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RoM X ONOX’

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 frouble.
But maybe the most trouble you'll have is deciding which game to
play first. Because you get both of these great games on one unique
new Double-Ender™ cartridge. Double trouble and double fun— i
both for the price of one.
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For Atari® 2600 VCS™ and Sears Video Arcade”

Available in October.

Spike’s Peak” #

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 ' g‘.
hungry bears. Watch for rock slides
and patches of ice. Don't slide into
the poisonous mountcin
cactus. And remember...
the higher you climb, the
colderyou'll get. So hunry
before you freeze.
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Ghost Manor”

In a lonely graveyard out-
-~ side Ghost Manor, you
- fight off evil spirits to get in-
* 3 side and rescue your friend.

Once inside, you find more
unfriendly ghosts, witches and
goblins. Search
from room to room
D === and floor to floor—
_—_.- —= across 5 puzzling game

':% screens —in darkness, with

= /{ only brief flashes of lightning to
== help. Don't get crushed by the
o~ mysterious moving

W72 7774

- walls! And when £ S
? 3 you've found your = i\
- \ \: \

friend —then
you must find a $
safe way out.

&) M@z
Trouble Ahead.

Chuck Nomis—Superkicks™ an action game
featuring the legendary karate expert, and :
Artillery Duel™ an exciting wartime strategy game, aey |
are teamed up on the next great Xonox Double-Ender. ! [
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— Superiicks™ Artillery Duel ™ Sir lancelot ™ and Robin Hood ™ are trademarks of Xonox.
Atari® 2600 VCS™ is a trademark of Alcri. Inc. Sears Video Arcade™ is a trademark of Sears Boebuck and Co Chuck Nomis is ¢ licensed nronerty from - Tonkick Productions 1083
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CBS Electronics is now the source of a
big variety of exciting games never
before available on the Atari® 5200."
Now you can really plug into the
excitement five different ways...each
one a thrilling test of your skill and
concentration.

There's popular arcade games like
Bally/Midway's GORF “—where you
must muster all your strength to defend
against flying Gorfs, deadly Droids,
Kamikaze Invaders, Laser Attackers
and Neutronium Ships. WIZARD OF
WOR " —you must outwit and outshoot
the sinister Wizard in the dreaded dun-
geons of Wor. And BLUEPRINT “—which
lets you try to prove that chivalry is not
dead. Only you have the blueprint for
the machine that can stop mean Ollie
Ogre and save tair Daisy Damsel.

“GORF. " "WIZARD OF WOR" and "BLUEPRINT" are trademarks of Bally Midway Mig. Co

= 1981, 1983 Bally Midway Mig. Co. All rights reserved.

"K-RAZY SHOOT-OUT" is a trademark of Kay Enterprises Co. "MOUNTAINKING "isa

trademark of E.F. Dreyer, Inc. "ATARI 5200 are trademarks of Atari. Inc

Ve WIOS 1o moile

yourAicnl 920@

Plus there's K-RAZY SHOOT-OUT “—
Electronic Games Magazine's Com- -
puter Game of the Year. It's an
incredibly fast-paced test of your
marksmanship against alien Droids.
And there’s MOUNTAIN KING'"—an ever-
exciting journey through diamond-
laden caverns in search of the elusive
Flame Spirit. . .the mystical key that
unlocks the Temple Chamber which
holds the Golden Crown.

It'sfive greatwaystoaddtoyour
Atari 5200 video game selec-
tion. Socheckoutthevideo
games from CBS Elec-
tronics. And discover
how much more ex-
citing your Atari
5200 just
became.
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he last few months we have reported on the incredible changes tak-

ing place in the video game industry, both in terms of arcade equip-
ment and development for home systems. You've read about the ‘com-
puterization of video games’ and the advent of laser disc technology into
the game rooms of the country.

In some respects we might be called to task for having been too early in
our coverage of given developments. However, one of the problems in-
herent in doing any monthly news publication is that lead times can often
be an enemy as well as an ally. Take our July issue where Video Games
highlighted the Amusement Operators Expo held in Chicago. In that
same magazine we were also the first consumer publication to break with
the news about Cinematronics’ Dragon’s Lair.

Well, that magazine, which was printed soon after the end of the con-
vention in late March, didn’t reach you, the readers, until June. As for
the machine itself, release of the initial production run didn’t hit the
streets until the middle of July.

When we learned about the Coleco plan to introduce a computer
model of some type back in February, VG decided the information was
too important to hold back, although the specifics weren’t yet known in
their entirety. So, in the June issue of VG we told contributing editor,
Mark Brownstein to piece together what he could from all available
sources and at least ‘guesstimate’ what the Hartford, Connecticut giant
had up its sleeve.

As most of us already know, Coleco created ADAM and we sent
Mark back to the typewriter to compare what we had done a full five
months earlier. On page 66 you’ll find out how close we were.

Anyway, the point to these two examples is that Video Games, for the
past six issues, has endeavored to be there first with all the news as it hap-
pens. The problem is whether we’re too quick with our coverage and if
anybody appreciates or understands the essence of why we do what we
do. Even on the pages of “‘Coin-Op Shop’’ and ““The Flipside’* we have
tried to bring you the top arcade game as they begin to become available
across the country.

The various convention overviews have been undertaken to not only
take you behind the scenes of the circus-like atmosphere where the
future is being planned, but also to give you close-up looks at the latest
products, some of which might not be available for a number of months.
In fact, beginning on page 28 you'll find even more to read about fall
electronics as we continue with last issue’s (‘‘Electrifying Sights”
page 34) CES wrap-up.

Since we do have deadlines which can often be as disadvantageous as
they are helpful in getting you up-to-date news, we found ourselves in a
predicament given your overwhelming response to ¥G’s First Annual
Player’s Choice Awards. When we conceived this opportunity for you to
directly cast your votes for home and arcade favorites, we thought thata
few issues would allow us to get a pretty good indication of those special
games deserving recognition and we set a deadline of August 30th.
However, the races are still to close to call and changing daily, so we’ve
lengthened the deadline to October 31st, effective in this issue. (By the
way, if you’re interested, on the arcade front, Q*bert holds a tissue
paper thin lead over Pole Position and Popeye. For the home Donkey
Kong Jr. is leading Pitfall and Donkey Kong by a generous margin,

although recent voting shows Centipede closing fast.
Editor
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“Allyou’ve gottodo is go a 1ittle higher,
a little faster and a little farther
than you’ve ever gone before.’

Bruce Jenner, 0LYMPIC DECATHLON GOLD MEDALIST

In The Activision Decathlon, designed ACIISION
by David Crane, you hit the screen DECATHLON
running. SR 4R
The moment you grab the joystick “,

your heart races and so do you—run-
ning, jumping, vaulting and hurling like
never before, through all ten decathlon
events.

Amidst the pageantry of a color- . -
ful arena, you'll control incredibly &£ VIDEQ GAME CARTRISGE FOR THE
realistic athletic motion. But whether S
you're going against your own record
or up to three other athletes, you'l
need all the speed and reflexes you've
got to earn the gold.

The Activision Decathlon. If you're
ready to give it everything you've got
and more, let the games begin.

© 1983 Activision, Inc.  Activision is a registered trademark of Activision, Inc

ACIIVISION.

We put you in the game.

For use with the Alan® 2600™ Video Computer System™ Atar®
2600™ and Video Computer System™ are trademarks of Atad, Inc.
Riso for use with Sears Tele-Games® Video Arcade™ Tele-Games®
and Video Arcade™ are trademarks of Sears, Roebuck and Co.




A Difference of Opinion

This is in reply to Nick Baime's letter
(August '83) in which he puts down Col-
ecoVision because he has an Atari 5200.
While I also own an Atari 800 computer,
I have a ColecoVision and enjoy both. 1
think Atari has some great games but so
does ColecoVision. I would like to know
where he gets his sales figures from. I
have never seen any sales figures on the
5200. The last I have heard on ColecoVi-
sion is 1.3 million. Also, why must the
5200 be more popular; ColecoVision
can be expanded into a very powerful
computer. It is also coming out with
games that far exceed anything the 5200
can come up with so far. The fact of the
matter is that Mr. Baime is probably
sorry he bought the 5200 instead of Col-
ecoVision because they’re coming out
with the innovations and Atari is slip-
ping behind right now.

I must commend your magazine for
the excellent coverage. I have seen fair
and equitable reporting of all products
no matter who the manufacturer may
be.

Robert D. Strong
San Antonio, Tx.

A Second Look

In response to Nick Baimes’ letter
(August '83), I have some facts for him
to consider.

1) The 5200 is not outselling Col-
ecoVision. ColecoVision has sold over
one million units, something the 5200, as
of July 1, 1983 has not yet done.

2) ColecoVision has much more *‘go-
ing for it.”” Where is the 5200 VCS
emulator? As of July lIst, it can’t be
found in the Chicago area. The 5200
doesn’t have an expansion interface,
meaning any add-on devices will be more
expensive. Coleco’s trackball will be $10
cheaper and include a cartridge. The

8 VIDEO GAMES

5200 trak-ball won't include a cart-
ridge.

3)I for one, will be very dry-mouthed
this summer. 5200’s Baseball is an In-
tellivision look-alike, while Coleco-
Vision’s Baseball could well be the most
promising sport game ever. Coleco has
licensing agreements with Sega, Exidy,
Universal, Konami and CBS (Bally/
Midway) to produce home games of
their arcade games, and last but not least
Parker Brothers, Fox, Microfun, Im-
agic and Sirius Software plan to make
games for ColecoVision.

It seems to me the facts speak for
themselves in proving which system is
superior.

Bob Ritter
Hoffman Estates, Ill.

Nicked Again

1 am commenting on a letter printed in
August 83 issue concerning ColecoVi-
sion and the Atari 5200. I am a Coleco-
Vision owner and I think that Coleco-
Vision is the better system. The Atari
5200 has better resolution (25%). Why
don’t they use it? Look at the 5200
Kangaroo and you'll notice that the roof
under which the baby ’roo is standing
looks like low resolution Atari 2600
material! You'll never see anything like
that on ColecoVision.

ColecoVision's graphics are more col-
orful and detailed. Compare Zaxxon
with any game from any video system
and you’ll see why ColecoVision is the
best. Coleco has Buck Rogers, Time
Pilot and Satan’s Hollow among other
great games coming out this year. Also,
coming this year are the Super Action
Controllers, packaged with Contact
Baseball which puts Atari 5200’s
Baseball to shame.

I also understand that there are more
ColecoVisions sold than Atari 5200s

Lol Speaks

contradicting what was printed in the

last issue. It is plain to see that ColecoVi-
sion is the more promising system.

Richard Squibbs

Stratford, Ct.

You're correct. ColecoVision has sold
better than the Atari 5200. Also, Coleco-
Vision does have better background
resolution than Atari’s 5200. And while
the 5200 will soon accept an expansion
module to allow you to play 2600 games,
ColecoVision will also expand in the
near future into a technically advanced
personal computer system. There are no
plans, however, to expand the 5200 into
acomputer. —FEd.

Wico Woes

I recently purchased a Wico Com-
mand Control Trackball for my Col-
ecoVision system that I've equipped
with an expansion module which allows
me to play all Atari VCS compatible
games. To my surprise the trackball
failed to function when plugged into
either the main unit or the expansion
module. I've had both the units and the
trackball checked out and there’s

nothing wrong with either of them.
Jeff Seger
Bronxville, New York

According to Craig Horowitz, Division
manager of Wico, ““The Wico Trackball
will not function with the Coleco Vision
unit due to its lack of additional power
output. Wico is currently developing a
Coleco Trackball and will provide the
necessary additional power.” —Ed.

Address your letters to Doublespeak
care of VIDEO GAMES, 3505th Ave.,
Suite 6204, New York, N.Y. 10118.
Letters that require a personal reply
must be accompanied by a self-
addressed, stamped envelope.




THERE'S $1000 HIDDEN IN THIS AD.

Tell us how many tridents are hidden in
this ad and how many are on the back of
the Fathom™ video game package, and you
might win S1000.

And if you think that's tough, wait'll you
try to find The hidden fridents in our game.

For Atari® 2600 Soon for ColecoVision,” Intellivision;
Atari® 5200 Atari Computers, and TI-99/4A.

You'll have to search the seas as a por-
poise without getting eaten by octopuses.
You'll have to change into a seagull and fly
over volcanic isles without getting bumped
by blackbirds.

But if you dont find the trident, you cant
free the mermaid. Or win the $S1000.

So, happy hunting.

Send your entries along with your name,
address, and phone number
to:"Fathom Finders,' PO. Box FATHOM
31001, Los Gatos, CA 95030. BY IMAGIC.

All entries must be postmarked by January 31, 1984 Drawing will be held on February 28, 1984. Winner will be notified no later than March 15, 1984 Imagic will not be respensible

for lost, late, or misdirected mail. All entries which are complete and have the correct answers are eligible. Winner will be determined by a random drawing from all eligible entries The odds
of winning will depend on the number of eligible entries received. Any and all taxes are the sole responsibility of the winner No purchase necessary Contest void wherever restricted

or prohibited by law. Employees, distributors and advertising agencies of Imagic and their families are not eligible for entry.



hat you're about to

read has nothing to do
with arcade games, home
games, video or anything
you’ve been used to seeing in
the magazine. The only
similarity is that this creation
is fun, pure and simple. For
anyone who has ever sang in
the shower or had fantasies of
being a recording artist, The
Singing Machine from Hal
Roach Studios (1600 N. Fair-
fax Ave., Hollywood, Calif.
90046, 213-850-0525) may be
just what you’ve been looking
for. Utilizing the most ad-
vanced electronic audio tech-
nology in its sound com-
ponents, and not just another
hi-fi or stereo system, The

10 VIDEO GAMES
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Sing, Sing
Singing Machine performs
the usual functions of recor-
ding and playback, but has
also been designed for totally

different purposes.
The unit is comprised of

recording, mixing and play-
back audio components,
powerful PA and speaker sys-
tems, specially recorded
back-up music with printed
song books covering thou-

Spotlight your
talents as a record-
ing artist with The
Singing Machine.

sands of titles, as well as other
features including built-in
echo and music pitch control.
The list of music available
ranges from a wide selection
of Broadway show songs
from such favorites as
Carousel, My Fair Lady, The
Sound of Music and South
Pacific; hits from the most
popular artists (Stevie Won-
der, Donna Summer, Elvis
Presley, Willie Nelson, Paul
Simon and Barbra Streisand);
as well as hundreds of other
titles.

There are a number of
systems available with a basic
model, the SM-3000 provid-
ing all you'll need to own your
own personal orchestra and




¢ .COME IN, MOONSWEEPER... ARE YOU THERE?...COME IN.

“..Star Command to all video T ...or was shot down heading
game players...we have ‘ \ for acceleration rings...we do
confirmed reports that U.S.S. 7 T know several enemy destroyers
Moonsweeper was attacked were shot down before commu-
by an alien transport... nications went dead... proceed
Moonsweeper last sighted to nearest video store and

clearing aurora flares on way
to rescue Malanium miners
on Lunar Alpha Red...she low-
ered shields, located Alpha Red,
and began final approach...we MOO
do not know if Moonsweeper BY IMAGIC
was forced into a mining tower

For Atari’ 2600 Soon for Atari’ 5200, Intellivision; ColecoVision,

VIC-20; Atari’ Computers and TI-99/4A.

attempt to make contact with
Moonsweeper...situation
critical...repeat...situation
critical...over..”




BUPS

recording studio. A dual song
cartridge allows for simulta-
neous song playing and cue-
ing while there are also dual

microphone inputs and
microphone volume controls
for one or more performers to
try out their vocal capabili-

ties. Weighing just 22 pounds
and also battery operated,
The Singing Machine gives
you the chance to belt out the

numbers the rest of the world

is waiting to hear. (The model

SM-3000 is about $400.)
—Roger C. Sharpe

Atari Force: The

When last we saw Martin
Champion and his intrepid
band of trackers, they had
found another dimension for
the ravaged population of fu-
ture earth to relocate to. The
mission done, Champion and
his copilot, Lydia Perez,
walked arm and arm into the
sunset to begin building a new
life for themselves, while a
new civilization was taking
root,

So ended the saga of the
Atari Force, a five-issue tale
prepared for Atari game car-
tridges by DC Comics Inc.
These so-called In-Packswere
scheduled to be the beginning
of along-running relationship
between the two Warner
Communications companies,
but the plans were put aside
late last year when Atari’s fi-
nancial situation began a
totally different saga.

Since then, plans for the
existing Atari-related mate-
rial have been bouncing
around with two stories set to
see print as graphic albums;
the first of which, Star
Raiders, is now out (Video
Games, July issue). The se-
cond, Warlords, will be outin
time for Christmas. Mean-
while, DC has decided to go
ahead with a newsstand Afari
Force comic,

“The In-Packs were de-
signed, and this is not a put-
down,”” writer/creator Gerry
Conway says, ‘‘as white
bread. It was going out to
what we estimated to be a mil-
lion readers and the odds were
that most of those people
would not be aware of the ad-
vances in comic book story-
telling and characterization.
Now in the Atari Force comic

Dark Destroyer

book, it's a much broader,
much more imaginative book
than the /n-Packs.”

