hot titles offered, and rany
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ASTEROIDS COSTUME

stores can customize the shirts to in-
clude the gamer's name or high score.

Pint-sized players who want to geta
little more into character can check out
Collegeville Flag & Manufacturing
Company's videogame-oriented
Halloween costumes. These vinyl all-
in-one suits feature game illustrations

GD

Products to Increase Your Gaming Pleasure

By THE EDITORS OF ELECTRONIC GAMES

across the chest, plus a mask to com-
plete the outfit. Q*Bert and Defender
are among the costumes offered, but
the editors’ choice is definitely Aster-
oids. It comes complete with a pitted,
stonefaced mask guaranteed to scare
the dog under the bed for a week.
Trick-or-treating Pac-fans will no
doubt be interested in Ben Cooper's
gobbler costume, sized for kids, which
includes a Pac-mask.

And speaking of Halloween, there
are plenty of videogame-oriented
treats to satisfy sweet-toothed
arcaders. After polishing off one of
Popsicles’ Pac-Man ices, hungry gam-
ers might want to freshen their breath
with Topps' Video Arcade Gum, bite-
sized coated chewing gum packaged
in cardboard '‘arcade machines'" like
Frogger, Zaxxon, and Donkey Kong,
then top it all off with a hearty bowl of
Ralston's new "‘Donkey Kong Cereal."
These bite-sized barrels taste a lot like
Captain Crunch cereal, and are vita-
min-fortified to boot.

THE SERIOUS GAMER
Most hard-core videogame players
have, at one time or another, de-
veloped painful hand or joint cramps
from using hard plastic controllers. In-
tellivision owners have enjoyed a de-
gree of relief thanks to Electrocomp's
stick-on disc cushion, the Thumb
Saver. The same company recently de-
veloped a cushion grip for Wico-stick
fans as well. The nifty little slip-on,
aptly-named the Hand Saver, comes




packed with four “Octoputs” suction
disks, which can be easily attached to
the bottom of the joystick to allow for
one-handed home gaming. The
Thumb Saver and the Hand Savereach
retail at under $10.

Anyone who really yearns to take
home the arcade "feel” now really
can, thanks to Techna Inc.'s Video Sta-
tion game cabinet. Just assemble the
pieces (instructions are enclosed), put
the television set and videogame on
their respective shelves, and presto!,
an instant home arcade machine. The
complete Video Station stands 30%2"
high and can accommodate any TV
up to 27" long. It provides a com-
fortable, eye-to-screen view for
adolescent players, and sells for about
$129, including arcade-like details on
the top and sides. The top section,
featuring the arcade-like monitor
frame, can be bought separately for
about $70 while the bottom piece
(that turns it into a stand-up machine)
is about $60.

Sony's 13-inch HIT color television
set is a perfect choice for the serious
home arcader. It comes with a game
input jack built right in to the front of
the TV set, eliminating the tangle of
wires and switches that clutter the
backs of many gamers’ TVs. At under
$500, it's priced competitively with
other, conventional units.

Trendy home electronics hobbyists
might find one of the Robot Factory’s
creations a real blast. The Robot Fac-
tory manufactures and sells a variety
of mechanical marvels that can be
built to almost any specifications, from
looks (super high-tech to character
likeness) to capabilities. The robots
can be made to move, talk (through a
remote-controlled microphone or a

1LP asoee

VIDEO STATION GAME CABINET
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built-in cassette player), grip objects,
inflate balloons...the sky's the limit!
However, this also applies to the price.
The Colorado-based Robot Factory's
ready-made droids start at $4,500 and
can go a lot higher, depending on spe-
cial features ordered. Well, no one said
it would be cheap to be the first on
your block to have one.

CONTROLLERS

While the sheer number of control-
lers on the market keeps us from men-
tioning them in this space (see the new
column, “In Control”, for in-depth re-
views of the latest controllers), one
product is so unusual that it deserves a
notice: the Amiga Joyboard, a surf-
board-like
contraption
that
gamers
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ROBOT FACTORY'S CREATIONS
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actually stand on to control their
games. Packaged with a skiing car-
tridge game for the VCS, the Joyboard
should be out in plenty of time for
Christmas.

ColecoVision owners who just can't
get used to the clumsy, mushroom-
styled controllers packaged with the
system can now hook Lasky's Col-
ecoVision Injoy-A-Stick up to the old
keypad to get more of a ‘real”’ joystick
feel in their games.

An excellent gadget for the gamer
on the run is a Nelsonic Industries
game watch. Available in two styles—
Frogger and Q*Bert—these wristband
timepieces go wherever the arcader
does, bringing fast-action fun to the
fore at the touch of a button.

Home arca-
ders who pre-
fer the
com-
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GRAPHIC COMPUTER SYSTEM
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THE HIGH
PERFORMANCE
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EXCLUSIVE BUILT-IN SCREEN VECTREX 3-D IMAGER VECTREX LIGHT PEN

Portable-No TV Set Needed! .In Color! A Unique Learning Tool!
f// Now there’s a graphic computer system that
; can truly be called "High Performance.” Vec-
trex has the look, action and power that leaves
the others in the dust!
Only Vectrex has its own built-in screen so it's
portable—pick it up and play almost anywhere!
For unbelievable realism, put on the new Vec-
trex 3-D Imager™ accessory. Get ready for a real
3-D experience—in color—that will surround you
and draw you into the action like no other video
game, home or arcade.

The new Vectrex Light Pen accessory makes
learning fun! You'll interact directly with the built-in
screen to create brilliant graphic effects, compose

music, play educational games, even create animation!
Vectrex has a large and expanding library of ‘‘High
Performance’” games, including popular arcade clas-
sics like Pole Position™, Scramble™* and Berzerkt. All
Vectrex cartridges are ready to challenge you and trans-
port you to the stars. . .and beyond!

Yectiex.

GRAPHIC COMPUTER SYSTEM

" Trademark of General Consumer Electronics, Inc
“Pale Position ™ is created and licensed by Namco. c 1982.
* "Trademark of and licensed by Konami Industry. < 1981.
tTrademark of and licensed by Stern Electronics Inc. < 1980.
© 1983 General Consumer Electromics, Inc. Santa Monica, CA 90401. Al Rights Reserved




by STARPLEX

STARPLEX'S GAME-SELEX

forts of home to the outside hustleand  cassette, or videodisc organizers. videodiscs, depending on the model
bustle can save wear-and-tear on their These walnut-toned cabinets can bought. Each unit has a unique
valuable cartridges with Starplex's store 10 or 20 videogame cartridges, ‘pusher’” button atop each storage
Game-Selex cartridge case. The unit 15 or 30 computer cassettes, or 30 slot, which ejects the game from its
stores up to nine videogames, which
can be booted up with the flick of a
switch through the main power cart,
connected through the VCS' cartridge
slot.

After a rousing play session, home
gamers can call their friends to talk
about it on the sleekly-styled Pac-
Phone, which sells for under $50 and is
available at many telephone centers.

THE STOREBOARD

It's impossible to keep an extensive
videogame library neat and organized
without some sort of storage/organiz-
ing system. The Pusher storage cases
represent the ultimate in cartridge, PUSHER'S VIDEODISC CABINET PUSHER'S AUDIO CASSETTE HOLDER
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THE SUPERCHARGER
The closest thing to ar
graphics you'll ever have at

Graphics.

Color. Excite-

ment. That's

hy you go

0 an arcade.

® And that's

- =% why you'll come home to

"% the SuperCharger System by

Starpath.™

It's an incredible add-on that packs

more punch into the Atari 2600. Im-

mediately you'll get more color. More

graphics. More challenge. Plus the

extra power your old system needs to

play the most exciting games on the
market— Starpath games.

Just plug in and play

There's no assembly. Plug
the SuperCharger unit into
your Atari 2600 game slot
and insert the cord into the

earphone jack of any cas-

sette player. Now you've got 49 times
more RAM power. Graphics compara-

ble to a home computer. And an ar-

cade's worth of action.

Action that's prompted enthusiastic
comments from people who know video
games. Rolling Stone Magazine says:
“The SuperCharger System will revo-
lutionize the games business.” Elec-
tronic Games says: “Starpath has one
of the greatest products to enter the field
of video gaming”

© 1983 Starpath Corp.

Starpath also
hasacomplete [ om ok
ine e .
ing cas - T

sette games £
that make
home video
worth staying home. Choose from
space, skill, adventure games plus the
arcade hit, FROGGER.™ And Starpath
has a lot more to come, including games
for ColecoVision,™ Atari 400/800™ and
Atari 5200.™

Your collection of Starpath games
begins with PHASER PATROL.™ It's free
when you buy the SuperCharger Sys-
tem. Come home to the Starpath ar-
cade. Get the SuperCharger System and
the first wave of Starpath games today.

To find out where Starpath prod-
ucts are sold in your area phone (408)

970-0200.

S'IT\RH"&'I'H"’
CORPORATION

The New Power In Home Video.

Atari 2600, 5200 and 400/800 are trademarks of Atari, Inc. ColecoVision is a trademark of Coleco, Inc. Frogger is a trademark of Sega Enterprises, Inc
Audiovisual effects and games program © 1981, 1982 Sega Enterprises, Inc. Starpath is not related to Atari, Inc., Coleco, Inc. or Sega Enterprises. Inc.




GQODIES

I FOR GAMERS

casing when pressed. Pusher Sales
Inc., a Woodland Hills, California-
based company, sells the storage units
for under $50.

There are several good products
available for players who are tired of
racking up high scores, only to have
them disappear forever when the car-
tridge is removed from its slot. Video
Take-Out's Videogame Scorebook
lets gamers immortalize their high
scores (and lows) on pre-printed
sheets in a special, bound notebook.
People who prefer more immediate
gratification can try Image's Video
Game Labels. These stickers, priced at
$2.95 for a set of 24, can be pasted
right on to the cartridge itself, allowing
names and scores for four players per
sticker.

Of course, dusty hardware isn't
conducive to high-scoring play. Clas-
sic Covers has a videogame or com-
puter dust cover to fit just about every
major system on the market, so just
pick one out. These attractively-styled

PUSHER SALES' VG-10
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brown vinyl covers are widely avail-
able, and are priced at under $20.

R i S

THE LITERARY
VIDEOGAME

After a long, hard play session, kids
might want to curl up with one of
Kenner's plush Q*Bert cuddle toys
and read ‘'That Game From Outer
Space'’ by Stephen Manes. It'sabout a
boy named Oscar Noodleman, who's
trying to stop playing arcade games so
he can save up the money to buy his
own computer. One fateful day, a
giant videogame mysteriously appears
in Pete’s Pizza Parlor, Oscar's favorite
hangout. The game looks like a huge
spaceship with unreadable markings,
and despite his resolution, Oscar rises
to the challenge. *“That Game From
Outer Space'’ is available from E.P.
Dutton Inc. of New York, and costs
$8.95.

The list of gaming goodies goes on
and on, but there are so many out
there we can't cover them in just one
article. Stayed tuned for EG's “'Third
Annual Gifts for Gamers”', coming up
in the December issue. 3

PUSHER SALES' VG-20




Stimulating Simulations
(Engel) Devil’s Dungeon: Mind-
boggling treasures await you—if
you can find your way through
the lost caverns. Watch out for
the bottomless pits and volcanic
tremors—and the horrible mon-
sters and demons. Diamond
Thief: The museum . . . the price-
less diamond . .. five suspects
.. Clues . . . catch the thief . . . if
you can. Forest Fire: A lightning
bolt has ignited a huge forest
fire. You have to save the sur-
rounding forests and commu-
nities. Is there enough time?
Contains nine other unique
simulations such as piloting a
space ship, managing a corpora-
tion, playing soccer, and more.
Versions Available: Micro-
soft™, #5170; Atari® #5197;
VICT™™ #5173, Apple™ #6317,
Commodore 64T™ #5901,
TI-99/4ATM #6404. $7.50 each

to survive the Devil's
Dungeon? Or escape
the uncharted jungle? Can you
race in the Grand Prix? Or catch
the daring jewel thief? How
about trying the Rubik’'s Cube?
Chills and challenges await you in
Hayden’s world of thrilling ad-
ventures, exciting chases, fast-
paced action battles, and brain-
teasing puzzles.

Become part of our exciting
world today!

VIC™ Games (Hampshire) Contains 36 exciting game
programs for the VIC-20. Arcade style and strategy
games provide the thrills—driving skills are tested in the
Grand Prix, nerve is tested in a field of landmines, cun-

ning and daring is required to escape the jungle, pa-
tience is the key to solving Rubik’s Cube. #1060, $12.95

Mail to: Dept. EGN3 ¢ Hayden Book Company, Inc.

Do you have what
it takes

Pascal Programs for Games
and Graphics (Swan) Here are
22 more programs for video en-
joyment—control space traffic at
a busy moonport, compete in
“light” bike races, and more.
Also generates exciting displays
of moving light, and the graphics
editor allows you to custom-
design character sets, save and
change pictures up to full
screen, and print a hard copy of
the finished product on most
printers. #6271, $15.95

Computer Bridge (Throop)
A must for anyone interested in
bridge programming. Shows
how it can be implemented on a
microcomputer. Bridge pro-
grams such as Bridge Challenger,
Bridge 2.0, Goren Bridgemaster,
and Bridge Tutor are evaluated
for strengths and weaknesses.
Sample hands illustrate bidding
and playing options. #6253,
$9.95

10 Mulholland Drive * Hasbrouck Heights, NJ 07604 |

Please send me the book(s) indicated below by code number. If | am not com- I
pletely satisfied, | may return the book(s) undamaged within 10 days for a

complete refund. | am enclosing $2.00 to cover postage and handling. |

[] Enclosed is my check or money order. Bill my (] Visa [] MasterCard |

|

[

l

L 1 ! l |

Name

—Hayden

Apple and Tl are trademarks of Apple Com- Address

puter, Inc. and Texas Instruments, respectively. I ) g 7 I order by Phone

e b S Ry e P | 18006310856

registered trademark of Atari, Inc. Microsoft is 1S3/ Master(ar XP.

trademark of Microsoft Corp. None is affiliated | operator EGN3

with Hayden Book Company, Inc I Signature I In NJ (201) 843-0550, Book Sales Dept.

Residents of NJ and CA must add sales tax. Prices subject to change.
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ith the possible exception of

war games, pinball simulations
have made the most extensive use of
the capabilities of the computer. While
the home video pinball recreations
may look like the real thing, it takes the
power of the computer to make the
contest play like the real thing, too.

Bill Budge started the entire phe-
nomena with his Raster Blaster, voted
1981's most popular Apple Il game.
The program proved so popular that it
has since become available for Atari
400/800/1200 as well.

On the Raster table, the ball speeds
out of the launching chute and toward
the top of the field, where there are
four lanes that the ball must go
through in the same round. If that
happens, a bright orange "“R" lights
and the gamer is 10,000 points to the
better.

Further down the table are four live-
ly bumpers right under the lanes, the
bottom two of which have three
targets each. When the ball strikes
these six targets, it activates the
machine’s claws. Two of the claws are
toward the top of the table and the
other is in the middle to the left-hand
side.

When an active claw grabs the ball,
it holds it there and the gamer gets
another ball. If each claw grabs a ball
during the same round, all release the
spheres simultaneously for some real
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By RICK TEVERBAUGH

The Silver Ball Keeps Rolling

eye-catching, frenzied play. Getting
all three claws to catch balls is also
worth a grand total of 25,000 in point
and bonuses. p

Not to be left out, the right £
side of the unit has three F
special targets that, when/
hit, are worth 10,000
points and light the
“B" in the word
"Blaster".

There are two
settings for Ras-
ter Blaster.
When in the
easy mode,
the ball-sav-
ing shields
are always
on. When at
the more dif-
ficult setting,
the player
must knock
down the two
sets of center
targets to acti-
vate these game
extenders. The game
can be played by up
to four players and, as
with most computer pin-
ball disks, control of the flip-
pers is established through
the buttons on the game paddles.




and David's Mid-
night Magic is the
table’s name.

Of course, with
Raster such a huge
hit, David’s Midnight

Magic needed to cap-
ture the best aspects of

that entry and then add
some twists of its own.

Snider accomplished the feat

so well that it won the 1983

computer game of the year statu-

ette in the 1982 Arcade Awards com-
petition.

David’'s Midnight Magic is much
busier than Raster Blaster. The game
Even as has a two-level playfield and a second
Raster Blaster set of flippers at the bottom of that
was enjoying tre- upper level to keep the ball there a
mendous success, the while longer. DMM can be played
folks at Broderbund were with the keyboard or a combination of
readying a new challenger for keyboard/joystick or keyboard/
the computer pinball championship. paddles. It is playable by up to four

David Snider is the programmer  gamers.
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NIGHT MISSION

The reason the keyboard is needed
in combination with paddles or joy-
stick is the ball-saving and table-
bumping features of DMM. The
machine can be nudged by tapping
the space bar, but be careful not to tilt!
Then, there are some magnetic ball
barriers that can save the sphere from
falling down one of the two un-
guarded drains at the bottom left and
right of the table.

The drop targets are the key to high
scores. Bonus points are tallied by hit-
ting the drops, and after each ball
those bonus points are multiplied by
1,000 and added to the total. The five
drop targets on the upper level are
worth 5,000 points and five bonus
points. The rollover dots along the
left-hand strip of the table really make
bonus points.

All these points are even more im-
portant if the player can smash his ball
through the semi-circular track at the
top of the lower table. This feat

advances the bonus multiplier by =

one.
The ball-catching feature of
Raster Blaster is one of the

&

(2

z

R

table’s highlights, so David's | _# A

Midnight Magic, too

S
B

\
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makes use of this concept. The ball
catcher is on the top level. Just lodging
a ball there lands the gamer a hefty 10
bonus points and gives the gamer a
replacement ball.

There are three ways to release the
caught sphere. The first, and most dif-
ficult, of these is to trap three at once.
An arrow at the top of the lower table,
when lit and hit, will release any cap-
tured balls and the most often used is
losing your last ball for the game,
which releases any trapped balls.

Easily the most complex of the com-
puter pinball simulations is A2-PB1
Pinball from SubLogic, which forever
afterin this article at least will be called
Night Mission. What the other tables
may have lacked in special features or
flexibility is more than made up for
here.

Bruce Artwick, who designed what
is easily the best fly-your-own-air-

plane package, Flight Sim-

ulator, did his best to put
together a complete
pinball machine with
Night Mission. There

are 10 modes available
when you boot up, but
that's just a start.

a)

By adjusting parameters like ball
speed, bounce off the flippers or bum-
pers, visibility of the ball and tilt sensi-
tivity to name only some of the more
than 20 options, the gamer can create
whatever version he/she likes best.
Then that individual creation can be
saved on a separate disk.

That separate disk is also needed to
keep track of high scores, a minor
annoyance that keeps other less scru-
pulous gamers than you and | from
running up a big score on a table cre-
ated purposely easy.

Night Mission is designed around a
theme which other pinball games be-
fore it were not. You are the pilot —
what else would you expect from
Artwick — of a World War Il plane on
a night bombing run over the Pacific.
Instead of making sounds to entertain
or jangle the gamer's nerves, Night
Mission has sound effects to augment
the overall theme of the table.

To start a game of Night Mission,
the arcader must first insert a quarter.
You do this by pushing the Q" key.
This feature makes winning free
games much more meaningful.

The play on the machine is so com-
plex and varied, it would take the rest
of the magazine to explain all the pos-
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NIGHT MISSION

sibilities in detail. Up to four gamers,
using keyboard alone or a paddle/
keyboard combination, can play. You
can bump the machine on the left side
by hitting any key on the left-hand
side of the keyboard. Bumping the
machine on the right is done by the
right-hand side keys.