Editor Andrew Helfer
adds, “Everybody at Atari
loved the Atari Force, but our
president Jenette Kahn, and
most of the people at DC, felt
that we had gone as far as we
could go considering there
were five humans and they
were heading into a kind of
brave new world.”’ He points
out that in this new dimen-
sional home for mankind,
there are myriad alien races,
many superior in terms of
technology and evolution. It
no longer made sense for the
Atari Force to be comprised
only of humans.

The new adventures, which
premiere in a 32-page, 75¢
monthly comic next month,
take place 25 years after the
transplanting of earth’s
inhabitants. Champion and
Perez married and had a
child, Tempest. Lydia died
during childbirth and for the

Adventures Continue

Copyright © 1983 Atari, Inc.
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Dart
last 15 or so years, Champion
has been trying to cope with
her absence. Li-San
O’Rourke and Singh also
married and produced a
child, Dart. The children have
been born with unusual abil-
ities as a result of the constant
dimension-hopping done by
their parents. Tempest can
move himself through the
multiverse while Dart can see
through the multiverse and
use her sight to see potential
futures. Helfer warns that her
accuracy rate is only 75 per-
cent because “‘the future is al-
ways changing.”

The duo are joined by
others during the first three
issues, which Conway is using
to introduce the new situation
and characters. Several dif-
ferent story lines will come
together in a special 48-page
fourth issue this January. As
the new year begins, the Atari
Force will be born. The team
members will have been
brought together by enigma-

tic Dark Destroyer, who, ac-
cording to Helfer, is the “‘an-
tithesis of prosperity. He
recollects from his former life
that the Atari Force defeated
him. He’s the one who brings
them together in the first
place so he can try and destroy
them, He doesn’t count on
the presence of these other
characters.”’

Included are several aliens
starting with Morphea, whois
an insect-type creature, as
well as Martin Champion’s
psychiatrist. Also joining the
group is Babe, described by
Helfer as a super-strong, large
person who is basically a six
year old. Then there’s Pakrat,
a petty thief who stows
aboard the Scanner One when
it is in a museum. He’s still
aboard it, avoiding capture,
when Tempest leads his new-
found friend aboard to steal
the ship and confront the
Dark Destroyer.

And what of Champion?
Conway explains, ‘‘He’s

12 VIDEO GAMES




somewhat out of his prime.
Like so many heroes, his mo-
ment has come and gone.
Now he has to deal with that
for the last 20 years. In his
own mind, he’s still the pro-
tagonist and star. He is very
involved with the Atari Force
and is not exactly their
leader.” Helfer says part of
Champion’s problem is
caused by something with his
son, a plot point to be ex-
plored in future stories.

Both creators feel there is a
rich tapestry to be explored in
the multiverse but all the story
elements will not come from
Atari games. Some will, Con-
way promises, when they fit.
““The other problem with the
In-Pack books,”” he says,
““was the desire to tie them in-
to the game structure, To do
that successfully, the book
needed a three month lead

Pakrat
time while the games needed
only four weeks and the pro-
grammers were always re-
working the game right up un-
til the last minute.”’
Handling the graphics will
be Jose Luis Garcia-Lopez, a
talented artist who had finish-
ed the Star Raiders graphic
album just prior to beginning
redesigning the Afari Force.

Copyright © 1983 Alari, Inc

Tempest

This will represent Lopez’s
first regular comics assign-
ment and Helfer expects his
popularity to grow by leaps
and bounds through his Atari
connection.

It’s a new world with new
races to meet and new dangers
to conquer. Will the brand
new Atari Force be ready for
the challenge? DC hopes so

Morphea

and are expecting a long life
for their latest super-team
series. —Richard Goodwin

“The Atari Force: Martin
Champion, Lydia Perez, Star
Raiders, Warlords, Tempest,
Li-San O’Rourke, Singh,
Dart, Dark Destroyer, Mor-
phea, Babe and Pakrat are
Trademarks of Atari, Inc.”’

Symbols of Recognition

Woant to show off your
talents as the best Video
Fighter Pilot around but the
high-score-to-date screens
aren’t enough? Well, now
you can Spruce up your war-
drobe and wall (not to men-
tion your ego!) through a new
product called The Video
Recognition Pack from
Kropp Enterprises, Inc.

The Video Fighter Pack
consists of an iron-on patch,

an 8x10 wall certificate in
parchment-type stock and
wallet-sized ID card. As a
Commissioned Video Fighter
Pilot in Alpha Squadron, you
are sworn to engage all hostile
spacecraft in any home, com-
puter or arcade video
atmosphere.

“The products our com-
pany designed for those who
play video games,”’ said Mike
Kropp, president of the com-
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pany, ‘‘are generic in nature.
This is so they can be used for
all types of space-battle
games. We are also develop-
ing other types of recognition
kits to appeal to other types of
game play (racing, etc.).”
So, all video pilots who are

looking for more recognition
than just their initials on a
screen, the kit sells for $2.98
(plus 50¢ shipping). Orders
can be placed by sending
away to Kropp Enterprises,
Inc., P.O. Box 656, Cler-
mont, Florida 32711.
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BUPS

Blowing
Bubbles
Forever

It video games are gumming
up your life, Topps has come
up with two new ways to stick
it to you. One is Video City
rub off cards with six of the
all-time favorite coin-op
games featured including
Zaxxon, Donkey Kong,

Photo by R P, Sefcik

encounter during play. Un-

Q*bert, Frogger, Centipede
and Turbo. Each package
contains three rub off cards
and three sticker cards. The
rub off ones show scenes
from the video games, which
can be played just like their
arcade forebears by rubbing
off the dots in the correct se-
quence. You also get stickers
of the video game characters
in various predicaments they

like other bubble gum cards,
what’s great about these
packages is that no two are
alike. Topps has put a variety
of different games into each
package so that you’re as-
sured of getting at least one
new game with each pur-
chase. (About 30¢.)

Another addition to the
ranks is called Video Arcade
Bubble Gum. These small,
brightly colored pieces of

bubble gum come in a
container which looks like the
arcade game consoles right
down to the realistic graphics
on the screen. And you can
choose from Q*bert, Zaxxon,
Donkey Kong, Donkey
Kong, Jr., Frogger and Centi-
pede. When the gum is all
gone, and the last bubble has
burst, these boxes can make
wonderful collector’s items.
(About 50¢.)-Melinda Glass
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A Game to
Sink Your
Teeth Into

If anyone tells you to brush
up on your video game play-
ing they may mean it literally,
thanks to Commodore’s lat-
est video venture, Tooth
Invaders.

Developed for the Com-
modore 64, and in coopera-
tion with the American Den-
tal Association, Tooth In-
vaders is an excellent example
of how computer video games
can be used constructively to
achieve important health
goals—in this instance, dental
hygiene.

“Dentists and parents tra-
ditionally have a tough time
teaching dental hygiene to
children,’’ explained Bill
Wade, Commodore’s soft-
ware director. ‘“Tooth In-
vaders, however, combines
the fun of a video game with
the most important principles

of dental care. Already more
than 2,000 dentists have or-
dered the Commodore 64 and
Tooth Invaders game for use
in their offices,”” he said.

In the game, our hero
Plaque-man must remove all
the plaque that has been de-
posited on the “video teeth”
by a villainous D.K. Germ.
Plaque-man, though, is
armed (to the teeth) with his
trusty weapons: toothbrush,
toothpaste, dental floss and
last, but not least, flouride
rinse. The game’s motto is:
“A Clean Tooth Will Not
Decay!” And to prove that
point, these characters teach
the proper brushing tech-
niques and the dangers of
plaque buildup.

Tooth Invaders has fast-
action, exciting graphics,
sound effects and, yes, even 9
levels of difficulty, but most
important of all it shows that
you can, indeed, brush many
of your troubles away.

—Pat Canole

In Commodore’s Tooth Invaders, Plagque-Man comes to the
rescue banishing the villainous D.K. Germ.
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Breakfast
of
Champions?

It you’re a true video gamer,
breakfast just eats up time you
could be spending at the ar-
cade. But eating Quaker Oats’
Halfsies™  cereal for
breakfast could let you play
more of your favorite arcade
game than ever. Not by giving
you some special finger-
strengthening vitamin, but by
allowing you to win one of
three Sega arcade games—
Super Zaxxon, Pengo, or Star
Trek—for your very own.

In each box of cereal you’ll
find a ‘““Magic Motion Poster
and Screen’’ which, if you’re
lucky, will have the name of
one of the games printed on it.
You’re then eligible to enter a
drawing where you’ll win the
game if picked. A total of 500
of the games are up for grabs.

You may also obtain a
‘“‘poster” by printing your
name and address on a 3x5
piece of paper and sending it
to: ‘‘Halfsies,” P.O. Box

7922, Chicago, Illinois, 60680.
Send by Nov. 1, 1983,
So if you're one of those

people who has to be dragged
out of the arcades, a box of

lllustration by Michael Waldman

Halfsies cereal could have the
perfect prize for you. After all,
a video game sure beats a
super-duper decoder ring any
day. —Michael Fine

At long last an exciting, fast-
paced and informative video
game show, The Video Game
Challenge by Viacom Enter-
prises. Hosted by recording
artist and television personal-
ity, Bobby Sherman, the news
magazine format covers a
wide variety of topics during

That’s Entertainment

the half hour show. Segments
include a competition be-
tween the top two players of a
popular arcade game, tips on
how to improve game scores,
different computer products,
reviews and previews of
games and, of course, a
countdown of the top ten
home and arcade games.

At the start of the show the
competition between the top
two players begins. Their
match is then focused on peri-
odically as the announcer ex-
plains the different aspects of
particular strategy might be
used. When both players have

finished, the one with the
highest scores is awarded the
actual coin-op machine
played.

Another part of the show is
devoted to supplying play tips
via short clues given by play-
ers, on the spot, in different
arcades. Besides these helpful
strategies, The Video Game
Challenge also brings to
television up-to-the-minute
reviews of the latest computer
and video game products and
accessories — a sort of mini-
roundup of everything hap-
pening in the world of video.

And what a better way to
tie a video show together than
with a countdown of the top
ten home and arcade games?
The best coin-op machines
and home carts, as tabulated
by Play Meter Magazine and
Billboard (yes, the same folks
found on Video Games own
“Stats”’), are listed along with
visual displays, which is a nice
touch.

Emmy-winner Ward Syl-
vester, who has produced
more than 600 television pro-
grams, is one of the master-
minds behind this new series.
His credits include TV series,
movies and variety specials
for ABC, CBS and NBC.
This syndicated series is ex-
pected to have a September,
1983 debut so check your
local listings.

As Robert L. Glaser, Presi-
dent of Viacom Enterprises,
feels, ‘““The Video Game
Challenge brings to television
the excitement and fascina-
tion of the ten billion dollar
video game explosion with a
format and a star that are sure
to attract the young, hard-to-
reach viewer. Video games
are heralds of anew era, soit’s
appropriate that space age
technology is being used to
both preview and distribute
this futuristic series.””

We couldn’t agree more.

—Melinda Glass
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Which playeris

about to hit the jaclkpot?

Thinkquic This two-fisted

* Kangaroo is a ring-
er for the one in the arcade. So don’t pull your
punches. Likethe playerontheright. He'llonly
score 100 points for punching a thrown apple.
But the player on the left will score twice as
many for punching a falling apple.

Only Atari makes Kangaroo for the ATARI®
2600™Game, Sears Video Arcade'systems, and
a version exclusively for the ATARI 5200™
SuperSystem.

So get Kangaroo. It's a knockout.

Here comes Kangaroo from Atari.

o A Warner Communications Company
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RICHARD STEARNS

Parker Brothers Keeps Coming on Strong

S. Parker invented a game called

“Banking.”” The sixteen year old

spent $40 to make up 500sets of the
game and, in 1883, with the $100 profit
he earned, Parker created the George S.
Parker Company in Salem, Massachu-
setts. Four years later a brother,
Charles, was persuaded fo join the
business and Parker Brothers has re-
mained a force ever since, having in-
troduced more than 1,400 games and
toys, many of which are now considered
classics.

There are not many companies which
have enjoyed such a rich history in
developing home entertainment pro-
ducts who have been able to make the
transition into new technologies. But
Parker Brothers, although entering late
into the video game boom, has had re-
markable success in parlaying licenses
with such properties as Star Wars and re-
lationships with some of the major coin-
op manufacturers.

The results have brought Parker
Brothers earnings of more than §100
million over a recent nine-month period
and the future looks just as promising as
the company gears up for the release of
video game titles in multiple formats.
Vice President of consumer electronics
at Parker Brothers, Richard Stearns has
a vision that will, hopefully, keep the
company on the cutting edge of game
design and creativity.

A native of Syracuse, New York,
Stearns is one of the new breed who have
begun filling the ranks of home video
and computer game companies. He re-
ceived an MBA from the University of
Pennsylvania and in 1975 joined Gillette
to begin a career in marketing and sales.
However, something was missing and,
after two years, Stearns spotted a small

18 VIDEO GAMES

I t has been a long time since George

“...to me, game play in-
volves the learning curve
and the balance of the
elements. Popeye is an
interesting game
because it’s very in-
tricate, has much to
offer, but everything
dovetails. . .”

sy T e L e ]
By Roger C. Sharpe

advertisement in the trade weekly,
Advertising Age, that Parker Brothers
was looking for an assistant products
manager.

At that time, the company was just in-
troducing its first electronic game, Code
Name Sector. A new industry was still in
an embryonic stage and Stearns entered
a world unlike any other he had ex-
perienced before. Having been intrigued
by video games from his college days,
Stearns knew that Parker Brothers wasa
place where the future could be made in
terms of innovative directions in product
development.

Together, Stearns and Parker
Brothers are ready to hit the home
market with some strong arcade titles,
including Q*bert and Popeye, as well as
movie tie-ins such as a James Bond,
agent 007 game and more in the continu-
ing saga of Star Wars. Add to this
that Parker isembarking on anobleex-
periment of issuing games for all the ma-
Jor systems, simultaneously, and it’s a
bit easier to understand why Parker
Brothers keeps coming on strong.

VIDEO GAMES: Parker Brothers has
been around for a long period of time,
way before video games. But the com-

pany did, initially, get into hand-helds.
Tell us about that.

RICHARD STEARNS: Well, 1977 was
really the birth of the portable, hand-
held, self-contained electronic games.
That year there were only about ten
total games on the market. And, I
think, in 1978 that grew to maybe 100.
By 1979 and 1980 the number had
swelled to around 400-500 different
games. And, of course, the market kind
of self-destructed. What nobody real-
ly saw at that time, which in retrospect
is easy to see, is that hand-held games
were really a transitional step toward
video games. If you think about it, a
hand-held game is really just a video
game with a weak display. It’s portable
and features a poor display technology.
If there is to be any future impact in
this area what we'll need is a
breakthrough by which we will be able
to put a television screen in hand-held
games. Then they’ll truly be portable
video games.

VG: But what happened with Parker
and its efforts, since the company did
have some good product in this area?
RS: Well, you couldn’t stand out in that
environment. It was so glutted with
products that the good ones couldn’t
always get the attention they deserved.
And I lament to this day, sitting around
with the old-timers, saying that it was
a shame Bank Shot, Split Second and
Wild Fire didn’t make it. They really
were classics. In fact, about a month
ago I told my secretary to get a hold of
one of each of those for me, because
I want to save them. Someday they’re
going to be neat things to show my
grandchildren. Had they come out a
year earlier, things might have been
different.

VG: I remember playing a number of

Photos by Joe Henefield






other games, which were really excep-
tional, but seemed to pass before they
ever came. How did Parker Brothers
view this point in the video evolution?
RS: Parker Bros. was really, I think it’s
fair to say, in a regrouping mode. We
were scratching our head. We'd missed
video. In 1980, the big news was that
Atari is alive and well. And television
is surging. And that was what saved
Mattel from the disaster. As the hand-
helds were going down, television was
going up. And we were pretty
disoriented. We had missed the video
thing because we were so preoccupied
with hand-helds. We thought hand-
helds were forever and they weren’t. As
a result, Activision slipped into video
before we did. They were on time and
we were at least a year late. Anyway in
the summer of 1981, the General Mills
toy group head in New York called a
meeting, which, for all intents and pur-
poses was our beginning in seriously
defining just what the future of video
might be. And at the time it was one
of those fortunate personal strokes of
luck. My boss was on vacation, and I
went to meet with the bigwigs from
General Mills and the president of
Parker Brothers.

There was a great deal of discussion
which took place and suddenly it came
to me. I had prepared a presentation
and stood up. Now the prevailing mood
was the recommendation by the other
people attending that we get a hard-
ware system going. This was in 1981,
two years ago. So I stood up and said,
‘alright, you know, with all due respect

.. we’ll hire you if we think you have the
potential to be a good designer and a pro-
grammer...""
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to the chairman, I think that’s the
craziest idea in the world to get a hard-
ware system going because you're fac-
ing technological obsolescence. It’s go-
ing to take us a year and a half from
now to develop and launch it. By the
time we do, somebody else is going to
be out with something more
sophisticated! Our expertise is in
creativity and game play, the pro-
prietary kinds of products that we can
market and build franchises in. And
they are not just commodities.

VG: I'm surprised when you just re-
counted that story that they would have
thought even then in 1981, to come out
with a hardware number.

RS: Well, Coleco hadn’t been heard
from yet.

¥G: I know, but everyone was already
waiting for the next step ahead. And
computers were already gaining some
inroads.

RS: Well, fortunately, at the time, we
went away from a hardware system.
And my recommendation was that we
go to our own backyard and take ad-
vantage of the Star Wars franchise
from Kenner.

We had signed this fortuitous con-
tract in 1976, which gave us worldwide
rights to Star Wars forever. And I said,
that is a video game franchise we can
use as a starting point. And then we
can go out into these arcades and
license those games for the home. And
that was a pretty revolutionary concept
back then. Atari had done some of it,
but not that much.

VG: At that stage it was really their

:/_.'
.. . we’'re dealing with a fundamentally new
entertainment medium that’s at the level of
television in the ‘40s and movies in the
114 e

=

own titles. But Parker didn’t really get
in on the ground floor. What
happened?

RS: Well, I came back and within a
week or two the president came over to
me and said, we’re putting you in
charge of this whole thing. We're reliev-
ing you of all your people and all your
responsibilities. You know, you are a
man without a country now. We want
you to go off with these three other
people and start a business in video
games.

I had very meager objectives at that
point which we kept making more and
more aggressive, because the market
kept happening faster and faster. We
had initially planned to be out with our
first cartridge in 1983 and thought,
maybe, we'd develop four or five more
before the year was over. But as time
went on, the Star Wars game got go-
ing and we thought we could make ear-
ly 1982, or the middle of the year. We
finally made it to Toy Fair in the begin-
ning of ’82 but while all this was hap-
pening one of the first things I did was
ask for two dozen copies of the coin-
op industry publications from the
previous two years. I didn’t know what
they were, but knew I had to have them.
And I received RePlay and Play Mefter,
and read through about 40 magazines
one night and wrote down all the com-
pany names, addresses, phone numbers
and game names.

And the next day I started to pick up
the phone. Hello, Bally/Midway? Can
I talk to the president? I just kept
knocking on doors and I got into Sega,

. .asthe technology advances there’s going
to be many more creative kinds of things that
will be done on a video screen. . .”



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

Meet the Alienators. A fiend-  and try to work your way down, or try to hurdle 8 Px
ish bunch who've planted bombs him and defuse the bombs closest to you =
. i throughout your Jupiter Command  before they go off? JUMPMAN
M Headguarters. If you move fast you'll earn extra lives.

S il 3 Your job? Use your lightning But if you're not careful, it's a long way down. B
fSeriw amwerall Speed to scale ladders, scurry So jump to it. And find out why Jumpman
r e across girders, climbropesandrace  and Jumpman Jr. are on a level all their own.
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packed into the award-winning? best-selling Jumpman*  has 12 screens.
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Both games force you to make tough choices.

Should you avoid that Alienator, climb to the top STRATEGY GAMES FOR THE ACTION-GAME PLAYER.

*1983 C.E.S. award winner

inpinandihior




[ believe this is the final version. It’s really quite satisfying in that it captures all the
strategy. We've got most of the characters and we’ve got the green ball and the routine
where we change two colors. .."”"

Bally/Midway, Williams and others. I
didn’t call Atari.

VG: Obviously you also called Gottlieb
because of Q*bert and Reactor. How
did that come about?

RS: That’s a funny story. I sat here do-
ing my phone calls and the only com-
pany in this industry which seemed to
be an anomaly was Gottlieb, an old-
time pinball company. And they’ve
done virtually nothing in video. Why
is that?

And I thought, they’re probably in
the same boat we are. They missed it.
So I called up Gottlieb and talked to
Marshall Caras, introduced myself, and
told him, I was just sitting there think-
ing that you’re probably in the same
boat we are at Parker Brothers. And I
explained it. His response was that I
was absolutely right and he stated that
it was uncanny that I should call
because Gottlieb was just putting
together an organization to get into
video games, and meetings soon
followed.

VG: That was a risk back at that period
of time because Coleco and Atari were
grabbing almost everything in sight,
especially Coleco.

RS: I like to tell the story that we
missed Donkey Kong by about an hour
in a Japanese factory. Arnold
Greenberg was there before us and
Ranny Barton, our president, was plan-
ning a trip to Japan and we figured
we'd better get to know this Japanese
marketplace. We had no connections

22 VIDEO GAMES

there, didn’t speak the language, and
didn’t know anything about Japanese
business. And vet, we somehow felt
that we had to plant a flag over there.
So he went over and made a bid on
Donkey Kong at the JAA Show. It was
the biggest bid that Parker Brothers
had ever made on any property of any
kind. It was something like $150,000
with royalty guarantees and they were
shaking to make that offer. But Col-
eco got it for about $200,000 to
$250,000. And it was worth millions in
terms of what you could have paid for
it if you realized what it was worth. So
we lost Donkey Kong in kind of the
eleventh hour. We got Frogger almost
out of desperation. We called Sega, but
they said they were sorry and that it
looked like they were going to award
Frogger to somebody else. And I ask-
ed Dave Rosen if there were anything
I could do. And he said, well, not real-
ly. We've pretty much made the
decision.

So I hung up the telephone and went
into Barton’s office and I said, we lost
Frogger. He said, ‘what can we do?’ 1
said, I don’t know. He said that it’s
pretty much gone. And at that time
Frogger was nothing. It was kind of a
mediocre arcade game, and, Barton
said, we've got to get something. So we
called up David Rosen and almost
heard his chin hit the table when we
made our offer. He said, ‘I'll call you
back. I’'m going to reassemble the
board of directors] And that night he

called me at home and he said, you’ve
got it. He said, I've been working all
night, pulling the strings, and you’ve
got it. So there we were with Star Wars
and Frogger, which we introduced in
February at the Toy Fair. Then we
started to accumulate Reactor,
Strawberry Shortcake, Super Cobra
and some of the other products that
ended up in our stable. And, you know,
in retrospect, right now in the coin-op
industry there are only three companies
in the bidding for arcade titles. There’s
Atari, Coleco and Parker. We have been
tenacious. Ranny Barton has been to
Japan since that trip 10 times. I mean,
he’s on a first name basis with virtual-
ly every Japanese person associated
with the arcade business. I’ve been
there three or four times. We've been
to the European arcade shows, and all
over the United States conventions.
VG: How important is having an ar-
cade name and are you satisfied in
retrospect with Empire? Obviously the
sales were good and it was a nice,
simplistic game but what do you think
of it?

RS: Well, Empire was our first effort.
And it was not intended to be a knock-
off of Defender. It was developed
around the same time, but it was the
first game that did that type of screen
scrolling on the VCS, and of course, we
had never programmed a VCS game at
all.

The original design of the game had
about 50 percent more features in it.
We had envisioned this wild thing with
cave entrances. You could fly
underground, pick up weapons and
come back. And, of course, in the last
ten days we had to take all of those
plans out and streamline the game,
which was agony. It was like cutting off
your child’s legs.

VG: One problem I saw was that you
could knock off a walker with 46 shots,
or whatever, and then suddenly there
was another one.

RS: Yes. Well, it was almost too
relentless. In fact, it was a horizontal
Space Invaders to some extent.

VG: It would have been nice if you
had added a second screen.

RS: At the time we just couldn’t get it
in and we didn’t know about 8K then.
We knew that at the time there was a
market that would buy almost anything.
And we did very well with it.



and this is

Specfiravideo’s new

Quickshot lll gives you
a befter handle on

Coleco Games

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

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

< =
> > et

< o
¥ e

S i
> = -
F

2L

o

SPEURRUIDED

Quickshot Il

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

All Spectravideo products are represented Nationwide by The Lexington Group (201) 664-B61 1 Colecovision is a trademark of Coleco Industries, Inc.




VG: What do you think of the market
now in terms of games? What’s neces-
sary for success?

RS: 1 think right now, we’re in a very
unforgiving market. It used to be that if
you did a few things right, you’d have a
success. Now you’ve got to do every-
thing right. You’ve got to start with a
superb game. It can’t be second-rate.
The graphics have to be superb as well as
the game play.

VG: When you say game play, what
do you mean?

RS: I guess game play is a many-
faceted beauty, but 1 do separate
graphics and game play because you can
have beautiful graphics and a lousy
game or a great game and lousy
graphics. To me, game play involves the
learning curve and the balance of the
elements. Popeye is an interesting game
because it’s very intricate, has much to
offer, but everything dovetails. The
balance is there along with subtleties.

When Popeye is high on the screen he
is at his most powerful because he is
most insulated from Brutus. He's got
the most flexibility because he can still go
down three levels and come back up. He

scores the most points because the hearts
are worth more up there.

When he goes down into the hole, he’s
very vulnerable, because Brutus is
somewhere on top of him and it’s very
difficult to get away. So you’ve got a
powerful top of the screen and a vul-
nerable bottom. And you've got the
dichotomy of the strong and invincible
Brutus against Popeye, the small and
vulnerable one, with spinach the ingre-
dient for turning the tables. It’s what we
call the fight/flight reaction.

As for the balance of the game, this
has to do with the speeds of the different
elements. Brutus is just the right speed so
he’s not too powerful. He’s not too
smart, not too stupid and he’s not too
slow. And the speeds are just right. The
hearts fall at just the right rate. It all ties
together. There’s a constant pressure on
the player which is a positive part of the
game.

VG: It’s a multi-task game which isn’t
the case with many recent efforts.

RS: Yes, and when you have a multi-
task game it’s important that you have
the necessary balance. Take Popeye. If
Brutus was too strong or too weak the
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game wouldn’t be any fun. So I marvel
at Nintendo, because almost more than
any other company, they have this atten-
tion to detail. Looking back, Empire
Strikes Back was too hard. In fact, we
made it too hard because we were para-
noid that it would be too easy, 10-year-
old kids we assumed were so good as
players. But what people want is.a game
they can enjoy right away. And maybe
Level 10 is wicked tough.

VG: We've talked about Popeye, but
you also have Q*bert coming up. How
did you feel about this acquisition?

RS: Q*bert is an elegantly simple
game, and one of the things I love about
Q*bert—the minute [ looked atit, I said,
this has got the same qualities that Pac-
Man had. It’s cute and it’s got very one-
dimensional play principles that are easy
to understand and easy to perceive in
terms of what you’re supposed to do.
And then it’s very difficult to do it with
any proficiency. And it’s the kind of a
game that appeals to a broad audience
including girls, boys, big kids, adults,
everyone.

VG: Well, from what I see here you’ve
gotten better graphics than what you
had on Tut.

RS: What we really have in Tut is
good game play. You have that blocky
maze and on the Atari it pretty much has
to be that way. You can’t do little bricks,
so we did the striations to try to compen-
sate. And then, of course, all the sprites
are one color. However, we’ve got four
different screens so that we were able to
capture much of the play of the arcade.

YG: How much input do you get from
the coin-op companies?

RS: From the licensors?

VG: Yes.

RS: It varies. But not too much.

YG: So, you're really on your own.
What about their designers?

RS: They pretty much stay away from
it. Most of the coin-op designers aren’t
very much interested in the home be-
cause of the technical limitations. This is
not a real playground for them.

VG: Even without the direct interven-
tion do you strive to emulate the games
as much as you can?

RS: We do, I think. First of all, we
write what is called a product blueprint.
So when our software group is asked to
program Reactor, they get a product
blueprint. And the product blueprint
says that the starting point is that we
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want a full emulation of the game. But
since we know we aren’t going to get it all
in there, let us describe for you what we
consider to be the important dynamics
and elements of the game, and then
prioritize them for you. If it’s a question
of bumping screen two or getting this
feature in screen one, give us a better
screen one and we'll leave screen two
off. Popeye was a good example. We
can get rid of screen two altogether and
give you one more feature in screen
three, and we said we think we’d rather
have the variety. So we try to prioritize
that. So when the guy starts program-
ming, hesays, ‘alright. I know what the
arcade gameis and that’s what we’re try-
ing to emulate. But I know if I can’t get
it, there are some trade-offs that we can
make.” We try to involve the designer a
little bit in the blueprint, and as he gets
going he has much more flexibility to
come back and say I disagree with your
priorities and I'd like to do it this way.

VG: Let’s get into that. How is the
process at Parker Brothers and how
large is the staff we’re talking about?

RS: Let me tell you about our philo-
sophy regarding where our products
come from and where they’re going to
come from. We see three sources for
product. One is from the arcades as a
source of original game design, and we
do that by licensing. And we just try to
emulate the game as closely as possible.
The second source would be outside in-
ventors and small software houses.
There are many people out there.

And the third source is our own inter-
nal creativity, which is, obviously, very
important. I just wrote my corporate ob-
jectives for the coming year, and an im-
portant one I have is to get Parker
Brothers to a point where we have what I
would call an excellent game design
facility. I don’t think we’re there yet.
And let me now say that we believe in
trying a couple of different approaches.
There are many ways that you caninvent
a game. You can send one man, Leonar-
do da Vinci, into a room with pencil and
paper and let him create. Or you can
assemnble a team of talented people, each
with their specialties and have them
work together to create a game. And
essentially we’re trying both.

VG: Do you have updating sessions
and general status meetings?

RS: Yes. We have continuous up-
dating sessions, review sessions, and we
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have a product evaluation committee.
And that reflects one approach to game
design.

VG: Are your people game designers
or game programmers? Are they people
who can conceptualize and, say I'd like a
game that’s going to be like this?

RS: There's about ten. They are
designers and programmers, and what
we've said is that we’ll hire you if we think
you have the potential to be a good game
designer and a programmer. You’ve got
to have both, and if it turns out that you
don’t, you’re not going to stay in that
group because we want to keep that
group with our best creative people. And
maybe we’ll reassign you into more of a
translating mode where you translate an
arcade game for some system other than
the VCS.

“...there are many
ways that you can invent
a game. You can send
one man into a room
with pencil and paper
and let him create. Or
you can assemble a
team of talented people
and have them work to-
gether to create a
game...”

VG: So everybody has to have basic
programming skills.

RS: Yes, with machine code, first and
foremost, and then, who knows about
creativity. We try to look for some en-
thusiasm and kind of a flair, but it’s hard
to measure this quality in an interview.
Then we have the other approach. So
that’s the engineering one-man Leonar-
do da Vinci approach that says, you
know, 1 am creator and inventor. We
have another approach, an entire
department that is called Preliminary
Design. And it’s the same kind of way
that we run out traditional business. This
is a bunch of creative people that do a
great deal of concept work. And of
course in a board game there is really no
implementational work except for
graphics. And these are people out of all
kinds of walks of life. Some of them have

been around for 15-20 years in the game
business doing various things. And we are
in the process of setting up a kind of inter-
disciplinary approach. In that group
you’ve got a couple of cell groups of
designers, maybe ten designers with two
groups of five people each. And these are
creative teams. They are going to have
brainstorming sessions and all the rest.

VG: Internally, will someone come up
with a concept that they’ll have on a
storyboard, or will they go immediately
into a detailed description or some move-
ment on the screen and make their
presentation?

RS: It’s usually a storyboard and game
description presentation of some kind
which will come up before the new pro-
duct committee, for example. And the
guy would say this is my vision for the
game. What do you think? And the new
product committee might say several
things. They might say, that looks very
promising. We want you to take it to the
next phase, and that would be some
screen graphics and some rudimentary
demonstrations of the action principles.
Or, they might say, sorry, but given
market conditions and all the other things
we’ve got on our plate, we don’t think
that warrants further development. Or it
could be a real vote of confidence that the
concept looks terrific and we don’t have
any doubt in our minds. Start immediate-
ly and implement it and we’ll get it going
now in two or three other formats.

I’'ve been mentioning these other for-
mats. I think the greatest challenge right
now for manufacturers is to coordinate a
simultaneous introduction, Because the
day is rapidly ending where you can take
an Atari VCS Q*bert and pop it out there
and spend $2 million in advertising and
make money. The volumes aren’t there.
So you’ve got to have Q*bert for the
VCS, ColecoVision, the 5200, 400/800,
TI and the Commodore, all shipping the
same day, so that your sales force can go
in and make one sales call, sell six pro-
ducts, get them all into distribution and
then you’re in the plan and all the
economics come together.

VG: Do you think simultaneous
releases and dealing with all the systems
will be a problem because there is such a
glut with personal computers?

RS: Well, we made a broad statement
in our long-range planning session to
General Mills management, and we said

(Continued on page 81)
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FALL ELECTRONICS REVIEW

For Your Eyes Only

By Anne Krueger

f you're a James
I Bond fan, you'd

love the Consu-
mer Electronics
Show. In fact, if
you're familiar with
any of the Bond
flicks, then you al-
ready havea fairidea
of the pace and ac-
tivity experienced at
the recent CES show
in Chicago.

The movie is typi-
cal 007 fare. Roger
Moore battles ene-
my after enemy hop-
ping from one conti-
nent to another;
dabbles with a bevy
of beautiful women;
and outdoes himself with stunt after
stunt. The film—like CES—has its low
points but you're barraged with so much
to look at, it's guaranteed you won't be
bored.

CES, obviously, is longer than even
the dullest movie and the location is far
less glamorous. But the hectic, razzle-
dazzle atmosphere and ambitious at-
tempts to technologically excel are much
the same. The twice-annual industry
event has become a real video game and
computer playland; five days surround-
ed by hoopla and hype and ‘‘major an-
nouncements,”” many of which never
come to pass. Each year at this elec-
tronics Disneyland, thousands of
retailers take an early look at the titles,
hardware and other innovations you'll
find on store shelves later this year, while
video game and computer makers play
their own big game of one-upsmanship
with each other.