In the main competition mode, the
following scoring rules apply: There
are seven stand-up targets, two at top
left, three at left center and two at
lower right, which must be knocked
down for 1,000 points and a bonus
advance. The “NIGHT" rollovers are
worth 1,500 points and a bonus ad-
vance and the ""DROP" rollovers are
worth 2,000 points. Getting the
"ROP" rollovers without the *‘D"" acti-
vates the special light.




These instructions
could save your life.

STARTREK. +

STRATEGIC OPERATIONS SIMULATOR

COMBAT CONTROL PANEL |

SEEA . Impulse engines let you

ready for constant fire, —— R FIRE THRUST maneuver the Enterprise

They are the only weapon _ s .' 44— T/ through minefields and

: effectwe against the enemy ships.

: : “You can replenish your
4 Warp speed will get you 1 : l\TUHN sap;lacliy (t)af V\éeaic_)ns Er!:qd
— shields ocking the
out of tight situations fast. e el Enterprisz ata Stgrbase.
‘And it's about the only - 3 " 2 e EuligEK But every time you dock,
way you can get close ot ' it costs ou points.
= enough to fight Nomad. == y ; A

A photon torpedoéai‘i" ~ |FIRE + PHOTON = WARP

take out a cluster of - VL
Klingons. But theyrein 58 \

short supply, so don't PHOTON
waste ‘em.

Read this page very carefully before you play Star Trek Strategic Operations
Simulator, the home video game that’s so fast, so challenging, it comes with
its own Combat Control Panel.
This is Star Trek as you've never played it before. Born in the arcade.
3 b - Tested under fire. Then made even better. More challenging.

Modoifor: % ¥ ) You fight Klingons and alien saucers throughout the galaxy. Maneuver
Atari* 26007 ' , through fields of space mines. And confront the ultimate enemy, Nomad.
preily o PR /\n enemy so powerful youll need full phasers, warp speed and your
Computers, * \ Combat Control Panel to defeat him.
Commodore 62 TS Star Trek.With the exclusive Star Trek Combat Control Panel.

and VIC-20} Texas : : ;
Instruments 99/4A™" Don't leave Earth without it.




VIDEO PINBALL

Getting the ""NIGHT'" rollovers
earns 10,000 points, lights the
“NIGHT" arrows and activates the

bomb release. Up to 30,000 points are’

possible by getting all the cities
bombed and knocking off the
"ABCD" targets. There are two spin-
ners on the board, a hole kicker and
multi-ball play when the dive bomb
chute hold fills with balls. The
scoreboard will keep track of up to five
million points. You get free games for
matching the final two numbers when
the game is over or for exceeding the
current high score for a particular
mode.

Night Mission is available for the
Apple, Atari, and IBM PC computers.

One thread that runs through these
programs is the simulation of gravity
pulling the ball down the table, despite
the gamer's best efforts to keep it upin
the scoring area for as long as possible.
Avant-Garde rids the gamer of that
constant frustration in its flipper game
entry, Zero Gravity Pinball.

Zero Gravity is played using a com-
bination of paddle/keyboard inputs.
In this outing the pinball table is in the
middle of a void and the ball must be
kept within the confines of the play-
field by any one of 10 flippers or the
electroplasmic force fields.

The ball is kicked into play from the
center space ring. There are five flip-
pers to the right and five to the left, to
keep the ball from exiting out either

ZERO GRAVITY PINBALL
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BULLDOG PINBALL

side. Force fields at the top and bot-
tom perform the same function. The
paddle controls the flippers. Turning
the paddle will control which one of
the 10 flippers is activated, and
pushing the paddle button causes the
chosen flipper to go into action.

To activate the force field at the top
of the screen, hit any key except the
space bar. To activate the lower field,
hit the space bar.

Targets are worth differing amounts
of points. The center space ring scores
25 points, but it can also act like a
black hole and eat your ball. Space
bumpers are worth 100 points, spin-
ners 200 points, buzzers 300 points
and corner bumpers 500 points. There
are five levels of difficulty and Zero
Gravity is available currently only for
the Apple.

For those who yearn for pinball just
like the arcades, Zero Gravity will hold
little appeal, but for those wanting a
table with a bit of a different chal-
lenge, it just might be the ticket.

Since Zero Gravity is available only
for the Apple, it seems only fair to
tackle one that's only usable on the
Atari 400/800/1200. The game is
Bulldog Pinball and it comes on cas-
ette tape from Hayden. Since the
game uses just 16K of memory, the
gamer shouldn't expect all the frills of
the other pinball games and he'd be
correct in making that assumption.

The playfield roughly resembles

that of a bulldog, and ““rough"" would
be a good adjective to describe the
visuals.

The scoring is easily described as
there are nearly no drop targets or
bumpers to enhance play or compli-
cate the scoring. The entry lanes are
worth 20 points each, but other parts
of the dog's anatomy—ears, teeth,
jowls, eyes and nose—are worth 10
points each. You get between 50 and
300 points for the dog's eyes and/or
nose which are blue, and 2,000 points
for going up the left side lane. Getting
all eight ear targets are worth double
that ball's score and igniting the left
side lane after getting the eight ear
targets triples that ball's score.

Bad programming forces the gamer
to use the only button on an Atari
joystick for one flipper and a key on
the keyboard for the other bat. The
instructions are unclear.

From the slightly less than spectacu-
lar to the overwhelming is how we
should categorize the step from Bull-
dog Pinball to the Pinball Construc-
tion Set. Bill Budge's newest creation is
a masterpiece of programming. Now
pinball fanatics can not only adjust
some parameters, like they did in
Night Mission, but they can also cre-
ate a whole new table, all on their
own.

Even more important, it isn't that
difficult. It might take painstaking
labor to get a polished professional
look and feel out of a disk, but that
eases up as you become more familiar
with the set's features.

The Pinball Construction Set pro-
vides all the tools to put together a
pinball game of your own. A pointing
hand, moved by joystick, copies ob-
jects from the tool box to the playfield.

SLAM BALL



THE GAME IS NEXT TO
GETTING THE FLIGHT JACKET

ENTER THE SUPER COBRA®

SWEEPSTAKES, AND YOU COULD
WIN AN OFFICIAL SUPER COBRA
FLIGHT JACKET.

We made Super Cobra™ very, very tough to win. But
because we're nice guys, we made the Super Cobra™
Sweepstakes much easier. Every entry qualifies, and you
could win one of 100 Super Cobra™ flight jackets person- |
alized with your name. There aremore than 1,0000ther  / ~ - S
prizes, too, like Super Cobra™ patches and Tutankham ™ \m?"f‘ij VRO Gave svarg
home video games. Just follow the Sweepstakes rules. ““-——-—'-""‘_“5";‘5'3_____\
Compared to the Super Cobra™ game, it's a day atthe beach. '

Available for Atari 2600, Intellivision,” Coleco Vision,” Atari 5200™

and Atari Home Computers.”

Atari 5200 graphics shown

IS A LITTLE EASIER.

SWEEPSTAKES RULES

Enteras often as you like. No purchase required, Mail a 3 x 5 piece of
paper with your name, address, zip code and the words “Super Cobra™
isnexttoimpossible” to Super Cobra™ Sweepstakes, P.0.Box 539,
Lowell, IN 46356. Entries must be received no later than Jan. 31,1984,
Winners will be selected in random drawings from all entries
received by VENTURA ASSOCIATES, INC., anindependent judging
organization whose decisions are final. The odds of winning are deter-
mined by the total number of entries received.
Sweepstakes opentoresidents of the United States. Employees and
families of Parker Brothers, their advertising and production agencies
and VENTURA ASSOCIATES, INC. are not eligible. Void where prohib-
ited by law. All federal, state and local regulations apply. Winners will be
askedto sign an affidavit of eligibility and their names and likenesses may
be used for publicity purposes.
Foralistof major prize winners, send a self-addressed, stamped envelope
to: Super Cobra Sweepstakes Winners List, P.O. Box 766, Lowell, In 46356,
No duplicate winners. No substitution for prizes as offered except as may
be necessary due to availability. Taxes are the responsibility of winners. Win-
ners will be notified by mail.
Super Cobra and Tutankham are trademarks of Konami Industry, Lid. and are used by Parker Brothers
under authorization. Super Cobra™ megrffhlcs © 1982 Non?mihldustfy.ud © 1983 Parker Brulr‘u-

ers, Beverly, MA 01915. Atari 2600, 5200 and Home Cer s of Atari, Inc. Intedl
isatrademark bf Mattel, Inc. Coleco Vision is atrademark of Coleco, Inc.

©9PARKER BROTHERS




PINBALL PARADISE

An arrow moves walls, a hammer adds
points, and a pair of scissors subtracts
points. Once you've wrought some
pinball magic it is permissible, even
advisable, to grab a ball and bounce it
around on the table to find out what's
what.

There are also a couple of painting
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PINBALL PARADISE Il

modes to create just exactly the right
touches to make your table look pro-
fessional. Another feature allows you
to alter the sounds, physical reactions
and bonus points in the game.

One person who has spent some
considerable time with The Pinball
Construction Set and put it to com-
mercial use is Jim Stockla at Golden
Knight Software. He currently has two
pinball products on the market, Pin-
ball Paradise and Pinball Paradise II.

The first, which contains four differ-
ent tables, has fewer frills than Para-
dise Il, but each table is an example of
what can be accomplished with the
Pinball Construction Set.

A lack of sufficient documentation
mars both Pinball Paradise | and Il, but
for those who enjoy a good game of
pinball and don’t mind finding out on

PINBALL PARADISE Il
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PINBALL PARADISE

their own exactly what targets are
worth what amount of points, either
program will likely fit the bill nicely.
All eight tables included in the two
packages are challenging, with the
two separate tables of Zontar from the
first disk and the raw speed of Cyclone
on the second disk rating as highlights.

BOLPEM KNIDMHT

PINBALL PARADISE Il

Flipper Games for the

Popular Programmable Videogame Systems

P rogrammable pinball used to shine
quite brightly before the more
powerful computer programs overshad-
owed the videogames. However, for those
with only a videogame system to keep
them warm, there are some pinball alter-
natives.