If you could beam yourself for 10
minutes to the three-level McCormick
West—the building where most of the
video game and computer people were

gathered this time—you could see one
heck of a lot. Just imagine yourself (and
80,000 others) walking among the ex-
hibits; this is a mere sampling of what
your eyes would encounter.

Fresh little robots whiz by demanding
a kiss. Scantily-clad females (a la 007's

usual harem) sidle
over to force maga-
zines, shopping
bags, stickers and
other interesting
propaganda upon
you. A child techno-
expert, with note-
book in hand, may
waltz by—trailed by
a news camera and
his mother.

Chances are you'd
see Bruce Jenner,
Alan Alda, Chuck
Norris, Franken-
stein, the awesome
Captain Sticky, the
skiny Stickettes,
Santa Claus, the
Pink Panther and
Adam (but no Eve). You could be over-
whelmed by the gaudy oversize booths
and the enticing state-of-the-art games
and machines on display. Your feet will
hurt. Your arms will ache from lugging
the shopping bags of material you've
collected. So will your head from the
noise, the confusion, the excitement of it
all.

Everyone will be vying for your atten-
tion. So much so that this year it looked
like video game and computer makers
were in fierce do-or-die competition for
the following awards: 1) Most Dramatic
Product Introduction, 2) Largest or
Best-Dressed Exhibit, 3) Most Hospi-
table, and 4) Most Enchanting Product
Spokesperson or Mascot.

Fear and Loathing in Chicago

Despite the optimistic faces manufac-
turers put on at these shows, I should in-
terject a serious word about fear and the
rise and fall of video games. The show
has its share of outrageously tacky,
stupid and inferior products and pathe-
tic exhibits with no traffic. For some
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manufacturers, CES isa true-to-life, do-
or-die experience. It's usually gloomy
and analyst-types who make a big deal
about CES duds and send out over-
wrought bad vibes about the passing of
the video game era.

But any feeling of fear at the show
wasn’t based on the belief that video
games as a pastime were on the fast track
out. Rather, it was a legitimate fear
among certain over-extended, under-
funded or misdirected manufacturing
participants that, due to show response
(or the lack of it), they and their products
weren't going to make it in this tough
marketplace or to the next show. Some
of these people will go the route of
Games By Apollo, Astrocade, or, more
recently, U.S. Games and Data Age.

It’s even safe (but not nice) to say that
saturation and obsolesence probably do
loom in the dedicated video game fu-
ture. But it’s a long way off and, rest
assured, video game software and hard-
ware makers aren’t giving up ship. In-
stead, the CES was a showcase for the
huge amount of healthy diversification
going on in the industry.

For instance, software makers—Im-
agic, Activision, Fox, Tiger, Telesys,
Parker Brothers, the list goes on—are
jumping on the growing computer band-
wagon with new computer games as well
as strong video game offerings. Broder-
bund and Avalon Hill, companies that
previously specialized only in computer
software, made the downward technolo-
gical jump to offer VCS versions of their
games—a move which verifies the stay-
ing power and expected continued
growth of the installed dedicated video
game base and futher blurs the line be-
tween video game and computer
markets.

N.A.P. Consumer Electronics Corp.
and Atari each announced they’ve set up
new software operations to produce
cartridges for rival game and computer
hardware. (Coleco and Mattel, as you
probably know, have been taking this
tack for some time.) Atari plans to adapt
some of its existing titles for the Apple
I1, Radio Shack Color Computer, Com-
modore 64 and VIC-20, IBM PC and T1
99/4A. N.A.P. will continue to produce
software for its own Odyssey system but
you’ll also start seeing Odyssey products
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for your Atari VCS, 5200 and Coleco-
Vision.

In addition, hardware manufacturers
introduced all sorts of gadgets to turn
their dedicated video game machines in-
to more sophisticated computers. It
wasn’t the death of video games that was
seen at CES, but the merging and evolu-
tion of a new market.

And the Most
Dramatic Award Goes To

Coleco is among those companies
making it in a big way and doing the
upgrade-a-go-go. It wins the Most
Dramatic Award for its unveiling of the
$600 Adam. The sleek white standalone
computer system includes a keyboard
unit as well as a daisy wheel printer and
what’s called a data pack memory
system. For $400 you get all the same
stuff but it fits right into the expansion
port of your ColecoVision game system.

Adam, in either configuration, comes
with two game controllers, built-in word
processing and two digital data packs
—Smart BASIC (which is Applesoft
source code compatible) and Super
Game Pack which contains the great
Buck Rogers—The Planet of the Zoom
game.

Coleco’s exhibit was packed with peo-
ple who wanted to take a closer look at
the system slated to deliver this fall; un-
fortunately, the company didn’t seem to
have a full working model to show.

This intro and Mattel’s showing of the

Gathered around to watch Androbots on parade.

Aquarius computer system at the last
show signifies the onset of the “‘package
deal.” Savvy marketers are realizing
many first-computer customers like to
do an ecasy upgrade or get all the
peripherals in one shot.

Coleco’s new system also is a sign of
other things to come: Computers on a
first-name basis. Apple has its Lisa; Col-
eco now has Adam. Which brings us to
Fred. He’s a computer peripheral
created by a company called Androbot
which was created by a famous guy
named Nolan Bushnell who one day,
long ago, created Pong and Atari.
Bushnell also showed TOPO and
B.O.B. (Brains on Board)—two robots
who will one day help you vacuum, fetch
all sorts of things and probably teach
you the latest complex dance steps. Fred,
though, is a tabletop robotic device that
needs a computer and special software
to tell it what to do.

Let Me Entertain You

You probably know by now that CES
is a trade-only show; no regular con-
sumer types get to attend. It’s a shame
because video game and computer com-
panies really outdo themselves on the
booth design and party scene. Winning
the Most Hospitable title for its super
Decathlon party is good old Activision.
As vice president of marketing Frank
Mainero puts it: ““You know we can be
counted on to give great parties.’’ Frank
is 5o right.
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The Bally/Midway arcade memory-twister
you can play at home.

Remember playing BLUEPRINT in the arcades? How it drove
you nuts? The damsel in distress? The crazy contraption? Fuzzy
Wouzzy! Ollie Ogre? The bomb pit? The explosions on the way to
the bomb pit? You forgot all that?!!

Well, our new BLUEPRINT didn't forget a thing. It’s just as
nutty at home as in the arcades, whether you play it on your Atari® 2600,
5200," 400/800/1200XL™ or Mattel Intellivision®

See for yourself. And don't forget to remember not to forget to send in the coupon for up to $20.00 in
CBS Electronics arcade game cash rebates!

Don't forget to rescue me. If

Ollie Ogre catches me, he'll, he'll. Forget about getting rescued,

Daisy. Your hero will never build
his contraption in time.

| have to remember
which houses had the
parts to my contrap-
tion. .. get rid of
a bomb every time
| make a mistake..,
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stay out of
the clutches of
my arch-rival
Fuzzy Wuzzy .,
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and put my contraption together in exactly the right order.
Now you'll pay for chasing my girlfriend, creep!

Shown on Atari® 5200™

Here's how to get your cash rebate: Limit one $5.00 rebate for each cartridge pur-
1. Purchase any of the following game cartridges between now chased up to $20.00. This certificate must be accom-
and Oct. I5, 1983: SOLAR FOX, GORF, WIZARD OF WOR, BLUEPRINT.  panied by your cash register receipt and the UPC symbal found on the back of the
1. Completely fill in the mail-in certificate and mail along with your original  cartridge box. This offer expires Oct. 15, 1983, All requests must be received I
dated cash register receipt(s) and the UPC Symbal found on the back of the by Now. 1, 1983.
cartridge box to *BLUEPRINT, SOLAR FOX, GORF. and WIZARD OF WOR are TMs of Bally g
Cash Rebate, PO. Box 778 Green Farms, CT 06436 Midway Mig. Co. * 1981, 1982, 1983 Bally Midway Mfg. Co. All rights reserved. _
3. To qualify for the cash rebate by mail. all of the above items must be sent Y =
in their original form. No reproductions will be accepted
4. Offer good only in US.A. Any sales tax must be paid by customer.
Offer void where prohibited. taxed. or otherwise restricted.
5. Offer limited to one $5.00 rebate for each cartridge purchased up o Address
$20.00 and limited to one $20.00 rebate per household, address, or
organization. City.
6. The cartridges must be purchased between now and Oct. |5, (983
¢ to get the cash rebate. All requests must be received by Nov. |, 1983.  State
‘z_P\RD CBS Electronics is not responsible for lost, late, or misdirected mail.  ATAR
7. Allow eight to ten weeks for receipt of rebate
8. Offer subject to availability of CBS Electronics cartridges and
good only while supplies last. Ne rainchecks or other
price/product guarantees made by retailers will be honored

Name.
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While the company’s new Decathlon
title is a neat game where players must
perform in several sports arenas, the
party was a test of stomach, brain cell
and dance floor endurance. Had you
been one of the 3,000 black-and-blue
people who attended the party, you
would know what I mean. A lot of
manufacturers are generous with food,
fun and drink at various show fetes and
it’s especially entertaining to watch com-
pany presidents and game designers let
down their hair.

ACTIVISION

)

ATART 2600 VIDEQ COMPUTER SYSTEM

VIDEO GAME CARTRIDGE FOR THE

One of Activision’s newest entries.

It’s also fun, when you’re not trying
out all the new games and equipment, to
watch for celebs. Bruce Jenner was con-
spicuously hanging around the Activi-
sion booth promoting the company and
the Decathlon cart. Jenner, asplendor in
brief shorts and sporting a big expanse
of tanned everything, might have been
my pick for Most Enchanting Spokes-
person—but that was before Atari
announced Alan Alda as their new com-
puter mascot.

This is quite a coup since Alda never
endorses anything (not even the
M*A*S*H game). But, he claims he
loves Atari and Atari computers and,
well, everyone loves Alan Alda. He had
the press eating out of his hand at a
sugary press conference and will be
equally successful as Atari’'s Mr. Nice
Guy celeb, 1 bet. He has a five-year con-
tract with Atari, but the company wasn'’t
giving specifics on Alda’s function other
than saying they had him. That seemed
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to be quite enough.

Another notable, Chuck Norris,
could be seen at the Xonox booth.
Xonox, a name you might not recognize
yet, is the maker of VCS software and
showed a Double Ender cartridge fea-
turing Spike's Peak on one end of the
cart and Ghost Manor on the other. This
is what doubling your video game plea-
sure is all about. Look for the duos on
store shelves this fall.

Those who stopped by the Datamost
booth couldn’t miss the larger-than-life
Captain Sticky. He and the barely-
dressed female Stickettes also could be
seen driving around the Chicago area in
an army tank although I'm not sure
why. The Datamost exhibit also seemed
to consist of several tents; again, I'm not
sure why. I only know it doesn't receive
my award for Best Dressed Booth, al-
though the Captain was pretty well
dressed and almost as big as some
booths.

Now when the Fox booth was turned
into a mess hall tent at the CES in Las
Vegas—that 1 understood. This time
around the company was pushing it’s in-
famous Porky’s game based on the in-
famous movies of that name so the
booth, I think, was supposed to be a bar.
There was a moose head on the wall and
the game is supposedly aimed at the
same audience that flocked to the
movies in large numbers. Since you
couldn’t pay me to attend that film, I’ll
reserve judgment on the game. It was at-
tracting a good amount of interest at the
show, especially among the large male
portion of attendees.

It was Atari’s two booths that I
thought were the snazziest: A software
publishing booth in the McCormick
West building and a large booth in the
main building nestled amid audio,
video, telecommunication and other
electronics offerings. Mattel and
Odyssey also chose to exhibit in the
larger building.

Most of the video game companies
have real high-tech booths, loads and
loads of monitors for game play, and
lots of people to help you. Atari's had all
that plus style. The company made
several product announcements at the
show including the intro of a cache of
new sports games and a home version of

the popular Joust arcade game. Atari
also is revamping its home computer
lines; with four new models. In the
package upgrade arena, Atari re-
showed The Graduate, which is the $90
add-on that upgrades the VCS.

On the store shelves this October with
the 16K ROM computer module with
typewriter-style keyboard, 8K RAM,
microprocessor and power adaptor also
will be an additional data storage device
($79.95). a 40-column thermal printer
($99.95) cassette recorder ($49.95) and
16K RAM expansion memory module
($69.95).

Tucked back into another corner,
Mattel touted a new ‘‘SuperGraphics’’
cartridge programming technique that
does an upgrade number on the already-
good Intellivision graphics. The com-
pany said the new technique brings
added realism, clarity and action to its
video games. Look for games sporting
multiple play screens, animated title
screens, scrolling play features and more
colors in upcoming Intellivision carts.

More and More
Licensing

The Pink Panther was the star at
Odyssey’s booth. Picked up from the
defunct U.S. Games, the colorful critter
is the leading character in Odyssey’s The
Adventures of the Pink Panther game.
(Other U.S. Games titles have been ac-
quired and will be marketed by Carrere
Video Games and Software and Tiger
Electronics.) Odyssey is aggressively
pursuing other licensing agreements and
also is releasing a Power Lords video
game in conjunction with a line of
Power Lords action toys being made by
Revell.

Also on the licensing front: If you
were lucky you could have spotted red-
headed Walter Williams at the show.
He's the creator of Saturday Night
Live’s Mr. Bill and had licensed the
character to Data Age for home game
use. With the demise of that company,
the Mr. Bill license has come back to
Williams who spent a day at the show
feeling out other software prospects.
You'll be seeing the arcade version of
Mr. Bill's Neighborhood before Christ-
mas. Universal is making it, Williams
said.



Mickey in the Great Outdoors,
another license, is a new learning adven-
ture produced for Atari home com-
puters and shown by Walt Disney Per-
sonal Computer Software. Mickey is
one of nearly 50 software programs
Disney is introducing this year.

Also starring in a new computer game
is the comic-strip Wizard of Id. He
graces an educational game called Wiz-
type which was introduced at the CES by
Sydney Development Corp. of Vancou-
ver. Quest For Tires is another game
based on a Johnny Hart comic strip
called BC. And for Marvel Comic Book
lovers, First Star Sofware showed a
number of entertainment and education
programs based on the famous comic
characters.

All you Jedi masters out there better
look out. Two more Return of the Jedi
video games are being introduced by
Parker Brothers. Deathstar Battle re-

The Romox Programming Terminal allows video/computer game enthusiasts to trade in
present games for the latest hits, with each terminal capable of storing 500 different titles.

leased this summer for the Atari VCS
and Ewok Adventure will complete the
Star Wars quartet and hit the scene this
fall, Alsoin the space modeisa new Sega
Star Trek game, based on their suc-
cessful arcade entry.

The most entertaining batch of com-
puter games I saw on display was from a
new company called Electronic Arts.
The company is trying to redefine the
shape and format of computer games
and has designed some very snazzy
packaging for its new offerings. Slim
45-record-type covers with dizzy
graphics, and even dizzier liner notes in-
side, house the game disks.

The best game, | thought, was Mule,
playable on Atari computers and kicked
off with a really out-of-sight disco-beat
tune. The company also showed a
spiced-up version of the game Surround
called Orchon and a game allowing users
to put together (and then play on) their

own pinball machine. Although I didn’t
get a chance to participate in extensive
game play at the Electronics Arts booth,
the game packaging and graphics alone
are real grabbers.

Also especially interesting were the
GameLine and Romox exhibits. The
Gamel.ine videotex module from Con-
trol Video Corp. is an interesting $59.95
device that plugs into your Atari VCS
and has a built-in modem so that games
may be downloaded directly from a
standard telephone. The units can be
billed to you by time span via credit card.
(Don’t get too excited about this—your
parents can assign you an ID code to
enter that will tell the people down at
GamelLine headquarters how much you
can spend each day/week /month etc. on
games.) So far Imagic, U.S. Games,
Telesys, Data Age, Games By Apollo
and several others will be available via
the setup. You'll only get to play brand-
new games a few times because manu-
facturers are still hoping you’ll run down
to the store and shell out the purchase
price for the recent releases.

Romox is something all together dif-
ferent, producing programmable cart-
ridges, believe it or not. Starting in Sep-
tember the company says it will be able
to electronically send hundreds of soft-
ware titles to Romox Programming Ter-
minals at retail locations nationwide.
The terminals accept what the company
calls ECPC—Edge Connector Pro-
grammable Cartridges. Right now only
Romox games—for the Atari VCS,
Atari home computers, Commodore 64
and VIC-20 and the TI1 99/4A —are pro-
grammable but the company plans to get
others involved as quickly as possible.

What this means is that you could
take your Romox game in, use the Pro-
gramming Terminal, and go away witha
brand new game—either a Romox title
or several others the company hopes to
offer. The games will be priced between
99 cents and $20 and blank carts will be
available for those who don’t want to
erase what they have.

The Romox introduction of the pro-
gramming terminals stirred up quite a bit
of attention at the show and industry
watchers are waiting to see what soft-
ware companies will participate with
both GameLine and Romox,
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he $20 billion a year consumer

electronics industry revolves

around two huge and spectacular
annual conventions: a January show in
Las Vegas and a June show in Chicago.
While both events are run much like cir-
cus carnivals and each show attracts
more than 70,000 retail buyers and other
members of the trade, the winter show is
traditionally used by some 600 ex-
hibitors to reinforce existing product
lines.

At the same time a preview of new
products is exhibited and more often
than not arrive on the convention floor
as mocked-up black boxes; in reality
they often exist only on the company

_.STAR TRC K._
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Developments
Forge Ahead

By Suzan D. Prince

drawing boards. If, after enthusiastic
sales presentations, a new concept
receives proper kudos from scrutinizing
dealers in the way of preliminary orders,
then the idea may reappear at the sum-
mer show, this time looking and
operating a great deal more like a finish-
ed product.

The June show is for the frenzied
trading. It's a let’s-get-down-to-
business, hard-core, buy-sell at-
mosphere that prepares suppliers and
their stores for the heavy pre-Christmas
push that drives the entire industry.
There are exceptions, of course, but if a
major manufacturer fails to strut its new
baby in Chicago, there’s a very good

Photos by Roger Sharpe and Perry Greenberg

chance you, the consumer, won'’t ever
see it,

Particularly in the fast-moving video
games business, such evolutionary
scenarios have been dramatically un-
folding over the past nine months. To
get a short-term idea of what lies ahead,
then, it’s just as important to consider
which machines have fallen through the
cracks between winter and summer, as it
is to look at surviving game systems.

In January, and again at February’s
American Toy Fair in New York, Mattel
Electronics executives hurried selected
retailers off to high-security hospitality
suites to bestow a privileged peek at In-
tellivision III, a supposedly souped up

PLAY FOR REAL. ..
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end-all, be-all game system slated for
Christmas delivery. The ultra unit was to
have contained an advanced graphics
chip which would allow more moving
items on the screen; a cordless, remote-
control joystick/keypad; voice syn-
thesis, three-channel sound and a stereo
output feature to play sound effects
through a home stereo system.

‘It has always been the goal of Mattel
to provide the most sophisticated home
video game system possible,”’ Peter
Pirner, senior vice president of
marketing, said at the time. “With In-
tellivision I1I, we believe we have achiev-
ed the state of the art in video game
technology.””

By show time in June, Intellivision I11
was nowhere to be seen. According to a
spokesperson for the company, Mattel
decided to follow the hardware crowd to

020 X
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computerization, concentrating on its
new Agquarius home computer, while
still maintaining a ‘‘strong presence’’ in
video game software, and hardware in
the form of Intellivision I1.

What appears to remain of the model
111, however, is the advanced graphics
chip. During the show in Chicago, Mat-
tel displayed several new Intellivision
cartridges (including BurgerTime,
Masters of the Universe, Mystic Castle,
Thin Ice and Buzz Bombers) containing
a properietary graphics development
system, the GDS-7809, or simply,
““‘SuperGraphics’’. The chip features
high-resolution definition and moving
objects in varied colors, multiple

A host of screen gems on view al Odyssey.

screens, animated titles and scrolling
play-fields.

Odyssey, also, left its January-
ballyhooed Odyssey® Command Center
home from the summer convention, and
made no bones about it. Announcing
the decision on opening day, Jerry
Michaelson, vice president of
marketing, told showgoers, ‘“We’re put-
ting the system on hold for the time be-
ing. Our big news right now is that
Odyssey intends to become a major
force in video game software.”

At least one significant planned title is
Adventures of the Pink Panther for
Odyssey?, Atari VCS, and ColecoVi-
sion, licensed after U.S. Games, the
original holder, folded. As for the
premature demise of the Command
Center, which was to have contained a
full-fledged typewriter keyboard, im-
proved graphics and home computer
functions, one industry observer noted,
“*Obviously, they felt it wouldn’t hold its
own against the low-priced home com-
puters or game systems with graphics
like ColecoVision.”

Technology, rather than direct com-
petition, turned out to be the limiting
factor at the video games portion of Co-
leco’s booth, where a prototype of the
new Adam computer had dealers packed
into every square inch of space. The
Adam, by the way, wasn’t previewed in

January, mainly because major design
elements were unfinished and also
because Coleco hoped to steal
thunder—and succeeded—from com-
petitors (Texas Instruments, located
right next door, literally hid its new
99/4A step-up, the 99/8, which had
been touted in January, after TI ex-
ecutives glimpsed the Adam.)
Significantly absent from Coleco’s game
lineup, meanwhile, was the ColecoVi-
sion SuperGame Module (module #3),
first announced at Winter CES and then
displayed in prototype at the New York
Toy Fair.

But by June, Coleco had scrapped the
microwafer in favor of so-called digital
data packs, magnetic tape-based car-
tridges capable of storing up to 500K
bytes of memory—over twice the
capacity of the microwafer.
““Technology has changed sorapidlyina
matter of months that we have achieved
a much better performance ratio with
the digital data pack, and we will
therefore opt for that device,”
Greenberg explained. Thus, the
SuperGame hasn’t disappeared; it’s just
being refined. SuperGame software
(Buck Rogers of the Planet Zoom) will
in fact be included with the Adam when
it ships.

Only the six-year-old Atari Video
Computer System—a true antique in
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every technological sense of the
word—has consistently survived un-
changed season after season, show after
show. With some 15 million units in
place nationally compared to a relatively
miniscule few million Intellivisions,
Odyssey*s and ColecoVisions (the
latter’s owner population recently
reached just over one million), the VCS-
compatible business marches comfor-
tably on, as last June’s CES plainly
demonstrated.

Besides the spate of software
publishers beating a technology-
improvement path to the VCS door, in-
cluding CBS Electronics with its triple-
capacity chip and Starpath, with its
repackaged, lower-priced SuperCharger
unit ($44.95), accessories makers such as
TG Products, Kraft Systems, Wico, and
others each introduced add-ons to over-
come the old machine’s most obvious
shortcomings.

TG Products, for example, showed

1G Product’s contour designed Enjoystick.

o, 5

TG Products’ Atari compatible TTB-800
trackball.

Kraft joysticks put the competition fo the test.
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an ambidextrous joystick, the En-
joystick, a $34.95 unit featuring a rever-
sible firing button for lefties. Kraft's
either-handed model, the Switch-hitter,
is priced still lower at $19.95 and carries
a one-year limited warranty. Wico’s
Boss, also $19.95, contains a printed cir-
cuit board with five built-in leaf switches
“for greater flexibility,” according to
Gordon Goranson, company president.

Zircon International came to market
with the lowest-priced VCS trackball at
the show, a $29.95 model called the
Track-Ball, as well as the first ‘‘elec-
tronic” joystick, the Z-Stick ($19.95),
which allows players to selectively
eliminate diagonal cursor control when
scores can clearly be improved by using
the x-y axis only.

“The advances in Atari VCS and
compatible software have been so great
that the simple joystick is no longer ade-
quate for today’s serious players,’” ex-
plained Jeff Wise, Zircon marketing
manager. He cited Activision’s new
Decathlon game as an example of the
more sophisticated cartridges requiring
greater degrees of hand control.

Automatic firepower for itchy trigger fingers with Questar’s Blaster!.

a5

Another unique offering was Questar’s
Blaster, a $14.95 plug-in module that
converts any firing button into a ““high-
speed machine gun trigger,”’ according
to the company.

Although Atari doesn’t make a direct
cent off the accessory firms, it’s ob-
viously pleased as punch that the ancient
VCS is still the apple of everyone’s eye.
“Cartridge salesin April of 1983 were up
10 percent over the same period in
1982, remarked Dave Ruckert, senior
vice president of marketing for Atari’s
Consumer Products Company at a last-
minute press conference at the June
show. “‘Independent market studies
show continued support for the VCS
format.”” From information gathered
by a recent Gallup survey, he added, 10
percent of U.S. households are likely to
purchase a VCS over the next 12
months. Current owners, then, can keep
on playing, assured that not even the
lowest priced home computer will put
the Video Computer System to its final,
long-deserved rest.

“The VCS game business is still
healthy as hell,”” Ruckert proclaimed.



Survival of

the Fittest

oston and New York have Mara-
Bth()ns. England and France have

channel swims. And next year,
Los Angeles will have the Olympics.

But while Chicago may not host any
of these sporting events it does have its
own version of physical fitness called the
Summer Consumer Electronic Show.
Running through the main hall of Mc-
Cormick Place, I made my way past the
usual mix of standard electronics mer-
chants, briefly checking out the latest in
portable stereos, color TV sets, and
other new gadgets, and finally reached-
the Atari display. Atari has finally come
out with a new line of computers, and
their previously announced add-on for
the VCS. The new Atari line replaces the
400, 800 and 1200XL with some new
numbers: 600XL, 800XL, 1400XL and
1450XLD. The new computers reflect
Atari’s obvious effort to remain compe-
titive in an increasingly tough market.
Each unit has a group of special keys, in-
cluding restore, help, and others. Over-
all, the offerings didn’t seem tremen-
dously impressive, although this initial
view might change given some hands on
experience.

Atari’s VCS add-on has been going
through an identity crisis. Originally
called ““My First Computer,’” that name
was dropped being replaced temporarily
with the imaginative title ‘2600 Com-
puter Keyboard,’’ and now carrying the

By Mark Brownstein

The next Pac-Man? Parker Brothers is banking on Q*bert’s success in multiple formats

moniker ‘“The Graduate.”” The
Graduate appears to be fairly well sup-
ported, will have a low cost stringy flop-
py data storage system, and should be
well supported with software. Whether
the cost (and marginal graphics capabili-
ty inherent in the VCS) makes the
Graduate competitive is open to debate.

Atari also showed an interesting (if
deceptive) demonstration device, which
they call Eric II. This unit utilizes a very
high-image quality laser disc player to
respond to input from the keyboard. In
effect, what it does is ask what you want

for the top game systems and personal computers.

to know about the Atari computers.
Depending on your response, the com-
puter accesses the appropriate section of
the disc for the answer. Since the laser
disc gives a photographic quality televi-
sion picture, the graphics can be very im-
pressive. (If Atari was smart, they'd
market the interface between the com-
puter and the laserdisc, stress the fact
that interactive disc technology is
available for the Atari, develop some
good laser software, and use the
technology to sell the computers.)
Perhaps the most exciting products on

g display were those aimed at the younger

market. The Children's Television
Workshop showed some impressive
educational games. There were some
nice (yes, nice is the right word) Disney
and Muppet character games, and the
5200 Sport Goofy seemed like a fun
game. Atari appeared to be making pro-
gress in developing and learning soft-
ware for all their systems.

Walking around a bit further brought
me to Mattel’s booth where they were
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showing the Aquarius II, which has a
much better keyboard, and reportedly
has more memory (although current
sources aren’t giving out gny informa-
tion about it). The Mattel exhibit was
basically a rehash of the January CES
display. The Entertainment Computer
System (ECS) was there, hooked up for
hands-on use. The ECSis designed toin-
terface directly with the Intellivision and
Intellivison II. It has a smaller than stan-
dard size, 49 keyboard (usable, but not
the best), available memory expansion
and peripherals. The system is only so-
s0, but would be a welcome addition to
many Intellivisions. at about $150.
Mattel also announced a new game
development system. While the graphics
appear to be pretty good, the system is
probably not the breakthrough the com-
pany claims it is. It will allow Mattel to
create games rivalling the competition.
However, much of what Mattel claims
the Intellivision can do is technically

T R S T A XU N A LN S

ANG RHINOS

beyond the design parameters of the
system. What the new technology doesis
provide Mattel game designers with a
system to make development of new,
better games easier than ever.

Sega brings a recent arcade hit to the home.
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NAP, makers of Magnavox and
Odyssey were there with perhaps the big-
gest surprise—they are now developing
and set to market games compatible with
the Atari VCS and ColecoVision. Those
people at Odyssey have some smarts.
While they have dropped all price con-
trols on the Odyssey 11, they have begun
developing games for systems with a
larger user base. Already licensed is the
Pink Panther character, and a host of
other cartridges are busily being
developed. Many of the Odyssey de-
signed games will be available for all
three systems, others only for Atari or
Coleco. With any luck, they may
strengthen their reputation as developers
of quality game software and hardware,
which may help sell more Odyssey 11
carts, and certainly won’t harm the sales
of their new computer, when and if it
ever comes to the market.

Tigervision was also misplaced in the
main building showing a number of
rather impressive software for the Atari
VCS and Texas Instruments computers.
Otherwise of interest in McCormick
Place were the controllers offered by
Discwasher. Their PointMaster Quik-

| Stik is a creation which snaps on over the

standard Intellivision controller. Unlike

. the add-on sticks available, the Quik-
" Stik has a large ball at the top, and can be

easily removed. Another nice device is
an adaptor for the TI99/4A computer
which allows you to use Atari compati-
ble controllers (instead of the standard
TI controllers which don’t work



especially well.)

If last year’s game exhibits were
dominated by the dedicated (game only)
machines and software, this year’s em-
phasis was on computers. The computer
games exhibition hall dubbed McCor-
mick West offered a top floor with
meeting rooms, press room, and
displays by the various video and com-
puter magazines. The main floor was a
mix of computer hardware and soft-
ware, and dedicated game software ex-
hibitors, in addition to furniture and
peripheral manufacturers.

On the main floor there were many
newsworthy exhibits. Coleco showed
ADAM, its new blockbuster computer
system as well as game screens or com-
plete games for the ColecoVision. This
was in addition to the Atari VCS and
Intellivision systems.

Parker Brothers, Imagic, Activision,
Fox Video Games and Starparth all
demonstrated games designed for com-
puter systems in addition to the Atari
VCS. Imagic, Microfun, Parker
Brothers, and a handful of other soft-
ware houses also showed ColecoVision
game cartridges. The Atari 5200 was
also not left out. Broderbund Software
(and a few others) showed games
adapted to this system. If sales of the
5200 reach high enough numbers, we
can expect a lot of the better (meaning
more complicated, better graphics,

FALL ELECTRONICS REVIEW

more game screens) games available for
1t.

Where just a few months ago it was
possible to go through a list of software
companies and easily categorize them
(*“this is a computer game house,’” *‘this
is a dedicated game company’’), that
simple delineation has been blurred all
out of focus. With Atari now program-
ming games for other computers, in ad-
dition to Mattel and most of the other
software developers, you can expect to
see reviews on these pages in future
months from companies you wouldn’t
have expected to see in that area of the
business.

The bottom floor of the hall was prac-
tically dominated by computer manu-
facturers or support companies. Again,
the fuzzy line upstairs was equally blurry
downstairs. On this level, there were
quite a few new computers being shown.
The Tomy Tutor and Laser computers
were quite impressive and received a
good deal of attention. Unitronics’ com-
puter was very similar to the ADAM,
but didn’t attract much of a crowd.

In addition, the price wars have
worked their way down to the floors of
the CES with one company offering
complete Emerson ‘Arcadia systems
(which will probably retail for around
$50-60) and a selectionof 23 game titles
(probable retail: $5-7). The firm, Kandy
Man Sales, has also brought up all the

Vectrex isn’t just playing games anymore with the unveiling of-a new computer keyboard.

Parker Brothers a-mazing Tutankham.

Getting a foothold of Amiga’s joyboard.

stock of US Games and Data Age, and a
few Telesys titles. These will probably
retail for around $10. Although Kandy
Man doesn’t sell retail, the low whole-
sale prices on the games and the Arcadia
should make for some very attractive re-
tail pricing of relatively new games, An-
other firm is offering a $38 (retail) trak-
ball controller, and new VCS games for
a 310 retail. With the entry of new, low
cost suppliers, the top end of the market
may be forced to take a similar drop.
If everything that was shown at the
CES ever made it to the store shelves,
there would be a considerable glut on the
market. In all likelihood, the big com-
panies will probably fare the best
(whether or not they deserve to). Judg-
ing from the show, it seems obvious that
the future belongs to the computers.
You may as well, as they say, relax and
enjoy it—there’s no stopping it now. A
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WAR GAME

A Battle Plan For Attacking
Video Simulations

By Rich Sutton

y now almost everyone

recognizes that video games

have distinctive categories

whether they are coin-op
models or home versions. You can
choose maze games, space games,
shoot-'em-ups, racing games, sports and
much more. However, one area that hasa
rich history and is beginning to have a
greater impact in video game design is
simulation creations, or war games.
Computer Bismarck by Strategic Simula-
tions was the first widely sold computer
simulation, while another early effort,
Three Mile Island, had players trying to

execute a cold start-up of a nuclear reac-
tor and then operate it in a manner which
would result in a profit. These two early
examples are still very popular with com-
puterists who want more of a problem
than dodging invaders in a no-win situa
tion.

This isn't a knock against other
types of video games, but
rather the acceptance that
simulations require deduc-
tive reasoning and pose
a solvable problem
with many possible
results—the most
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“...as a category, military simulations are classified by the
historical period from which they take their theme whether it be
Ancient, Medieval, 18th and 19th Century, Modern
and Science Fiction. . .”

obvious being victory. For many years
people have searched for thought pro-
voking activities, and with home com-
puters (especially the Apple), good, de-
tailed simulations are available. With
the proper software, anyone can sud-
denly become a Bobby Fischer and a
chess champion; or an Omar Bradley,
and, through thoughtful planning, sin-
gle-handedly win the Battle of the Bulge.
There's the chance to be Billy Martin
and manage the New York Yankees to
the World Series; or through careful
management, avoid a core meltdown
with a nuclear reactor. These are just
some of the numerous possibilities
available to the adventurous souls who
own a home computer with such titles as
Football Strategy, Scrimmage, Dis-
patcher (railroads), Business Strategy
and Stock Market topping the list.
People for many years have devel-
oped leisure games and activities which
stimulate thought and competition. One
of the earliest to achieve this was chess.
However, as we have progressed, people
created games that were harder to play
than chess and with more intricate rules.
The most complex games rely very little
on luck, and force participants to think
more and more. Other variations fol-
lowed which attempted to combine deci-
sion making with luck (losing on the
throw of the dice). One of the all-time
best-sellers in this class of simulation has
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been Monopoly, which helped propel an
entire generation of board game for-
mats. Milton Bradley, Parker Brothers,
and others contributed greatly to the
development of simulation gaming.