The most recent arrival is the new Vec-
trex entry, Spinball. It's very fast and ex-
citing, with the same quality visuals that
have marked the unit’s earlier releases.

Spinball owes much of its pinball feel to
the specially shaped screen of the Vectrex
and is more successful for not having to
convert a playfield to the geometry of a
television screen.

Atari's Video Pinball still packs some
magic, although the game plays more like
pinball than it looks or feels like pinball.
Many of the elements found on the full size
[== RESESE S < s DRSS SE

000100 1 000

Main Scare Ball Bonus

THUNDERBALL

machines are translated into the Atari ver-
sion, including rollovers, bonus targets and
free ball conditions.

Yet the complaint that there are too
many dead areas on the Atari table is still
valid. At times, the ball seems to bounce
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around interminably without racking up
any significant points. Using the joystick to
operate the flippers isn't a natural solution
for pinball afficionados, either.

Pinball for the Odyssey” is called Thun-
derball. Up to four players can compete
and the table, while super-simple in design
and quite chunky in graphics, is unusually
involving. It includes moveable flippers at
the bottom of the screen.

Mattel has never gotten its long-prom-
ised pinball cartridge off the drawing
board. Since none of the independent
game manufacturers have put together a
pinball game, Intellivision owners are still
out in the cold. Coleco has no immediate
plans for any pinball activity, leaving its
owners no choice but Atari Video Pinball,
which can be played through the emulator.

S




GIVE YOUR KIDS
ALESSON THEY'LL NEVER FORGET.

When kids have fun and learn at the
same time, they’re more likely to remember
more of what they’ve learned. What’s more,
when they associate the two together —
learning becomes an enjoyable activity. So
they’ll do more of it.

That'’s the basic principle behind the
Learning Fun Series from EPYX.

FUN WITH MUSIC. PARENTS TAKE NOTE.

Fun with Music™is designed to appeal
to both you and your children. It comes with
a songbook and has two modes of play. In
the first mode, you can enter songs from the
songbook — or compose your own. Then

play the songs back, adding or removing
notes and changing tempo or key. Your com-
puter is like a musical instrument with
memory, and you see every note of it dis-
played on your screen.

The second mode lets you play your
song in a fun-filled action
game. You control a drum
major trying to touch the \p;! \9}’
notes before a small but S Ak
pesky poodle catches up St
to him and slows down :
the parade.

Either way, Fun with
Music gives you and your
whole family the perfect
mix of learning and play.

FUN WITH ART. JUST PICTURE IT.

Creating art on the video screen is one
of the newest forms of “high-tech” play for
kids. And adults, for that matter. Plus there’s
nothing to clean up afterwards.

Fun with Art™uses the computer and
joystick to transform your TV screen into
an artist’s canvas with astonishing results.
128 colors, numerous brush strokes, all
kinds of geometric shapes, and special fill-in
and magnifying options are some of the
24 different modes and features available to
create works of art never before possible.

Fun with Art brings out the artist in
you, no matter what your age!

MORE LEARNING FUN ON THE WAY.

These two are the first of an extensive
series of Learning Fun games we have
planned. Look for these, as well as other
EPYX titles, wherever computer software

is sold.
SEPYX

LEARNING FUN SERIES.
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Consulting Activision's Kitchen Cabinet

t is commonplace to find mem-

bers of the same family active in
the same field of arts and entertain-
ment. The Brontes and Benchleys are
literary royal houses, Liza Minelli and
Lorna Luft have followed in the show-
biz footsteps of their mother Judy Gar-
land, and they didn't name that south-
ern rock band *'The Aliman Brothers"
because they all came from the same
town.

Brother acts are probably the most
frequent form of this phenomenon.
Baseball had the Deans, DiMaggios,
Boyers and Waners. Hockey currently

By BILL KUNKEL

on retail store shelves right now.
Only one spectacular set of siblings
fits this description — the Kitchen
Brothers. Before venturing too deep
into conversation with this trio, it's a
good idea to draw up a scorecard.
Let's begin with the “elder” of Clan
Kitchen, 32-year-old Steve. It was he
who actually got the ball rolling for all
of them by building a working com-
puter in his basement in 1962 at the
advanced age of 10. He dubbed it
“The M.AIN.LLA.C." (the meaning of
the letters has been lost to posterity).
The huge computer was a small step

STEVE KITCHEN
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GARY KITCHEN

boasts the Maloney siblings and the
enormous Sutter clan, and football
once had a pair of Rotes, Kyle and
Tobin.

This type of family spirit has now
come to electronic gaming in a very
big way. Imagine, if you can, not two
but three game-designing brothers.
Better yet, all are at or near the top of
their profession, and all create under
the Activision banner.

If that's not enough to whet your
appetite to know more, how about
this? All three have produced top titles
in the last year, and all have hot games

DAN KITCHEN




JUMPMAN'’S A GREAT GAME.
BUT YOU'VE GOT TO WATCH YOUR STEPR.

Meet the Alienators. A fiend-
ish bunch who’ve planted bombs
throughout your Jupiter Command
Headquarters.

our job? Use your lightning
< speed to scale ladders, scurry
across girders, climb ropes and race
through 30 levels to defuse the bombs before they go off.

That’s the kind of hot, non-stop action we've
packed into the award-winning’,“ best-selling Jumpman,'
and into Jumpman Jr.; our new cartridge version with
12 all-new, different and exciting screens.

Both games force you to make tough choices.

Should you avoid that Alienator, climb to the top

*1983 C.E.S. award winner.

fiaananans

and try to work your way down, or try to hurdle
him and defuse the bombs closest to you
before they go off?
If youmove fast you'll earn extra lives.
But if you're not caretul, it's a long way down.
So jump to it. And find out why Jumpman
and Jumpman Jr. are on a level all their own.
One to four players; 8 speeds; joystick
control. Jumpman has 30 screens. Jumpman Jr.
has 12 screens.

5, EpYX

STRATEGY GAMES FOR THE ACTION-GAME PLAYER.

B
JUMPMAN
BuEE




for the Kitchens, but a large leap for
electronic gaming.

Ten years later, Steve found himself
designing calculators for a Taiwanese
firm. Not finding a lot of creative ful-
fillment there, he moved to an outfit
known as K&L Associates. By 1977, he
was turning out the state-of-the-art
stand-alone electronic games of that

era—matrix-oriented, "traveling’ dot
classics such as the early pool simula-
tion, Bank Shot.” | learned a lot from
that one,” Steve comments.

The basic idea in this work was to lay
down a matrix from which a series of
circles were cut in column form. Once
the shot was taken, lighting up the
cut-out dots at the correct speed and
in the proper sequence made it seem
as though the ball were traveling and
caroming off the bumpers.

From this stroke of genius came
Wildfire. Both the new game and
Bank Shot were sold to Parker
Brothers, who presented truly im-
pressive and durable housings for
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these classics. Wildfire remains the
finest hand-held pinball simulation.
Again taking advantage of a much
more sophisticated and detailed mat-
rix-lighting system, animated pinballs
careened down the launch slot and
into a Tron-like universe of illumi-
nated thumper-bumpers and glowing
flippers.

At this juncture in the Kitchen
Chronicles it's time to meet brother
number two, Gary. He's a mus-
tachioed gentleman of courtly man-
ners and great powers of articulation.
Originally, Gary intended to be a fine
artist. Ironically, he ended up becom-
ing an artist of an entirely different
type. As he says it," | gave up art and
got into engineering, moving up to
Wickstead."

Gary never really gave up art of
course. "'l built my storylines in my
dreams,”” he explained. 'My storyline,
my theme—I work it all out while I'm
asleep. It's not at all unusual for me to
jump out of bed in the middle of the
night after working out a new way to
play with those funny little hats on
some game |I'm designing.”

Videogames conceived in the
dreamstate. Is Gary Kitchen the Poe of
videogames? Certainly, he's not near-

BANK SHOT (PARKER BROS.)

ly as macabre. His storylines and
games themselves bear the whimsical,
fun-to-play trademark that Activision
has turned into an artform.

Steve, meanwhile, had started up a
hand-held production company of his
own, NPI, and Space Invaders, one of
the most popular and well-known of
the early hand-helds, was nothing
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CRACKPOTS (ACTIVISION)

more (or less) than Gary's school proj-
ect that year.

I'd say we're now about ready to
observe brother number three get
smitten—or is it "bitten’’?—by the
game bug. The process was acceler-
ated somewhat by a gift of an Apple I,
bestowed on youngest tribe member,
Dan, by his elder brothers. After that,
it was Dalton Gang, move over!

Gary made his mark by back-en-
gineering the 2600 in order to produce
Coleco's VCS version of Donkey
Kong. His biggest smash since then,
however, has been the enchanting
Keystone Kapers with its period flavor
graphics and breakneck pace.
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WILDFIRE (PARKER BROS.)

Steve's first major ACTV release will
be Space Shuttle, a highly sophisti-
cated, but highly entertaining, mar-
riage of simulation and the old hand-
eye blitz, while Dan's "‘upside down
Kaboom!", the cutey Crackpots, is
aiready available.

Do all three brothers take the same
application to game designing, or does
each approach it from his own idiosyn-
cratic technique?

Well, Steve is a “‘storyboard’ man.
“Yeah,” he nods, smiling, "'l ‘speced
out’ every inch of Space Shuttle."
Some of this "pre-planning'' includes
working his name, or initials, into his
games in some sort of tricky, ‘‘Easter
egg'' fashion. (A videogame goodie to
the first reader who finds Steve's name
in a certain early VCS game by rolling it
over. Send us your name, address, and
the name of the game to win.).

Gary, on the other hand, is most
comparable to a sculptor. He begins
with a block of computer graphics,
then starts “playing with it.”

"'Storyboards restrict my creativ-
ity," Gary explains, shuddering as the
distasteful thought of being wed to a
particular graphic image before the
entire game is cast. This same "keep
playing with it" approach brought
such touches of genius to his games as
the Philco radios in Keystone Kapers.
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Dan, on the other hand, likes little
bugs, and adheres faithfully to the
Microprocessor Musketteers’ code of
honor: “Never go home with a bad
edit!"

In the end, of course, you can't
argue with success. But the Kitchen
brothers can, and frequently do, have
heated discussions with one another.
Actually, they get on pretty well for a
trio of siblings, especially three im-
mersed in such a competitive market
as this. Still, Gary seems to say it all
when he declares matter-of-factly:
"'Steve just wants to show up his
brothers.” S

AcTIVisioN
KEYSTONE KAPERS

VIDEO GAME CARTRIDGE

FOR USE WITH THE
ATARI® VIDEO COMPUTER SYSTEM®

ACTVisioN

CRACKPOTS

-
VIDEO GAME CARTRIDGE FOR THE
ATARI"2600" VIDEO COMPUTER SYSTEM*

KEYSTONE KAPERS (ACTIVISION)

CRACKPOTS (ACTIVISION)




LET "EM KNOW
YOU PLAY
TO WIN!

Do you crave action and adventure, love
fantasy, and gobble up thrills? Let
everyone know exactly what your favorite
hobby is. Show 'em all that you're plugged
in to fun by wearing the ELECTRONIC
GAMES T-shirt! Cool and comfortable, the
T-shirts are soft grey with bright red
printing and are made of first-quality
100% cotton. Washable, wearable, per-
fect for players who know the score!

THE 3
electronic

FSHIET

The Top for
Top Players.

only $7.95 each
EREEEEEEEEREEEE

Mali to: Players T-Shirt
ELECTRONIC GAMES
460 West 34th. Street
New York, New York 10001

L Ty A R (g BRI o S b o ik
(please print)
(G [ R e SRR & e T
{1 A S ST PR R QU 7 T = e o e
17 7.E S T B R S AP 3 o i ek A Jack Wptcald
YES, please send me .......... ELECTRONIC GAMES T-shirts at

$7.95 each. (indicate the number of T-shirts you are ordering
in the appropriate size box(es) below.)

M L XL

| am enclosing §............. as payment in full for my order
(check or money order made payable to ELECTRONIC
GAMES).

For orders mailed outside the U.S., add $2.50 for additional
postage & handling. New York State residents, add approp-
nate sales tax. Please allow 6-8 weeks for delivery.

Profile of a Video Maniac

DRAGON'S LAIR

Accomplishments:

FIRST TO SLAY DRAGON,
Game House, Capo Beach, Ca.
July 7, 1983

Prefered Sportswear:
VIDEO MANIAC

“Quality Products for the Serious Video Player”

Shirts Colors Sizes Video Sports
Polo*#* $17.95 Pink BOYS Large Glove
Muscle T 10.95 Lavender MENS $ 9.95
Reg. T 11.895 Lt. Blue Small, Med X-Small, Small
Long Slve®* 14.95 Fuschia Large, X-Large Med, Lrg, XL

*Sleeves printed Right or Left Hand
**All shirts alsa have back design except Pala.

Send name & address, with check or money order to VIDEO MANIAC,
P.O. Box 2728, Capao Beach, CA. S2624. Add $2.50 postage & handling
for orders outside USA. Or order by phone:

QUTSIDE CA- (800) 252-2561 INSIDE CA-(714) 779-0270

CALLOR
WRITEFOR A

FREE BROCHURE!
Dealer inquires invited S:mTS F“]EPE

BIRTH DEFECTS @
ARE FOREVER.

UNLESS YOU HELR

MARCH OF DIMES




Wi‘;e Sailor Man

‘@ You thinks
, itsall funand that fat swab Brutusk, without
f.J? X games bein the a chance to catch yer breath.
, / fw01ld sk mgﬁt
amousk sailor?
cﬂ,fyfﬁ’jﬁgsﬁ Then, I suggests
rearts orelse. you tries it yerself.
You try makin points
with Olive Oyl, that fickle,
damanding, stringbean of a
dame. Likes you got nothin

l

ASs so0n as ya gets yer spinach, they aff runs oway.

You try doin all that whilst <
yer gettin pelted with beer

© 1983 King Features Syndicate, Inc. ~ Popeye is a
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© 1983 Parker Brothers, Beverly, MA 01915
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You try bein chased around by Sea Hag.

She aintno
lady, that’s ¢
fer sure.

And you try fightin off the
vultures whilst Olive screams
for H-E-L-P.

And you try to keep from
gettin yerself killed by them
bouncin skulls. I doesn’t
know where they comes from,

»

better to do than runnin but I doesn’t like 'em one bit.
around tryin to catch her And I'l tells ya, that big blubber .y, And woist
hearts and notes. ball ain’t as dumbas he looks. “ | Y8 Y A(Q of all, whilst

Vo T\, you're doing
¥ ) all this,
: -;/ Yo gotsta punch out these

bottles before they punch you
out (thopes theyre non-refurn)

© 1983 Nintendo of America, Inc.
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YACAN'T BE WIMPY
IF YAWANTS TA
PLAY POPEYE.

.'(( Yo thinks lisk fun
longlin with Brutusk?
You try 1t

Olive drops notes whilst
you runs around tryin
10 moke points.

n‘og-stop action and in- Just one piece of advice.
Ay credulous graphics. I doesn’t suggest ya tries it
never find it when you needs So’sifit's a challenge yer if ya eats yer spinachin a
it. Blow me down, 1t ain't lookin for,and ya thinks  quiche.
~ hardly fair. ya gots what it takes, why be
I'll tell ya, ya gotsta be some messin around with them
kinda sailor to play Popeye.®  other silly games. Do what I
You ﬁ?;sta efast. Andya does every day. Play Popeye
gotsta thrive under pressure. from Parker Brothers.

Cuz, me home video game
is just like the hit arcade
%,ame by Nintendo...

ith three screens of

_» they keeps movin the
spinach around so’s you can

ST Coroen 315 the
most dongerousk |
ofthemall, |,/

Here, boidie. 11
blosticate yo.

©PARKER
BROTHERS

- —// Popeye is available for Atari 2600, Intellivision, Atari 5200 and ColecoVision Systems;
Plus Atari 400 and 800 and Commodore VIC 20 home computer systems.




Third Star from the Sun!

By DAVID LUSTIG

.M. B henever proprieter Robert
Blake travels from one of his
electronic game centers to the other,
he goes from planet to planet, and
never leaves Montebello, California.

For Robert and his parents, as well as
wife Becky, operate a pair of arcades
named ‘‘The Electric Planet,”” the
newest of which opened its doors in
August of 1982.

Parents Jess and Ryna operated a
traveling arcade for over 30 years,
bringing young son Robert along
whenever possible. But overhead costs
were just getting out of hand and —
tired of traveling like gypsies — de-
cided to plant electronic roots in their
home town of Montebello, near Los
Angeles, opening their first 'Planet’’ in
February, 1980.

The Blakes pride themselves on
running clean, trouble-free establish-
ments, achieving it through efficient
management and good security, even
repairing their own machines! When
applying to open up the second store
however, it still took more than six
months to get the proper permits
through the planning commission, city
council and public hearings. Now, the
senior Blake says, city officials and local
police officers come into the Planets
not to inspect, but to play the games.

And there is good reason why the

two arcades are so popular. Enter-
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ing the newest, located in the Gar-
mer Plaza at 2313 W. Whittier Blvd.,
a visitor is greeted by an airy blue-
tinted main room. Over in one corner
is a small but efficient snack bar serving
some of the best in munchies including
Nathan's hot dogs, Vienna pastrami
sandwiches and their award-winning
"“Planet Chile."”

Nearby, in another corner, is a gi-
gantic television screen tuned in to
"Music Television'', a rock cable net-
work. The music, in stereo, is piped
throughout the 2600 square foot
store. Strip lights are mounted on the
walls, the ceiling and in the floor, and
are synchronized to the music, so it's
hard not to tap your foot while de-
stroying enemy invaders.

Seventy-six of the newest video-
games fed by tokens keep customers
busy and, in an age of twenty-five cent
affairs, at the Electric Planet you can
get five tokens for a buck. Obviously
one of the better deals in the galaxy.

The top five games continue to be:
Tron, Dig-Dug, Zaxxon, Robotron and
Ms. Pac-Man and the Blakes claim to
have few flops, thanks to an ingenious
testing system. When a new game
comes out, a small group of kids are
escorted to the distributor to road test
it. If they like it, there's a good chance
a number of new machines will find
their way into the Blake's business.

S [ —




Operating hours are from 10 a.m. to
10 p.m. seven days a week, 365 days
a year, and at least four people are
helping patrons and keeping the op-
eration running smoothly at all times
with the aid of an extensive security
system. Also, if you're under 18 and
supposed to be in school, the em-
ployees won't even let you near the
machines until after 3 p.m., unless you
can prove you're legally excused from
school.

The family is heavily into local com-
munity activities, including fund-rais-
ers for Lions International, of which
Jess is a member.

Future plans call for a third planet,
also located in Montebello at a yet-to-
be-built mall. If the Blakes are success-
fulin their bid, it will be the largest yet,
with over 5000 feet of floor space and
a complete pizza parlor to boot! &
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RTARI 2600:

2600
HARDWARE

Who would have believed,
back in the dim, dark days of
1977, when the videogame
universe consisted of Pong-
alikes, that an unknown Cali-
fornia company with a
Japanese name would domi-
nate the hardware end of the
industry for the next six
years?

The Atari 2600, or VCS,
proved to be a software-
oriented system that could
grow as far as the game de-
signers could take it. Original-
ly, the unit was slated to carry
only 2K of memory, but the
technicians bloated the count
to 4K. A couple of years later,
sophisticated flip-flop bank-
switching technology
brought the system’s poten-
tial up to its current 8K.

Next came the add-ons and
accessories. RAM-enhanced
cartridges, power boosters
and computer keyboards—
along with a cosmos of joy-
sticks—have joined the ever-
growing roster of 2600
peripherals.