In the early 1960’s things began to
change in the field of board gaming with
the publication of Diplomacy, a simula-
tion of pre-World War [ imperial
politics. This was the first game that
didn’t rely on any form of randomiza-
tion and was based on multi-player deci-
sions. A player would vie for majority
control of Europe through ‘‘deal’’ mak-
ing with other players in this simulation
classic which could take many hours to
play. Avalon Hill, an early pioneer in
simulation gaming, has published many
titles which also fall into the category of
being classics, including Waterloo, Bat-
tle of the Bulge, Gettysburg and Africa
Korps.

As more and more people played
board war games, publishers entered
into the marketplace, with the most pro-
lific being Simulations Publications of
New York City. This company offered
at least one new game every other month
for many years as the evolution of the art
form continued due to the wealth of
material on military subjects and the
mystique of the ‘““‘what if** factor con-
cerning strategy and tactics on the bat-
tlefield. The armchair generals could
now prove if their theories were valid.

As board gaming enthusiasts wanted
more realism these publishers tried to
make their games more true to life,
sometimes sacrificing playability in the
process. Today board simulations
number in the hundreds with dozens of
publishers. As a category, military
simulations are classified by the
historical period from which they take
their theme, whether it be Ancient,
Medieval, 18th and 19th Century, Mod-
ern or Science Fiction. One of the cur-
rent favorites is fantasy gaming in the
class of Dungeons and Dragons. In
looking at the growing popularity of
simulations, the rise in personal com-
puters has enabled many gaming en-
thusiasts to look beyond arcade-type
play and consider more sophisticated
and detailed challenges. And, with the
power of computers, players don’t have
to worry if an incorrect move has oc-
curred, since the computer will signal
your error. The computer takes care of
all rules and won’t let you do anything at
the wrong time as well as keep track of
all book work and scoring. The player
only needs to understand what he can
and cannot do at a given time.

Computers allow the player to con-
centrate on playing the game and
remove concern about rules interpreta-
tion. While a person is learning a new
non-computer simulation a great deal of
time is spent studying the rules, and try-
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“...the rise in personal computers has enabled many gaming
enthusiasts to look beyond arcade type play and consider more
sophisticated and detailed challenges. . .”

ing to understand how to do certain playing and competing rather than fully computer simulations to be aware of,
functions. With a computer-based simu- understanding the whys and hows which which fall into four broad categories:
lation, a person may only need a cursory might have no bearing on your mastery War games, Fantasy, Sports and Other.
review of the rules prior to playing, of the game. War games, or military simulations,
allowing you to concentrate more on There are several different kinds of comprise the most available listing with
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TO CROSS THE SUEZ CANAL DURING THE OCTOBER WAR OF 1973

“...some of the types of simulations from SSI include Napoleonic
wargames, aircraft combat, infantry combat, naval encounters,

and modern warfare...”

the foremost publisher being Strategic
Simulations. The company was the first
to publish a detailed computer war
game, Computer Bismarck, which bears
a striking resemblance to an Avalon Hill
creation. Players needed to form very
good strategies in trying to find, then
sink the Bismarck with the North Atlan-
tic as the playing area.

Between them, Strategic Simulations’
games are the most complex while many
of Avalon Hill’s are less so. Some of the
types of simulations available from SSI
include Napoleonic war games, aircraft
combat, infantry combat, naval en-
counters, and modern warfare. The best
of these are the grand strategic World
War II simulations where the players
may command submarine groups, naval
fleets, air squadrons, and ground com-
bat troops.

Fighter Command—one of the
newest releases is an excellent simulation
of the struggle of Great Britain against
Germany during the Battle of Britain.
Players must allocate their air squadrons
to specific offensive or defensive situa-
tions while attempting to determine
where the waves of German bombers are
going to strike, as well as the composi-
tion of each squadron and its readiness.
There is also a need for the British player
to defend coastal radar installations or
risk losing them and not have enough
notice of an air strike. Once players have
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made their allocations the action starts
with play primarily done by the British.
When the real time clock begins the ob-
jective is to make changes in strategy in
order to effectively repel the German air
squadrons. (A simulation for advanced
players, Apple II; disk format; $59.95.)
Guadalcanal Campaign—recreates
the War in the Pacific using the histori-
cal United States and Japanese units,
The object is for both sides to occupy
and hold Guadalcanal, with players
creating task forces and searching for
enemy fleets in the South Pacific—all
the while landing troops and supplies at
Guadalcanal. Ground combat on Gua-
dalcanal is optional when one or both
players have adequate supply, and vic-
tory points are awarded for damage
done to ships and submarines, as well as
for holding the island. Sound strategic
decisions and effective operations may
ensure success with one of the primary
objectives being to locate and sink your
opponent’s aircraft carriers and battle-
ships. (One of the best simulations
available for beginner and expert alike,
Apple 11, 11 Plus, 1le; disk; $59.95.)
Bomb Alley—recreates the Mediter-
ranean Campaign for the Summer of
1942. The main objective here, is for the
British and Germans to try to occupy
and hold the island of Crete. The oppos-
ing forces operate from naval and air-
craft bases in Southern Europe and

Northern Africa. Again, as in Guadal-
canal Campaign, supply and ground
forces play an intricate role although one
of the unique concepts is the potential
for a paratroop assault on Crete which is
very original and realistic. (Highly
recommended for the intermediate
player, Apple II, 11 Plus, Ile; disk;
$59.95.)

Knights of the Desert—recreates the
North Africa Campaign in which Ger-
many's Rommel attempted to force the
British from their stronghold at Tobruk
and push them all the way back to Alex-
andria. Both sides must be careful to
maintain adequate supply and morale
levels to ensure success. Play is ac-
complished with graphics and the key-
board as players move units on the hi-res
map and opt to initiate combat. The
German player must be very careful in
his offensive maneuvers because of
limited supply, whereas the British
player must be careful in his retreat and
setting up of fortifications. Knights of
the Desert seems to be very close to
Avalon Hill's classic game of Africa
Korps. (Highly recommended for the
beginning computer-war gamer, Apple
I1, Atari 400/800; disk; $39.95.)

Southern Command—recreates the
October War of 1973 which pitted Israel
against Egypt. This is a complete tactical
war game presented in hi-res graphics.
Each unit is represented graphically on
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.. .there are tanks, artillery, self-propelled guns, rocket launchers
and, of course, infantry in this very playable, yet

frustrating game. . .”

the screen and movement is achieved by
selecting the direction from the key-
board. There are tanks, artillery, self-
propelled guns, rocket launchers and, of
course, infantry in this very playable, yet
frustrating game, if you're playing
against the computer. The map is about
12 screens in size and automatically
scrolls as you move into a new area. The
objective for the Israelis is to push the
Egyptian forces across the Suez Canal
and occupy several major cities. A sug-
gestion is to play against the computer a
few times in order to learn what not todo
and how to find the best tactics. (Highly
recommended for the intermediate
gamer, Apple; disk; $39.95.)

Germany 1985—is a hypothetical si-
mulation based on a confrontation be-
tween NATO forces and Warsaw Pact
forces. Play is similar to that in Southern
Command, but a bit more difficult in
terms of tactical level and there’s the ad-
dition of attack helicopters. If a unit is
hit during combat, the odds of elimina-
tion are better because some of the com-
bat units have tactical nuclear weapons.
Another difficulty in this simulation is
the terrain, with units moving better and
easier in the desert than they do in
forests. (Excellent for the advanced
gamer and could be very frustrating for
those not familiar with computer war-
gaming; Apple; disk; $59.95.)

Torpedo Fire—is a simulation of

World War Il submarine encounters.
Although the effort is realistic enough,
the execution seems to provide an exam-
ple of playability having been sacrificed
as a result. The game uses simulated
radar and sonar to locate and identify
enemy ships and submarines. Players
must determine the direction and speed
of an enemy target by using a hi-res
periscope, in order to set the firing arc
and interception speed of a torpedo.
This is most difficult even with the com-
puter’s assistance as the surface player
must determine the depth and speed of
the enemy submarines in order to lay a
deadly depth charge pattern to protect
his convoy. (Only recommended for the
advanced player who desires the most
accurate simulation on the market; Ap-
ple; disk; $59.95.)

Computer Air Combat—gives
players a choice of 35 World War II
combat aircraft representing the United
States, Great Britain, Germany, and
Japan. The scenarios enable players to
reenact aerial combat which can include
intercepting a bomber formation, dog-
fight, or just a shoot-'em-up with such
aircraft as Stukas, British Spitfires, Mit-
chell B-25s, P-38's, Zeroes, Mustangs
and many others. Computer Air Com-
bat recreates the best and worst points of
the aircraft used in the game, providing
some which were good at firepower and
poor on maneuverability as well as vice-

versa. It's, presently, the only game on
the market for tactical air combat, with
graphics used to only show relative posi-
tioning on screen. (Apple; disk; $39.95.)

Warp Factor—is a tactical spaceopera
war game, where players build the space-
ship of their dreams and start shooting.
This was the first comprehensive space
simulation involving ships we have come
to know and love from Star Trek and
Star Wars. Warp Factor uses real-time
maneuvering and firing techniques, but
is another example where detail has
sacrificed playability. The time to input
a complete set of orders for 6 ships could
take aslongasan hour if the player really
pays attention to detailed tactics. In fact,
the rule book must be read thoroughly
before playing and must be periodically
read as one is playing. Because of this,
only the seasoned star pilot should invest
in it. (Apple; disk; $59.95.)

Pursuit of the Graf Spee—simulates
the British trying to locate and sink the
Graf Spee during World War II. Histo-
rically, the Graf Spee terrorized the Bri-
tish South Atlantic convoys and play is
similar to that used in Computer Bis-
marck. However, some of the rules of
fuel supply have been changed. (Very
good for the beginner and intermediate-
level computerist; Apple, Atari
400/800; disk; $39.95.)

Napoleon’s Campaigns 1813 &
1815—is one of the most advanced com-
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“...simulations can be fun, difficult, and provide for an intelligent
competition which a person can win if they only remember that
war, from any time period, is hell. . .”

puter simulations available. Napoleon's
Campaigns recreates the Battle of
Waterloo and Battle of Nations at Leip-
zig. As the player you're not actually
participating in the conflict portion, but
rather issuing orders relayed by messen-
gers to the friendly units. Napoleon’s
Campaigns recreates what several other
board games have attempted—the fog
of battle. If players do not effectively
define routes for messengers on the hi-
res map, several turns can pass before an
order is received and executed. At times
the play can be very confusing if players
aren't cautious in issuing orders,
Another note is that although you can
see your units on the playing area, you'll
only know the status of any units
through return messenger. (For those
who want a grand strategic simulation,
including advanced players, but defi-
nitely not for the novice; Apple; disk;
$59.95.)

Pursuit to Gettysburg—is simply
Napoleon’s Campaigns with a new hi-
res map and different names. This is an
example of a publisher trying to get more
mileage and a different appeal from an
existing simulation. Many people might
not buy a simulation of Napoleonic Bat-
tles, but would buy something relating to
the Civil War. (Again, Pursuit to Gettys-
burg is only for the advanced player;
Apple; disk; $59.95.)

Many other titles obviously exist pro-
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viding a range of simulation themes and
action with some of the more notable ef-
forts being Operation Apocalypse, Bat-
tle for Normandy, The Battle of Shiloh,
and Tigers in the Snow. These games are
not as sophisticated in their strategic
methods, but as a whole, feature a varie-
ty of challenges. Except for Battle for
Normandy, the other three have been in
publication for over a year and a half,
and are popular for an easy computer-
war gamer.

Strategic Simulations does, in fact,
publish some the best military simula-
tions available but they also publish one
which should be viewed with caution
before purchasing. This game is Com-
puter Ambush. The concept is very
good, but the original was unplayable
because of the time to execute moves—
sometimes up to one hour. Strategic
Simulations published an update to
Computer Ambush a few months ago
alleging that it runs 40 percent faster,
however, they don't state on their
packaging its incompatibility with the
Apple Ile. What cannot be fathomed is
that they would partially rewrite the pro-
gram to run faster and not make it com-
patible to the most recent version of the
most popular computer available.

This aside, the reason Computer Am-
bush is very unique as a simulation is
that it pits a squad of United States
soldiers against a squad of German

soldiers in a “typical” French village.
The players are squad leaders “‘telling’’
the soldiers what todo and whentodoit.
The characters may suffer from fatigue
because of getting tired and soldiers will
need to reload their weapons and also
aim and fire them. Weapons include
rifles, machine guns, grenades, satchel
charges, and hand weapons. Players are
able to see opposing units as if they were
present, i.e., if you're in a building you
cannot see through a solid wall. The
characters present have unique capabil-
ities in different areas; some aren’t good
at firing aimed weapons, but may be
good at running. This bears a striking
resemblance to several tactical board-
war games by Avalon Hill and Simula-
tions Publications and could have been
one of the top simulations, but falls far
short of the mark.

In closing, if you would like to play a
good simulation, remember that it may
take hours to play (most allow for saving
to disk). If you’re willing to make the
commitment, you'll find some of the
most challenging leisure time computer
activities which could take up to eighty
person hours, but it has several shorter
scenarios on the disk. Simulations can be
fun, difficult, and provide for an in-
telligent competition which a person can
win if they only remember that war,
from any time period, is hell but, then,
that's the name of these games. A
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Change is In The Arcade Air

Walk up to your favorite video
game, the one that you’ve spent
so much time and so many quarters at,
and sometimes you’ll receive an unplea-
sant surprise—a new chip. The old pat-
terns won't work, the action is speed-
ed up, and before you know it you've
lost another quarter. In some cases, it’s
not a new chip, instead the operator
chooses a higher level of difficulty or
higher extra ship levels. In any case, the
end result is that you’ll feel cheated.

If a game becomes popular, the
manufacturer will often provide
operators with a slightly different pro-
gram to keep high scorers from spend-
ing hours on the machine. In certain
locations this is necessary. If a popular
game is monopolized by one or two
wizards and it turns away business, it
won't pay for the owner to keep the
machine there. Sometimes, however,
higher difficulty levels and new chips
are just the result of the operator’s
greed or foolishness.

For instance, a laundromat had a
Robotron with an old program and a
bonus man for every 20,000 points.
Many players picked up on the machine
because they could score so much
higher. Once the owner saw that peo-
ple were getting scores in the millions,
he put in a new chip and bonuses were

set back to 25,000. As a result, the

machine is making less money. The
owner won’t change back because he
doesn’t like the idea of people scoring
easily on his machine.

Another example is Atari’s Xevious,
a game that was backed by a television
advertising campaign promoting it as
the kind of game that players couldn’t
play on a home system. Xevious has a

By John Holmstrom

difficulty setting that is almost im-
possible to beat. When it first arrived
in New York City, most operators set
it at the highest level immediately. The
one arcade that set it lower is the only
one that seems to have a line of people
waiting to play it whenever I visit. The
players know which arcade has the
easiest machine, so why should they
waste quarters on a game with the most
difficult setting?

Home video game systems allow
players to select their own level of dif-
ficulty. Many Atari games offer the
player the option to begin at different

levels of play (Tempest, Quantum,
Black Widow, and Food Fight). The
Broadway Arcade in New York adver-
tises the new Robotron program on the
machine attract mode. These are all
reasonable alternatives to learning how
difficult a game is going to be after
you've spent your quarter.

As long as video games are too dif-
ficult for the average player to enjoy,
more of them are going to spend time
and money at the movies, sporting
events, or their home video game
system, where they can select their own
level of difficulty.

CENTURI'S ¢

Only because Centuri seems to have a
hot one with Gyruss did we decide to only
do a short take on this licensed conver-
sion kit from Tehkan, Ltd. Guzzler is a
maze game similar in concept to Pac-
Man, but its use of free-form mazes, at-
tack button, and wide variety of screen
layouts separate it from that singular
standout.

The guzzler is a little blue creature who
is mostly mouth. His job is to extinguish
flame demons, fireballs, and flashes. As
he walks around he picks up water
automatically, and he can pick up water
from the puddles that are placed
strategically around the mazes. The ob-
ject of the game is to put out the four
fireballs that are stationed in the maze.

The fires spawn demons in ever in-
creasing numbers, and there is a limited
supply of water, so you have to be fast in
moving guzzler, via joystick, around the
maze. Once the fourth fireball is ex-

\\ tinguished, you move on to the next,
J more difficult maze pattern, of which

there are plenty. You gain points for just
about everything you do in the game,
which adds to the fun.

A nice touch is the lucky wheel at the
end of the game. A wheel of eight §
characters, seven demons and one

guzzler, spins around. If you can match £

the guzzler with his twin at the bottom of
the wheel, you win a free man.
Guzzler’s graphics are good for a con-
version game, and the game play is very
involving. The pacing of the action is
fine, and the scoring is very fair. The §
sound track is good, and the maze con-
figurations are very challenging. For
those who enjoy maze games, Guzzler
can be a welcome addition to the menu,
and at another point in time, it wouldn’t
have been surprising to find this effort
making a splash on its own. However,
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ATARI'S

Fans of Tempest should keep an eye
open for Black Widow which is another
fast and furious shooting game with solid
vector graphics. A dual joystick control
effort, the one on the left moves the black

widow around it’s web while the one on
the right is for directional firing. The
premise is that you must rapidly move a
spider around a web avoiding different
onrushing bugs, while picking up bonuses
that they leave behind once they’re shot.
The key to playing Black Widow lies in
the various bugs’ powers and character-
istics. And there’s quite an array which
you should be prepared for if you’re go-
ing to get anywhere with the game.