Through all of this, the price
of the most popular
videogame system has drop-
ped again and again. It's now
at the point where virtually
everyone can afford the Atari
VCS. It would not be at all
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THE KRAFT JOYSTICK

THREE-WAY DELUXE JOYSTICK (WICO)

surprising to see the sales of
this unit rise again this
Christmas.

The 2600 is a standard, or
first-wave, programmable
system. It is capable of pro-
ducing only low-resolution
graphics and suffers greatly
from a paucity of screen
RAM. Forinstance, it lacks the
ability to move more than one
on-screen object on the same
horizontal line in different
directions. Still, cartridges
such as Imagic's Demon
Attack, Activision's Chopper
Command and Atari's Ms.
Pac-Man proved that design-
ers, who think in terms of
overcoming the VCS's limita-
tions rather than hiding be-

hind them, can work miracles
with the 2600.

About a year ago, Atari
made a slight cosmetic altera-
tion on the 2600: the difficul-

SOLAR STORM (IMAGIC)

ty toggles moved behind the
console instead of flanking
the cartridge slot where they
resided for so long. The major
difficulty with this change
comes in games that utilize
the difficulty switches as
game-play elements, such as
Imagic's Star Voyager.

The system comes ready to
go, complete with joysticks,
paddles and a starter cartridge
(either the primitive Combat
or, more recently, Pac-Man).




THE PEOPLE'S
CHOICE

There are also keypad con-
trollers, now antiquated, for
use with video word games,
such as Hangman. Some tit-
les, such as Indy 500 and Star
Raiders, are packaged with
the special controllers they
require.

Other switches on the
streamlined version include
the on/off toggle, a black &
white/color activator (also
frequently incorporated as an
input device in newer soft-

ware due to the preponder-
ance of color sets), a game
selector and reset switch.
Controllers are plugged into
the 2600 via the rear console
nine-pin male connectors.

PERIPHERAL
PARADISE
The 2600's standing as the

world's most popular

videogame system keeps the

stream of peripherals flowing

wide and strong. There are

joysticks for every taste—and
price—including the Point-
master, the excellent Kraft,
the Wico, the micro-switch
operated Supr Stick, and the
Amiga line. All of this is in

| addition to Atari's own line of

controllers!

The Super Charger allows
gamers to plug a special car-
tridge into the 2600 slot and
load RAM-expanded tape
software through a regular
cassette machine.

Atari, Entex and Spectra-
video now offer keyboard

units for the 2600. There are ;

even system-compatible light
pens from Tech-Sketching
(the LP-10 for arcaders of
modest means and the
$119.95 LP-15 for the true—
and well-heeled—game
maven).

VCS SOFTWARE
EXPLODES

An encyclope-
dia would be

ATARI 2600 VCS
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more adequate than a few
short paragraphs to discuss
the 2600 explosion in game
software. Atari rebounded
powerfully in 1983 after a
weak year and titles such as
Centipede, Ms. Pac-Man,
Vanguard, Phoenix and Jun-
gle Hunt re-established the
Sunnyvale firm as an industry
leader.

Activision had its usual phe-
nomenally high-quality year,
turning out the season’s hot-
test title — Pitfall — by David
Crane. Other smashes in-
cluded Megamania, Enduro,
River Raid and Robot Tank.

Among companies appear-
ing for the first time upon the
scene, one of the more in-
teresting is Xonox. This outfit
will market *“double-enders",
which have two different
game chips slotted into the
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PITFALL (ACTIVISION)

ROBOT TANK (ACTIVISION)
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HERCULES (XONOX)

turned Sirius' computer
game, Spider City, into a VCS
triumph. Fox also pulled off a
videogame first by turning a
mediocre film, ‘“Megaforce’’,
into a VCS star.

Parker Brothers mostly
treaded water, disappointing
some gamers with Spiderman

JAMES BOND .007 (PARKER BROS.)

turning out 2600 versions of
their major titles.

CBS has surfaced as one of
the true innovators in 2600
technology. Besides its excel-
lent coin-op translations like
Solar Fox, CBS' RAM-ex-
panded games, Wings and
Tunnel Runner, open up new

coin-op clone in terms of its
appearance, though the
graphics are extremely ser-
viceable. The bottom line here
is speed. Centipeders like their
play more than a trifle on the
frenzied side, and the 2600
version actually outdoes its
computer cousin. Especially

top and bottom of the car-
tridge. The actual games,
which include Thundarr and
Hercules, are impressive. The
line-up of freelance design ta-
lent gathered under the
Xonox banner is enough to
insure, at the least, a promi-
nent launch.

First Star, formerly a com-
puter software company, has
"burst"’ onto the scene with
the amazing soap bubble-
exploding Boing. Tigervision
kept the faith with their excel-
lent 2600 version of Miner
2049er, Imagic's Solar Storm
revived interest in the inva-
sion videogame, and 20th
Century Fox's Flash Gordon

Q"BERT (MYLSTAR)

and annoying purists with a
slowed-down but otherwise
decent home translation of
the coin-op Amidar. The
forthcoming titles Tutankham
and .007 may well re-estab-
lish Parker as one of the top
three 2600 software pro-
ducers. There's also much
anticipation over the home
edition of Mylstar's Q*Bert.

Coleco and Mattel (with its
"M-Network'' series) are still

TURBO (COLECO)

possibilities for the system
cynics have written off many
times.

THE 2600
GOURMET LIST

Let's take a brief look at
some of the most popular
games currently available for
the Atari VCS (Manufac-
turers’ names are in parenthe-
ses.).

Centipede (Atari). Thisis no

CENTIPEDE (ATARI)

FLASH GORDON (20TH CENTURY FOX)
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SOLAR FOX (CBS ELECTRONICS)

good play is available with the
new Atari-produced VCS
tracball. Bomb those buggers!

Keystone Kapers (Activi-
sion) The player is a Keystone
Kop chasing a wily felon
through a multi-level floor
plan, with escalators and
period-piece prizes ranging
from Philco radios to old-
fashioned elevators.

You can outrun the thief
the first few rounds, but once

MINER 2049ER (TIGERVISION)




you become involved with the
elevators—watch out!

Solar Fox (CBS). The Mid-
way-produced coin-op also-
ran adapts perfectly to the
home VCS format. Best part:
After clearing away a suffi-
cient number of racks, the
player's ship must claim a pair
of bonus items layed out in
parallel rectangles—within a
tight time limit. High frustra-
tion on this level.

Flash Gordon (Fox Video
Games). This may well be the
finest use of the radar screen
ina 2600 program. You're the
intrepid Flash, clearing out so-
lar systems to keep life safe for
democracy.

Other intriguing new items
on the horizon include a series
of Muppet games from Atari,
Crackpots from Activision,
and 2600 editions of Coleco's
big hits such as Zaxxon and
Turbo.

Finally, fans of Miner
2049er have a big surprise
coming from Tigervision. The
company will soon publish a
multi-scenario sequel—and
then a game that casts Bob as
a fearless firefighter!

AMONG
THE MISSING

When so many companies
rushed into the software
sweepstakes, a shake-out of
weaker companies became
inevitable. Consumers voted
with the pocketbooks, send-
ing afew companies that nev-
er founda reason to exist right
to the wall—and the bank-
ruptcy courts.

The most significant loss
was U.S. Games. Originally a
small software producer with
two titles to show, it was
purchased by Quaker Oats,
also owners of Fisher-Price,
the famous children’s toy
markers. The F-P produced
games were outstanding,
with super graphics, magnifi-
cent packaging and, fresh
promises. In the end, Quaker
decided it didn’t want to be in
the videogame business very
badly after all, and so they
pulled the plug.

Another major victim was
Data Age. It spent so much
money promoting Journey's
Escape, a rock videogame
that never lived up to its
promise. Data Age's swan
song, however, was a really
intriguing game—Franken-
stein's Monster.

1))

THE FLEXIBLESYSTEM

A CHANGE FOR
ODYSSEY?

Odyssey is the most vener-
able name in programmable
videogames, since its first sys-
tem appeared more than a
decade ago. That machine
turned out to be a little ahead
of its time, but the standard
programmable Odyssey? sys-
tem, which made its debut in
1978, is now in slightly fewer
than one million American
homes.

Nevertheless, all of the
efforts of North American
Phillips have never quite
established the Odyssey as
anything like the equal of the
Atari 2600. Now it looks like
the company may be easing
back from the hardware race
with the intention of focusing
its creative
efforts on
software

=
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made for various popular
videogame and computer
systems like the ColecoVision
and Apple Il.

N.A.P. showcased a system
dubbed the Odyssey* about a
year ago, but it has since de-
cided to put it back on the
shelf. The unit had improved
graphics, modem capability
and compatibility with the 02,
but company officials feared
that it would be out-of-date
by the time it reached retail
stores.

THE PINK
PUSSYCAT

To show the world how
serious Odyssey is, the firm
quickly snatched up the rights
to the departed U.S. Games’
Pink Panther titles, having

already been quite well de-
veloped by the Fisher-Price
Software Division of U.S.
Games.

Within the next six months
the new direction being taken
by Odyssey will become quite
clear. They have even de-
veloped early versions of Col-
ecoVision-compatible
software.

NOTES TO
THE SURVIVORS

NAP, of course, has re-
leased close to 50 titles for the
©?, including this year's ex-
citing new numbers like KC's
Krazy Chase, Killer Bees and
P.T. Barnum's Acrobats. It's
convenient for @? fans who
don’t own voice modules, in
that voice games can be play-
ed with or without
the speech
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unit, which only enhances ex-
isting beeps, bops and boops.

Those half a hundred titles
encompass one of the most
wide-ranging libraries of
games within the home
videogame field. Let's look at
some of the classics.

UFO (Odyssey) One of the
best ideas anyone ever had
for a space shoot-out. A mov-
ing saucer with a rotating can-
non mounted as if around a
nucleus is the player’s
weapon here, as whirling
deathships merge and whiz
crazily toward your craft.