MosQuito—if shot, becomes $.

Beetle—eats $, if shot becomes §.

Hornet—lays eggs on $, if shot
becomes $.

Egg—grows to become hornet or
spoiler. When pushed off web
scores 500, 1000, 1500, 2000, or
2500.

$ Grub Steak—tag for points..500,
250, 100, or 50, the sooner the
better.

Spoiler—invulnerable. Only de-
stroyed by grenade, bug slayer or
rocket bug.

Grenade—explodes if shot. Bugs and

with times being what they are, Guzzler
undoubtedly won’t have the type of im-
pact or distribution it deserves. If you’re
lucky enough to find one at the local ar-
cade, check it out and see if you don’t
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eggs within kill zone score 500
points each.

Rocket Bug—invulnerable. Laun-
ches “‘rockettes’ at you from other
bugs it tags. Shoot rockettes for 100
points each.

Thunderbug— if shot breaks for-
mation and attacks. Shoot again to
explode T-bug and earn 250 points.
Shoot and explode all T-bugs for
5000 points. Keep away from all T-
bugs to earn 10,000 points,

Bug Slayer—harmless to you, invul-
nerable, competes with you for
food. Beat it to its flashing prey for
points,

Although these are pretty explicit in-
structions, I could have sworn that I saw
a bug that was not on the list in a later
round. It was a giant dollar sign with
wings like a dragonfly. I shot it so fast I
didn’t find out anything interesting about
it, other than the fact that it definitely
wasn’t invulnerable.

Once you understand and recognize
the different bugs, Black Widow is an in-
teresting shooting game. The graphics are
excellent, the sound track is good, the ac-
tion is fast, and there are a few play op-
tions. As with most Atari games, the
player can select what round of play he or
she wants to begin at. The most in-
teresting option is whether to shoot at, or
avoid, the Thunderbug waves, since you
receive a hefty 10,000 points for NOT
shooting at them. Another decision the
player must make is how to deal with the
red part of the webs, which the spider
can’t cross.

Black Widow is a worthy enough ef-
fort and has enough variety and play op-
tions to keep even jaded shooting game
fans from getting bored. Since it’s a con-
version kit for Atari’s Gravitar game,
however, it might be hard to find. But if
your arcade has a Gravitar that’s collect-
ing dust, maybe you can talk the owner
into getting one.
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Bally/Midway has had tremendous
success producing cross-promotions
with their pinball and video games.
There was Wizard in 1975, which was
inspired by the movie Tommy and then,
a year later Elton John graced Capt.
Fantastic which has become a classic
of sorts. Kiss and The Rolling Stones
can still be found in some locations,
and can we forget Tron and its national
tournament/movie tie-in. Well, now
Bally has locked in with another
musical group, Journey, to produce the
world’s first rock 'n’ roll video arcade
game. However, there’s a difference this
time since the game is also the first
reverse license from a home game
(Data Age) to the arcade. And there are
differences to say the least.

Journey opens with the group (por-
trayed in Sixfeen Magazine-style black
and white photo faces with little car-
toon bodies) hopping into the Journey
“Scarab vehicle]’ which flies into the
forehead of a big blue face wearing an
astronaut’s helmet. The player then
chooses which one of five planets to
travel to. Each one features a game
starring one of the Journey members
in which he has to travel past obstacles
to reach his musical instrument. The
drummer has to bounce on drums un-
til they’re all the same color, then
bounce up to his drum kit, the singer
has to float past swinging gates, a
guitarist has to jump over things while
walking down ramps, etc.

Once they reach them, the board
changes and the rock star uses his in-
strument to shoot his way back to the
Scarab vehicle. Once the player passes
the first five planets, Journey gives a
live concert, while the player operates
“Herbie” the roadie, who tries to keep
frenzied “groupoids™ from attacking

the famous rock combo.
With joystick and button control,

Journey has problems. The game play
is confusing since there are no clear and
simple directions on how to do what
you're supposed to be doing. If vou’ve

BALLY/MIDWAY’S

played Tron, which had four games in
one, the opening sequence is easier to
understand.

However, the fact that you might
have to land on drum tops once to
change their color, and then again to
have them disappear, thus completing
the screen, is never really detailed. And,
once you’ve done this, your drummer
has to fend off rushing attackers,
blasting them with the fire button,
while you move down to the bottom of
the screen in order to escape safely.
Players are never told they shouldn’t
stay and fight all day at the top of the
board. Make a mistake and you get to
redo the entire screen, or choose
another one, but eventually, you have
to clear all five.

Much of the action is reminiscent of
other games whether you’re trying to

make your way down a river and then
back up, shooting at enemies on the
shores, or running and jumping along
sloping inclines while avoiding oncom-
ing somersaulting objects. However,
once again, it’s never explicitly de-
scribed as to what you should or could
be doing to maximize your time and
energy. And I don’t think we’ve come
so far that we don’t need some instruc-
tions to tell us what’s going on.

Beyond this is the concern that none
of the adventures is strong enough on
its own to be a game. At least with Tron
you had four decent screens that real-
ly made that effort four games in one
game. Here, you have some limited ac-
tion thrown together for the sake of
trying to create the perception of this
very complex and expansive coin-op
experience.

Admittedly, if Data Age could have
had anything even closely approx-
imating what Bally/Midway has ac-
complished, they might still be in
business today. But that’s in terms of
home video and not what we’ve come
to expect from arcade-quality equip-
ment. The graphics are brilliantly col-
ored, but the lack of depth to the im-
ages is disheartening and whoever
dreamed up the use of little black and
white heads for cartoon-like bodies
should be sentenced to play this game,
and no other one, for the rest of time.
Even the sound track, which you would
think should have been a strong point,
is far from satisfying or remotely like
real music. For fans of Journey it’s got
to be a disappointment to be let down
twice.For the rest of us, there are other
games in town.
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SEGA’S

Video has occasionally tried to capture
the game of baseball, but the complexity
and subtlety of the National pastime has
never translated easily even with Atari’s
old trak-ball version. The sport involves
so many people including batters,
fielders, runners, and pitchers who in-
teract in so many ways to different situa-
tions. It would appear on the surface to
be nearly impossible to translate to one or
two player action without leaving out
some of baseball’s essential elements.

Nonetheless, there have been some ex-
cellent video baseball games in the past.
Midway’s Extra Bases offered great two
player head-to-head action, featuring ex-
cellent pitching and batting control and
good joystick movement outfield
defense. Intellivision’s Baseball game of-
fered all that and more, and remains the
standard that others are judged against,
at least in the home.

But now there’s a new contender to the
crown, Sega’s Champion Baseball, which
is the latest arcade attempt to capture the
grand old game. It adds the all-important
element of managing your talent on the
field, previously ignored by video
baseball designers. The first task is to
choose your team from one of 12 Major
League Baseball franchises that are listed
on screen. Once your team is set, the
computer picks the home team. Then the
umpire yells “Play ball!”* and the game
begins. Everything proceeds exactly as it
would in a real live game.

You can only play against the com-
puter. The controls are one central
joystick that’s flanked by six buttons,
three on either side. The joystick controls
the batter’s or pitcher’s stance and which
base to throw the ball to once it is field-
ed. The blue “A” button changes the bat-
ter or pitcher when a managerial move is
desired. The red ‘B’ button controls
swinging the bat, running, pitching, bun-
ting and throwing. The yellow “‘C” but-
ton controls stealing and returning to a
base. The computer controls the rest of
the game, including the umpiring—
which, as usual, is pretty bad.

What’s great is that the strategy to win-
ning Champion Baseball is the same as

playing good baseball anywhere—
FUNDAMENTALS. You win by hitting
the curveball, pitching well, throwing to
the proper cutoff man, advancing the
runner, and making sound managerial
moves.

The graphics and sound effects are two
of Champion Baseball’s strong points.
There’s a 3-D perspective to the field so
that when fly balls are hit they disappear
or grow larger according to your point of
view. They even cast a shadow on the
field. When you’re at bat, the viewing
angle is from behind home plate, and
when you're pitching, the “‘camera’’ is in
the center-field bleachers.

There is also information all over the
screen. Besides the scoreboard, thereis a
ball, strike, and out count, the name of
the batter and his stats, a graphic instruc-
ting which buttons can be pushed and
why, and umpire’s calls. Except for the
fact that all the players are built like
blimps, it’s a very realistic game.

In addition to the time-honored
baseball scoring, Champion Baseball has
included some superfluous but interesting
video game scoring— 10 points for mak-
ing contact with a pitch, 100 points for
reaching first base safely, 1,000 points for
each run scored, and more. The game

designer is no fan of pitching and
defense, since only 50 points are given for
each out, and 20 for each strike.

The different teams do seem to share
some of the characteristics of their big-
league counterparts. Milwaukee is a good
hitting team that doesn’t run very fast,
New York has a lot of power, St. Louis
has good speed, and Montreal is good
overall. Unfortunately, the computer
usually picks a team that matches up very
well against it. The player should have
been left with that choice (in most cases
it wouldn’t make a great deal of dif-
ference), and also should have the home
field advantage of batting last in a game
like this. It would have been much fairer.

The game play has some serious flaws
in it as well. When you’re at bat, with a
man on first, a ball hit deep into the gap
or on the line, which is at least a double
in any ball park, allows you to only ad-
vance the lead runner any extra bases.
This prevents you from putting together
a really big inning and getting a big
cushion. In addition, on defense, you
can't position outfielders, or move them
quickly enough to make a good high
percentage of good catches. There are
also no switch-hitters, no stealing home,
no infield shifts, no errors or balls lost in
the sun by the opposing team, and no in-
terference calls.

I personally found the pace to be very
frustrating. Once a ball is hit, the fielders
move so slowly that it feels as if you're
watching an old-timers’ game. On
defense, the machine will pitch for you if
you don’t throw fast enough. There’s no
time to think about how to set up the hit-
ter or groove in a good deuce. The
joystick’s control over the pitches is also
minimal—there’s very little in terms of a
pitch’s velocity which is indicated on
screen. It would have been a more
realistic game if a slow pace was used for
pitching and hitting, and a faster pace for
fielding and running.

Although it has a lot of shortcomings,
Champion Baseball is captivating as you
find yourself trying again to play longer.
The game lasts for a minimum of one in-
ning and can go on until the computer
wins in its bottom half of any given in-
ning. With a few minor changes, it could
have been a great game. Instead, it points
the way to bigger and better days ahead
for video baseball games and, un-
doubtedly, other sports games.
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ATARI'S

Once in a while a video game comes
along that defies criticism. It is in-
novative, well executed, and goes well
beyond what people’s preconceptions
of what a video game is supposed to
be. Atari’s Star Wars is in this elite class
whether in an upright or cockpit
cabinet. It’s the ultimate spinoff game,
a realistic simulation of the incredibly
popular Star Wars movie.

Right away, Star Wars’ attract mode
takes its cue from the movie. The first
screen carries the official Star Wars
logo and tells the story of the game
(and the movie) in a short paragraph.
Two different screens then describe the
game play and controls, and how to
play, all in the language of the film, of
course. A fourth screen details the dif-
ferent point values, which are too com-
plicated to list here. Finally, the high
scores are revealed.

Before the action starts, the player is
allowed to choose which level of dif-
ficulty he wants to begin at, with com-
pensating bonuses for each higher level
of play (why is Atari the only manufac-
turer smart enough to offer this to
players?). Once the preliminaries are
finished with, the battle begins, and the
incredibly smooth first person perspec-
tive and three dimensional effects take
OVer.

The steering mechanism and four
built-in triggers enable pinpoint
shooting and flying accuracy as well as
rapid-fire. The five laser-cannons that
are located on the sides and bottom of
the video monitor hit the “cursor,’
which is manipulated by the steering
mechanism that also controls the direc-
tion of your ship. The mechanism is a
nice copy of the firing triggers in the
movie, all that’s missing is a movable
chair.

There are three chapters in the story
of the game. In the first, your rebel
cruiser dogfights with Darth Vader’s
ship and the Imperial Tie-Fighters. In
the second, you maneuver past bunkers
and deflector towers on the face of the
Death Star, blasting them along the
way. In the final scenario, you find
yourself speeding through the trench of
the Death Star, avoiding obstacles and
blasting gun turrets then, finally,
hopefully time a proton torpedo for a
direct hit on the exhaust port target.
What follows, if you're successful, is
one of the most spectacular explosive
light shows ever seen in a video game.
Then it’s on to do battle once again.

Throughout play you're being bom-
barded by fireballs and lasers, which
you must destroy or avoid. Each hit on
your ship destroys one of your shields
(depending upon operator settings, you
might start with nine). Any collision
will also lose you a shield and the game
ends when your ship runs out of shields
and you get hit by anything. You do,
however, gain an extra shield every time
you blow up a Death Star.

Star Wars features a dramatic state-
of-the-art color vector graphics system

that produces surprisingly realistic ef-
fects. The sound track is laced with the
familiar voices of Luke Skywalker, Obi
Wan Kenobi, Darth Vader, and even
R2D2. There’s even seven musical
themes played throughout the game in-
cluding the Star Wars Theme, Ben's
Theme and the Cantina Band.

The game play is fluid, smooth and
fast, with a very simple first level,
graduating to more difficult and
challenging levels of play that, despite
their repetition, do not become
monotonous. In all, there are ten levels
of play to be completed. And, as you

go on in the battle, subtle differences
begin to appear such as catwalks
stretching across the trench at varying
heights which make maneuvering that
much more precise. And, with the three
opening levels from which to choose
from, the nuances which are present
keep Star Wars from seeming repetitive.

To sum up, Atari’s new gem is a
hybrid of all the science fiction games
that have come out in the past few
years. The voice simulator used in Star
Trek and Sinistar is utilized to better ef-
fect in Star Wars. Three-dimensional
effects that go back to games like
Starhawk and more recently Sub-Roc
3-D and Buck Rogers are taken a step
further here. Its vector graphics are
superior to those of Cosmic Chasm,
which had the best of any game up to
now.

Star Wars simulates the subject mat-
ter better than Star Trek (which also
utilized excellent vector graphics) and
Buck Rogers (which wasn’t so much of
a simulation as it was a space game
with a license slapped on). By
recreating the action sequences and
climax of the greatest science fiction
movie ever made in first person it
brings you as close to the story as
watching the film did. Perhaps even
closer. In fact, this is one of the best
video games ever produced.

VIDEO GAMES 55



KONAMI'S

Konami is a Japanese company
which has enjoyed great success licen-
sing games to American companies.
Their best-known efforts have been
Gyruss, Scramble, Tutankham and
Time Pilot. Now comes Roc 'N Rope,
which will be available in a standard
upright or as a conversion Kkit,
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Limited and marketed by Interlogic
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Rising up on two cliffs, separated in
the middle,by an endless canyon, is the
setting for this climbing game where
your leading character, an explorer,
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big lizards in an attempt to catch the
Roc—a bird of fortune,

The explorer has two abilities besides
climbing which include the use of a
“rope gun” and a “flash” button. His
movement is controlled by a standard
joystick while the object of the game
is to capture the Roc. You do so by
shooting the rope from one level to
another, then climbing up the rope,
blinding any cavemen or dinosaurs that
get in your way, until you reach the top
of the screen. Once you capture the
Roe, you pick up any bonus time that’s
left on a game timer. Players can also
pick up feathers for additional points,
or gold eggs that speed up the explorer
and enable him to destroy any enemies
that he can touch. If any prehistoric
enemies touch you, however, if time
runs out, or you get hit by falling rocks,
you lose one life.

Four board configurations present
very different challenges for each
scenario. The first screen features six-
teen levels of ledges and a water geyser.

Roc 'N Rope’s strong suit is its game
play with lots of clever touches and
subtleties in each maze. There are in-
teresting and very different layouts as
well as tricky unpredictable enemies.
The strategies for going back and forth
between openings in order to con-
tinually move ahead, are something
that will take time to master, especial-
ly with the various obstacles and
enemies around.

Roc "N Rope’s graphics and un-
distinguished sound track might not
make it a readily exciting game. The
dominant color theme is brown, and
the rest of the tones attempt to give the
game a natural look, but because the
graphics aren’t sharp, the screens look
murky. However, there’s something
about the play that’s captivating and
appealing. In fact, any minor flaws in
Roc "N Rope don't prevent it from be-
ing a strong player’s game, that presents
unique challenges even in the over-
worked maze-game type format. A
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Vintage Editions Under Glass

hat we have covered in the past

few months, and why this column
was originally conceived, is based on the
fact that so much attention has been paid,
by both manufacturers and players, to
coin-op games other than conventional
video. As a result you’ve read about such
diverse creations as Chexx, Mazer Blazer
and a number of pinball machines. Well,
the latter category has managed to stage
a mini-revival of sorts as witnessed by an
increase in models being introduced.