The enemy can be either
taken out with cannonfire or

0365

ATTACK OF THE TIMELORD (ODYSSEY)

rammed—but there is a
period, albeit brief, in which
the ship must recharge its

DAVID 0246

torcefield. During these most
vulnerable moments, the
feeling of helplessness can be

&
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P.T. BARNUM'S ACROBATS (ODYSSEY)

overcome only by ace-level
maneuvering.
Watch it, this game gives

ENTER THE
ASTROCADE

The Astrocade's story is a
modern saga of a good prod-
uct at the wrong time. Pro-
duced by Bally shortly before
the introduction of the 2600
and the Odyssey?, it was a de-
luxe machine. However, the
public wasn't excited about
upscale videogames at that
time. Few people were ready
to spend heavy cash for what
was perceived as "'justa game
player".

However, Bally intended to
produce more computer add-
ons. In addition to the Bally
BASIC (and later Astro BASIC)
and the built-in calculator
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keypad, the company prom-
ised a full-stroke keyboard.
Suddenly, though, Bally de-
cided it didn't want to sell
videogame home systems
anymore. A project, along
with all inventory (and even
the Bally logo!!), was sold to a
Columbus, Ohio firm known
as Astrovision, later called
Astrocade.

Users are still waiting for
the keyboard, although the
privately manufactured Viper

ASTROCADE: THE PROFESSIONAL ARCADE

apparently interfaces success-
fully with the system.

Ray George, the evangelist
of videogames and head man
at Astrocade, toured the
world, preaching the word.
He managed to keep the
company going long enough
to add several fine cartridges
to the catalogue.

The Incredible Wizard was
Bob Ogden'’s re-styling of his
arcade hit with Dave Nutting
Assoc.. Along with the excel-

lent, older cartridges such as
Football and Space Fortress,
it gives this system a small, if
quality-oriented library.

HARDWARE
CHITCHAT

The Astrocade has changed
virtually not at all since Bally's
wild and crazy crew of
geniuses designed the pro-
totype. Variously dubbed the
Bally Home Arcade, the Bally
Professional Arcade and, ulti-
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K.C.'S KRAZY CHASE (ODYSSEY)

players only one life, but im-
mediately sets up for replay.
Between that and the high-

score volatile vanity board,
this game may become habit

forming!

KILLER BEES (ODYSSEY)

Killer Bees (Odyssey). No,
baby, this ain't John Belushi—
not even an NASL soccer

team—this is the real thing.
Bees and honeycombs and
lots of excitement that blends
arcade elements with more
strategically-oriented play.

Attack of the Timelord
(Odyssey). At first, it was
dubbed ‘'Snake Ships from
Sirius'’, this is made for play-
ers who love to fire at serpen-
tine alien formations. If you
have the voice module, the
big cheese himself will verbal-
ly abuse you between rounds.

Demon Attack (Imagic)
The first independently-pro-
duced software for the 0?,
they just don’t make invasion
games any better.

A SYSTEM THAT COULDN'T

mately, the Astrocade, this is
the single most awesome
piece of hardware ever intro-
duced within the videogame
industry. The rear of the cas-
ing is a rack for cartridge stor-
age, covered over in a tinted
plastic casing. In addition to
the aforementioned keypad,
there's a cartridge slot and a
reset switch and four inputs
for the highly individualistic
trigger grip joystick-paddle.
This distinctive hybrid used a
small, nobbed shaft at the top
of the grip for joystick and
rotation movement.

All in all, it was the
ideal gaming machine.

THE ASTRO
UNDERGROUND

Apropos to such an eccen-
tric and revolutionary system
(it came about a year ahead of
its time, but in computer
terms, we're talking eons!) it
spawned the most unique
cadre of supporters any
videogame has ever gar-
nered.

When Bally gave up on
their brilliant infant and the
flood of classics such as Pin-
ball and Galactic Invaders
(actually called "'Galaxian' on
early releases) petered out,
did those brave pioneers,
still in love with the Home

THE INCREDIBLE WIZARD (BALLY)
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BALLY'S ORIGINAL ASTROCADE PROTOTYPE

Arcade, surrender to the
throes of despair? You bet

your joysticks they didn't!
Using perhaps the most
peculiar, frustrating and total-
ly maddening computer lan-
guage ever designed by man
(Bally BASIC, which applied
up to three input signals per
key!) whole cottage industries
sprang up, producing soft-
ware that loaded into the
BASIC cartridge through a
built-in slot and wire.
Companies such as L&M
and Wavemakers continue to
produce software on a pro-
lific—if somewhat uneven—
basis. The newer titles even
employ machine code play,
proving that no matter what a

company does, some things
are just built too well to die.

I T =]
SUB HUNT (ASTROCADE)

Electronic Games 73




INTELLY

WHERE'S PAPPA?

The strange saga of Mat-
tel's entry into the videogame
universe began in 1981 with
the release of the Intellivision.
Actually, the company called
the unit ““Intellivision’s Master
Component’' because it was
slated to be the main brain for
a modular computer system.
Mattel also announced such
peripherals as a sophisticated
keyboard.

Somehow, that keyboard
never made it. After running
out of sports simulations and
discovering that strategy
games sold poorly in the pro-
grammable market, Mattel
turned to arcade action
games. Alas, the Intellivison
plays somewhat ponderously,
and the designers needed
more time to work out the
bugs involved in writing fast-
action programs.

B-17 BOMBER (MATTEL)
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The system itself is a
second-wave, or senior, pro-
grammable system with a re-
ported 8K resident memory.
Character articulation is ex-
cellent, but animation is,
again, slow. The controllers
also present problems. Their
cords are too short, and
they are even permanently
attached. The tight cord acts
as a leash, chaining the gamer
to the system, while the inter-
nally-connected plugs make

replacement of defective con~

trollers a project approached
with fear and trepidation.
Movement is attained
through the highly controver-
sial “'direction disc."

The Intellivision | is very
attractive, with recessed cas-
ings for the controllers and a
side cartridge slot, making the
unit a good-looking system,
clean and simple. Only a
power and reset switch cover
the silvertop finish.

SON OF
INTELLIVISION!
After virtually abandoning
plans for the proposed Intelli-
vison keyboard, announce-
ments leaked concerning the
Intellivision 11. This system dif-
fers very little from the earlier
version except in size—it has
been re-engineered into a re-
markably compact format.
Although the direction-discs
are included in the design of

INTELLIVISION 1 AND PERIPHERALS

the newer model, gamers can
now plug and unplug them
l independently.

Mattel Electronics, now a

DEMON ATTACK (IMAGIC)

full-fledged division of the
parent company, reports
some progress toward pro-
duction of Intellivision
peripherals. A keyboard for
the Intellivision Il and an elec-
tronic piano module are plan-
ned as the first releases. It is
only fair to note, however,
that the keyboard had still not
entered national distribution
as this issue of Electronic
Games went to press.

STEERING

A FRESH COURSE
The Intellivision Il drew

oooh's and aaah's from

sneak-peekers last January,




but the project seems to have
been put on hold around mid-
year. The IIl used massive
amounts of screen-RAM to
produce scintillating graphics
and had loads of other fea-
tures (like remote control
joysticks).

Mattel officials have clearly
had second thoughts about
this system. Perhaps the fear
was that by the time the Intel-
livision Ill got into the action
during fourth quarter 1983,
the other third-wave pro-
grammable videogames
(ColecoVision and Atari
5200) would have too tight a
hold on the market. Whatever

the reasoning, the company is
expected to concentrate on
developing software for a
wide range of machines and

SWORDS & SERPENTS (IMAGIC)

expanding the audience forits
own Agquarius computer.

The company's software
program is getting mighty ex-
citing, especially with the
purchase of Burger Time. The
cute game was big in the
arcades, and there's no
reason to think that home
gamers won't enjoy building
those sandwiches, too.

One definite bright spot for
Intellivisionaries is that at least
four major independent soft-
ware houses are now turning
out either original software,
or translations of pre-existing
hits for the Intellivisions.

Although Activision pub-
lished several translations
(Pitfall and Stampede), it truly
struck gold with Carol Shaw's
original puzzle challenge,
Happy Trails.

Parker Brothers is making
versions of Frogger for every
game playing system that
walks, crawls or burrows be-
neath the earth. Its Intellivi-
sion edition of the game, that
is as easy as falling off a log,
is a real stand-out arcade
translation.

Imagic remains the master
of the Intellivision and has the
ace design staff for the sys-
tem. Swords & Serpents, the
incredible Demon Attack
translation, and Nova Blast
have added not only quantity
to the Intellivision software
library, but also a quality
that is hard to beat.

I REDESIGNED FOR TODAY

~ ACTIVISION.

HAPPY TRAILS (ACTIVISION)

THE TALKIES

Shortly after introducing
the modular Intellivoice
peripheral for the original
Mattel gaming system’s Mas-
ter Component, Mattel un-
veiled a short but varied line-
up of voice-only game car-
tridges. Though the games
were playable solely through
voice module on the original
system, Intellivision 1l owners
get the bonus of a built-in In-
tellivoice, allowing them ac-
cess to all system software.

Because of its revolutionary
graphics and highly sophisti-
cated simulation quality, the
voice cartridge with the most
intensely loyal following is B-
17 Bomber.

Among the voices available
are an exotic-sounding fe-
male and an evil robot voice.

NOVA BLAST (IMAGIC) :
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THE HARD FACTS

ColecoVision is the first
product in the history of mod-
ern advertising to actually sur-
pass its pre-release hype. This
third-wave super-system
offers dynamic graphics and
audio capability, and comes
pre-sold with a library of out-
standing software.

The unit itself is sleek and
trim, with a top-mounted car-
tridge slot and a recessed area
at the left side into which the

76 Electronic Games
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controllers can be laid. The
front of the unit contains an
interface slot into which the
numerous game modules,
keyboard and exotic control-
lers can be plugged.

The system'’s clearest weak
point is its controllers: A com-
bination keyboard/joystick
with twin side firing buttons
that can turn even a nimble
gamer's hand into a claw.

|
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However, the real problem
with the Coleco controller is
the short, fat, stubby nob.
Despair not, however, since
the gourmet ColecoVision-
compatible controllers are on
the way. Amiga has an excel-
lent adaptation of its VCS
joystick on the way as does
Supr Stick, the latter from D-
Zyne Corp. of Waterford, CT,
using jet-fighter type micro-

switches. Both of these con-
trollers should be here soon.

SOFTWARE
AND SUCH

The ColecoVision's muilti-
tude of screen-RAM allows it
to faithfully duplicate virtually
every major coin-op title the
company licenses, whether
the game was originally in
raster or vector graphic form.

COLECD

THE THIRD WAVE



(CoLEca)

So far, Coleco has progress-
ed through a series of arcade
adaptations that range from
Donkey Kong Jr. to Turbo
(complete with steering
wheel and gas pedal), with
Smurf the sole original title.
Coleco, along with indepen-
dent software producers such
as Micro Fun (offering Time
Runner, Miner 2049er, Globe
Grabber and Bounty Bob as a
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firefighter in Scraper Caper),
are preparing to widen the
scope of the system's library.

While arcadians revel in
such super coin-op transla-
tions as Mr. Do, Subroc (notin
3-D, but looking good!),
Wizard of Wor and Frenzy,
fans of new and original gam-
ing concepts can expect to be
well satisfied.

Sports fans are apt to enjoy
Rocky Battles the Champ and
Baseball; movie buffs will
probably like videogame ver-
sions of Dracula and Sword &
the Sorcerer; just-plain-
home-arcaders can challenge
Front Line, Skiiing, Smurf-
ette’s Birthday, Destruction
Derby, and many others.

DONKEY KONG JR.

CAVEAT DEPT.

One curious thing about
the ColecoVision is its off-on
compatibility with Atari
peripherals. While many 2600
joysticks fit nicely into the
ColecoVision slots and work
with games that don't need
keypad input and only one ac-
tion button, almost as many
do not. Early reports indicate
that the Wico tracball, as an
example, doesn't interface
correctly with C-V software,
nor do any joysticks that do
not use all nine of their pin
sockets.

The question of cannibaliz-
ing Atari equipment for Col-
ecoVision use will become a
moot point when Coleco and

a horde of peripheral support
companies throw themselves
into the breach. Coleco’s own
tracball should be released
with their version of GDI’s
Slither and the prototypes
given hands-on testing at a
recent trade show tested well.
The lightweight unit fits over
the top of the Coleco console.

MODERN
SHOPPING

While many arcades felt the
quality of ColecoVision's soft-
ware declined slightly after
the initial rush of 10 titles, a
little time has made believers
of many former skeptics. Let's
look at the newest release
quite critically.

y TURBO
: CARS PASSED 1528
i
LAy TIME: 54 2o

MOUSE TRAP

KEEPS ROLLING

iy |
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Space Fury: Though a mar-
velous imitation of vector
graphics in raster-scan, noth-
ing can disguise the fact that
this Sega coin-op was a
novelty success. The first talk-
ing coin-op, the haughty
boastful alien can only be
heard" by lip-readers in this
home version, of course, with
the creature's imperious in-
sults being broadcast TV news
bulletin-style in subtitles
across the bottom of the play-
field. The game itself is an
Asteroids variant with a series
of four bonus racks that rank
as the most ridiculously easy

challenge ever to insult a
gamer's skill,

Mouse Trap: Exidy's clever
maze chase coin-op blossoms
in this home format into a
compulsive contest involving
cats chasing cheese-eating
mice around a playfield filled
with color-coded doorways.
Pressing the corresponding
color on the controller-
keypad opens that hatch. The
mice can also eat bones and
become energized, turning
into daunting bulldogs for a
few seconds, but the meta-
morphosis is dictated entirely
by the gamer. Each time a
bone is eaten, it registers at
the top of the playfield.
Thereafter, the little mousie
can become a junkyard dog
by the player simply activat-
ing the ""dog'’ button.

Pepper II: Okay, so there
wasn't a Pepper | (the coin-op
was actually Exidy’'s own re-
vamp of Victory, which really
hadn’t done much in the
arcades). This is still a devil of
a videogame with irresistibly
cute graphics and a truly in-
novative theme. This is about
as good as a home version of a
coin-op gets.

» o
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ROCKY BATTLES THE CHAMP
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ATARI'S TOP
OF THE LINER
Unique among all existing
programmable and computer
systems with game-playing
applications, the 5200 is
essentially a computer with all
the strengths and memory
implied by that description.
The difference is that this is a
computer built for only one
purpose: playing the best
videogames a home TV
screen has ever broadcast.
That certainly doesn't
sound like a simple task, but

daunting projects have never
stopped Atari. The exact
specs regarding RAM and
ROM capabilities still remain
somewhat clouded.

The stylized, slanted con-
sole is a sleek, black box with a
minimum of gadgetry and
clutter. Aside from the power
switch, the controller inputs
and cartridge slot are the sole
input devices on the console
itself. The use of multi-func-
tion joystick-keypad control-
lers transfer a multitude of
functions over to the gamer's




hand, such as game select, re-
set, pause and menu or func-
tion selection.

When all is said and done,
the games Atari has made
available for its prize child are
extraordinary. Qix rates
among the finest coin-op
translations ever seen—in
addition to working much
better in the home format.
Kangaroo, Jungle Hunt, Ten-
nis, Soccer, Centipede (avail-
able for play with a dream-
boat of a tracball, a control
device Atari seems to make

THE

better than anyone in the
world) and the year's sleeper
classic, Space Dungeon, are
all state-of-the-art master-
pieces. The next few months,
in fact, may be even more re-
warding with the upcoming
releases of Moon Patrol,
Battlezone and Tempest!

DISCUSSING
THE DOWNSIDE

In spite of the collection of
dream titles on the 5200,
games unmatched in any

® LIVING ROOM
m ARGADE

other format (Atari computer
version of Qix, while no dis-
aster, positively wifts when
seen alongside the 5200 ver-
sion), there are several large,
tangled flies in the ointment.

Problem one may soon be
resolved, that is, the 5200
connects to the TV set
through an RF connector that
is incompatible with the in-
dustry standard—set largely
by Atari itself.

Atari engineers vow to re-
solve this difficulty in future
systems, making multiple sys-
tem owners a lot more relaxed
and giving computer and
programmable game-laden
editors a trip to the Promised
Land.

But an even bigger problem
is still without a real solution:
the 5200 has awful control-
lers. True, joysticks are a mat-
ter of taste. Nonetheless,
when the vast majority of mail

rom EG readers and the in-
dustry itself universally con-
curs, chances are they're
right.

The 5200 stick is a non-
centering joystick, meaning
that it does not automatically
return to the neutral (center)
position when released, thus

KANGAROO (ATARI)
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SPACE DUNGEON (ATARI)

UEGTREHN:

VECTREX GRAPHIC
COMPUTER SYSTEM
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forcing the arcader to sit on
the stick at all times. This set-
up also requires, in.linear
games such as Pac-Man, that
movement in any of the com-
pass directions be accom-
plished on-the-nose, leading
to at least one company, En-
tertainment Systems, to de-
sign a North, East, South and
West stick guide.

The sticks also tend to wear
outvery quickly. On our pack-
aged test system, one control-
ler did not work at all while
the second stood up to less
than two weeks of rigorous
play before losing all tautness
and going completely slack.

Owners of the 5200 who

THE PORTABLE
PROGRAMMABLE

Do videogames hurt TV
sets?

This is almost certainly the
most frequently asked ques-
tion in electronic gaming. It all
stems from the early games
which used bright, white
perforated lines running
down the center of the play-
field in order to simulate a
ping pong set.

When a color, especially a
bright white, is left stationary
on a CRT (cathode ray tube,
the TV screen), the -image
burns itself onto the screen,
leaving an ugly checked line
running down playfield cen-
ter—no matter what is being
watched on the set.

This difficulty is alImost ex-
clusively a thing of the past,
since current computers and
programmable videogames
employ sophisticated color-
shifting routines to keep any
one hue from etching its pat-
tern into the screen'’s surface.
Nonetheless, many folks,

mostly the parents of
would-be gamers, cringe
at the suggestion of
hooking a game sys-
tem to the family TV.
In addition to being a
unique and satisfying
videogame system, the pro-

are already giving their
arcade-style tracball control-
lers a good workout, can only
hope that Atari will now move
quickly to bring out other
peripherals. Atari has made a
frequent claim that the 5200
plays more different games
than any other system, but
this boast is predicated on the
existence of a module that
permits use of 2600-
compatible cartridges. This
gizmo has yet to emerge from
the R&D lab.

SOWHAT'S NEXT?

Few independent software
manufacturers have thrown

grammable Vectrex from GCE
offers its own 9-in diagonal
vector graphics monitor. You
remember vector graphics!
Asteroids, Space Fury,
Battlezone, Eliminator, Star
Castle, Space Duel, Red
Baron and the dozen or so
other big titles that turned the
coin-op industry away from
traditional TV-style raster
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SCRAMBLE (VECTREX)

scanning into vector graphic
junkies.

Alas, even with the smash
arrival of the early color vector
(or “"Quadrascan’’ as Atari
called the process) games
such as Tempest, leaps in ras-
ter technology soon relegated
vector graphics to the arcade-
fad dustbin.

The monitor itself is black
and white, but each game




QIX (ATARI 5200)

their oars into the water. One
exception is Parker Brothers,
which is preparing a 5200 edi-
tion of Frogger.

Whether or not Atari can
single-handedly keep the
pump primed with top soft-
ware remains to be seen. De-
spite a ho-hum group of in-
troductory titles, and even in
spite of the numerous techni-
cal drawbacks, the 5200 is
one of the best pure
videogame systems ever
produced.

But as we have seen, with-
out game support—strong
and continuous—not even
technological masterworks
can thrive. Software remains

lifeblood of any system.
Therefore, the future of the
Atari 5200 lies in 