In addition, what we’re discovering is
that many game rooms which never of-
fered pinball machines before, having
been content with only video, are, sud-
denly now, adding one or more flipper
games to round out their array. Others,
admittedly in the minority, who believed
that pinball wasn’t dead or that video
games were the only answer for today’s
players, helped keep alive the interest by
not abandoning flipper games and taking
them out of operation.

The results and subsequent sequence
of events have proven these individuals
correct in their assessment, and more
adherents are joining the ranks as coin-op
continues to go through a transition
phase where almost anything can be a
viable endeavor. This is especially true if
basic design elements are incorporated to
achieve a balance between entertainment
value and player gratification.

However, this isn’t to suggest that
video is any less strong or popular than it
once was. Rather that there’s room for
other formats to share the spotlight. And
manufacturers are recognizing that some
previous efforts may well have an au-
dience if they’re updated and repackaged
accordingly. In fact, the industry is rich
enough in the history of what it has ac-
complished, to once again resurrect a
theme or design which may never have
been experienced by current players.

With pinball the renewed interest has
brought back an emphasis that relies on
returning to basics. The remaining
manufacturers for this arcade medium
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seem to hold the common belief that less
might well be more and old ideas can still
be fundamentally fresh. So we’re finding
dressed up versions of machines from
another era such as this month’s Super
Orbit and Royal Flush Deluxe from Got-
tlieb, the upcoming re-entry of Bally’s
Centaur in a different cabinet, as well as
a growing number of other efforts which
cover the spectrum.

There have been some original
designs which are surfacing that although
borrowing on older themes or influences,
are still timely given present market con-
ditions. And the end to the continued
development doesn’t appear to be in sight
as pinball enjoys a modest rebirth. And
Video Games remains committed to
bringing you all the action as it unfolds,
reporting trends in game design and new
directions the coin-op industry might be
heading toward in the months to come.

Regarding the scenario as it now stands
in the arcades, players are, obviously, go-
ing to be finding a wider choice of equip-
ment alternatives for their token or
quarter. The net effect should serve to
raise the general quality and appeal of
future games to a degree that hasn’t been
experienced in a number of years. Any
lingering complacency is now over in
terms of producing product which im-
proves from one model to the next. By
and large, this hasn’t been the case since
video’s surge into prominence. But many
manufacturers are realizing that the old
rules no longer apply and that the public
wants more, whether it be video or some
other coin-op form.

As for pinball, the changes have been
apparent, although maybe not to the
general playing audience. We’re being of-
fered standard fare which is predicated
on sound principles that have always
seemed to define pinball even through its
days when innovation sometimes over-
shadowed all the other component parts
that would-be wizards were looking for.

Possibly sensing this shift, D. Gottlieb
& Company, long known for its role in

the propagation of pinball, but more
recently for its video standout Q*bert,
has gone back to the vaults for some in-
spiration and returned with two vintage
machines from another age. What they
share is a straightforward application and
integration of playfield features that,
hopefully, will draw in the novice while
still appealing to the hardcore player.

Gottlieb’s ROYAL FLUSH
DELUXE
What's important to realize in the
beginning is that there are some pinball
staples that I, and most of the players I’ve
encountered over the years, look for in



any new flipper game. One of the
primary features I’ll notice is whether or
not there are good shots to drop targets
on a board. This is especially true if the
design offers banks of three or more
targets in a given location.

Admittedly, sheer numbers aren’t
enough to ensure playability and
popularity of a game. But if the targets
are placed in such a way that they’re ac-
cessible from the flippers and can sustain
interest because there’s worthwhile value
and point totals possible by completing a
sequence, the game has a better than even
chance to survive. Royal Flush Deluxe is
such an effort.

Originally released back in 1976, this
updated version has remained totally
faithful, except for some changes in the
scoring. The graphics, meanwhile, still
borrow on what had once been a very
popular coin-op theme: cards, for the
basic artwork as well as the tieing in of
features on the board.

The heart of Royal Flush Deluxe is a
nine drop target bank, which stretches, at
a slight angle, across the top of the field
and allows for some very long shots from
the bottom flippers. In addition, behind
this setup are three stationary targets
which will score additional points if the
total bank hasn’t been knocked down.

By design and necessity the playfield is
wide open. There's a single thumper
bumper up at the top right side, along
with a joker target to the left and another
lower down to the right. When the ball
enters the board from the plunger, the
possibility exists for it to hit this area or
a left side featuring three color-keyed
joker lanes as well as an outside roll-down
lane. Add a few other targets in and the
game remains fairly simplistic and austere
in design compared to some recent
machines. A left side target will score a
green joker light, while the right side pro-
vides a lane for opening a bottom return
gate when lit, as well as an interiorly set
kick-out hole which will increase in value
for each colored joker from 10,000 to
30,000 points up to a potential special.

However, Royal Flush Deluxe is real-
ly a game where everything is in the cards
if you want to get anywhere. The hand
you're dealt includes nine cards, tied in-
to the drop targets, which provide an ace,
two kings, three queens, two jacks and a

ten of hearts. Whatever targets a player
can hit down then determines the hand
and any possible scoring if you happen to
get some pairs, three of a kind, etc. And,

even if you’re not a card player, Gottlieb
has taken out all the guessing by
delineating the values on the playfield in
terms of out-hole bonus scoring.

Get a pair of jacks or kings and it’s
10,000 points. Make all four of these
targets (or two pair) and the value is
bumped up to 20,000 points. Three
queens will bring in 30,000 points, while
a full house of three queens and either
two kings or two jacks will score 40,000
points. The 50,000 top point total can on-
ly be attained by hitting down the red
(heart) targets for, appropriately enough,
a roval flush. And if any of these com-
binations are made, without clearing the
entire bank, the given points will be

awarded. So players might get up to
150,000 points once the ball has drained.
Adding to the incentive and the repeat
play of going after the target bank is the
fact that scoring will be doubled if a
player can complete the bank and begin
a second so that the potential exists to
gain a cool 600,000 points.

Although there might be some prob-
lems for direct access back up to the top
left lanes behind the drop targets, Royal
Flush Deluxe, for the most part, offers
some nice shots from either side as well as
an array of reverses and strategies for
maximizing any shots. The jokers pro-
vide some deviation from the norm by

building up the kick-out values, and the
right side lane at midfield can result in a
lower lane gate opening near the flippers
for getting the ball back to the plunger
and a rest period. However, the big
satisfaction is going to be just laying back
and hitting away at the drop targets
which, importantly, have some rationale
for existing by the fact that they hold the
opportunity to gain cards in filling out a
nine-card hand.

My biggest problem with-Royal Flush
Deluxe is that these physical and visual
rewards (the tieing in of playfield features
with the theme) are not adequately
matched by the programming. And this
is a concern for most Gottlieb machines.
The company has yet to incorporate the
option of a player earning more than one
extra ball per turn, thus penalizing the
better flipper ace as well as those who
might get on a roll. This also holds true
for any specials which might be earned
and the lack of multiples.

It’s unfortunate that this must still ex-
ist given the day and age we’re in where
sophisticated capabilities are possible for
both pinball and video. And this reborn
effort suffers for it in the long run, only
because an extra digit on the scoring
doesn’t justify the loss of a more in-
tegrated design that won’t maximize out
the potential scoring limit on any given
ball. Royal Flush Deluxe may represent a
design direction for the near future of
resurrecting older games from days gone
by, but tastes and talents of players
change, with this game’s strongest suit
probably not strong enough for the ma-
jority of today’s players.

Gottlieb’s SUPER ORBIT

Based on a very successful 1972
machine, which was released in a multi-
player format as well as an add-a-ball ver-
sion for Europe, Super Orbit tends to
spread its features around with the only
constant being the graphic elements.
Once again, as was the case with Royal
Flush Deluxe, the only difference here
between the original and the newer ver-
sion is a new coat of paint and an added
digit for bigger scoring displays and
values.

Whether time has weathered well in
terms of Super Orbit remains to be seen,
since the memory of the past left this
game in pretty good standing. The top of-
fers three left side lanes, with the center
totaling an extra 10,000 points, while
there’s an open right side area that leads
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directly down to one of three widely
placed thumper bumpers. Also at the
right is a return gate for getting points and
also a break in the action and a return to
the plunger.

The major scoring areas are at midfield
with a Gottlieb creation—the vari-
target—on the left side, which features six
different levels of scoring values as well as
the potential of gaining a special. Mean-
while on the right is a single roll-down
lane flanking a lone, almost freestanding
spinner. The spinner is tied into any lit
thumper bumpers, which will step up the
sequence of lights on the playfield in
order to complete a ten-step ‘orbit’ and,
thus, increase the out-hole bonus values
by increments of 10,000 points up to a top
limit of 100,000 points.

Another nice touch is the addition of
an open gate feature worked into a switch
on the interior lane leading down to the
left flipper. Get the ball in here and over
at the right side a gate will open allowing
a ball to be saved back to the plunger
rather than lost down the drain. Other-
wise, Super Orbit is just a straightaway
shooter’s game with good access to most
features from either flipper, as well as
reverses, and some precision aiming
necessary to make a strong spinner shot
or vari-target hit.

The balance from top to bottom and
side to side is more than enough to sustain
the building up of a strategy which can re-
main consistent from time to time, but
there are problems with the scoring which
lessen the overall impact of the game in
today’s market. Double bonus is ‘given’
rather than earned by players and the
maximum out-hole bonus isn’t that dif-
ficult to get to, leaving you with not much
else to go for, except for collecting some
point totals via that top right side gate. In
essence players are forced to make only
two real shots, and how satisfying that
may be after you’ve done it a few dozen
times is an issue that can’t be overlooked.

For its time, Super Orbit was a classic
game, but Gottlieb might do better for
itself and players by looking elsewhere in
their archives for inspiration. Lord
knows they had some incredible flipper
games in the late Sixties and throughout
the Seventies which might prove to offer
more in the way of pure pinball play, but
time will tell if any will be forthcoming.
As it stands, we have credible efforts that
do enforce the aspects of basic pinball
sans the frills and trappings of extra balls,
multiple levels and all the rest. A
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Getting An Eyefull of the Latest Home Carts

By Perry Greenberg and Dan Persons

w ith video game com-
panies going out of
business and the massive
shake-up in the home com-
puter market, almost every-
one is concerned about what
the future holds. One of the
major questions is whether
the Atari VCS can still be a
viable system with all the tech-
nological leap-frogging going
on, and for how much longer.
Recently Coleco unveiled its
Adam computer, sending the
competition back to the draw-
ing boards. Inaddition, Com-
modore released commercials
implying that children will
turn into game playing zom-
bies instead of computer
whizzes ready for college and
the 21st century, if a game system is pur-
chased rather than a keyboard-equipped
home computer. It's a question of panic
and misinformation getting the best of
everyone and no one seeing the forest for
the trees.

Video games, like music, movies and
TV, are a form of entertainment. And as
in any form of entertainment, quality is
the name of the game. Whether you're
playing a video game on a $5000 per-
sonal computer or a $100 Atari VCS, a
good game is a good game and will be
appreciated by those who have an insa-
tiable appetite for this type of entertain-
ment.

Here, as we go into our second year at
Video Games, there are still companies
out there busy designing a variety of ex-
citing, challenging and visually stunning
games for the old VCS as well as other
second and third generation systems and
the most popular personal computer
models.

Atari, for example, is about to
unleash a host of home versions based
on some of the best of the recent arcade
games. And other software manufac-
turers are in hot pursuit to garner their
corner of the market. We're seeing a
variety of titles based on themes that
cover real-life activities as well as feature
films. There have been some different
directions taken to enhance play appeal
and graphics leading optimists to believe
that the fall may well be the best of times
for home game players.

So, as we approach the autumn
months and our industry matures with
the inevitable accompanying growing
pains, we do see an improvement in
games covering most areas of design.
Auto racing games for those that like life
in the fast lane are being created by Atari
and Activision with astonishing play and
graphics. Coleco still impresses its hard-
ware owners with games modeled after
mildly successful arcade

games that transfer wonder-
fully to their system. So
whether your favorite form of
play involves traveling along
the ground at breathtaking
speeds flying supersonically
in space, or battling underwa-
ter with cautious and careful
well-timed movements, there
are any number of excellent
games to be had for those of
us that still relish the unique
joys of active video entertain-
ment.

BURGERTIME
(Intellivision)

BurgerTime was one of
those games that just didn't
generate the following it
deserved in the arcades
when it was first released by Data
East and then licensed by Bally/Mid-
way. It was a clever, entertaining maze
chase with the kind of excellent sound ef-
fects, graphics and playability that
should have insured it becoming a major
hit. I suspect the lack of a substantial
following was due to the theme of the
game. After all, who is going to get ex-
cited about a game where you're a
miniature chef, trying to elude garnishes
for a hamburger you're building. And
let’s face it, no one is doing cartwheels
after successfully putting together a Big
Mac; you could do that for real and earn
$3.35 an hour. But for those of us
who've gotten over our initial preju-
dices, BurgerTime was a true delight,
The same holds true for Mattel’s version
for the Intellivision system.

The idea of the game is to build ham-
burgers from the various ingredients
that make up the modern day burger.
You control your chef and travel over
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these components, dropping one on the
other, until you complete a hamburger.
When four are completed, you go on to
the next maze of planks and ladders. But
as you go about building a better burger,
you’'re also being pursued by a host of
nasties that include lethal hot dogs,
pickles and fried eggs. If one of these
makes contact with your chef he topples
over and it's back to the old frying pan.

You can use your adversaries to your
advantage, however, by either knocking
burger ingredients on top of them to
score 100 points for each nasty clob-
bered. Giving one a ride on a falling
burger scores 500 points and increases to
1,000 points for two; 2,000 points for
three; and 5,000 points for four. Get five
and you’ll earn 8,000 points. Gobbling
one of the pinch of pepper prizes (ice
cream, coffee, ketchup or french fries)
gives you an additional 500 points.

As in any chase and pursuit maze
game, reflexes and the ability to form

strategies are your keys to success. A
suggestion is to try to drop ingredients
on nasties when building burgers or, bet-
ter still, drop burger parts while nasties
are on them for extra points. The dif-
ference here from most maze-chase
games is that you can’t momentarily
turn the tables on your pursuers, but
your chef isn’t entirely at the mercy of
these vindictive heart burners. He does
come equipped with a pepper shaker
that, when activated by pushing a fire
button, temporarily stuns nearby
nasties.

BurgerTime definitely will not appeal
to everyone, especially those into fierce
combat games, but it does have its
moments and might well be an ap-
petizing change of pace that’s fun and
challenging and, best of all, non-
Jfattening. —P.G.

SPACE PANIC
(ColecoVision)

When Universal released it for the ar-
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cades there wasn’t too much excitement
or anticipation, but now Space Panic
gets a new lease on life. The object of the
game is to guide your spaceman, who
has a limited supply of oxygen, around a
multi-tiered maze of ladders and girders.
Pursuing your canny astronaut are
several space creatures who are intent on
sending him into the great void with their
lethal touch. What makes this game so
unique is the way your spaceman must
repel these attacks. He doesn’t blast
them, or even zap them, but instead
must dig holes in the girders with his
electronic shovel. This momentarily
traps his adversaries allowing your
spaceman a brief time to clobber the
alien with the shovel until he falls
through the hole and crashes to the floor
below.

As the game progresses, smarter and
more resilient aliens will pursue you. A
Boss, which is a green-colored alien must
fall through two floors to be eliminated,
while a blue-colored Don must fall
through three floors to suffer the same
well-deserved fate.

The idea of the game is to develop pat-
terns and strategies that will eliminate all
the aliens before your oxygen runs out.
The more floors your alien falls through
the more points you’re awarded. The
object, then, should be to dig as many
holes as you can, preferably under one
another, so that when you knock a trap-
ped alien through a floor he’ll tumble
down additional floors thus scoring
more points. Ideally your strategy
should be to time their falls so they’ll
land on top of an alien below, thus kill-
ing two birds with one stone. Another
successful strategy is to use the holesas a
delaying tactic. Even the most ac-
complished players won’t necessarily
pounce on an alien as soon as he’s trap-
ped, but will use the hole to temporarily
delay an approaching attacker.

As in most chase-and-clobber games,
evasion is as important as destruction so
stay close to the ladders to insure an
escape route. In fact, try digging holes
when you're partially perched on a lad-
der and then pounce on the alien. Try
also to create islands around your
spaceman so you won’t be ambushed by
attacking aliens. An additional point to
be aware of, is that your spaceman can
fall to a lower floor without getting kill-
ed. But digging is the key to success, so
whenever possible make a hole in the

girders and move on, before pouncing
upon the aliens.

Space Panic is a lively, relentless
multiple-tier chase that pre-dated the
Donkey Kong games which are similar

in concept except here you can’t jump.
Had a panic-stricken spaceman been
given this additional property, who
knows, Space Panic might have been the
mega-hit its simian cousin became.
—P.G.

SKY SKIPPER
(Parker Brothers)

Sky Skipper is a charming flying
rescue game by Parker Brothers, where
the object is to rescue a Noah’s Ark
assortment of animals that have been
caged by mischievous gorillas. You must
pilot your little biplane of mercy through
a scrolling maze and rescue these cute lit-
tle creatures by first dropping (via the
red button) a bomb on a gorilla that mo-
mentarily knocks him on his duff which
in turn opens the cages. During his brief
period of incapacitation you must fly
low enough without touching any part
of the maze and graze the released
animals thus affecting their rescue. You
must move quickly since the gorilla will
eventually leap back on his feet at which
time the cages are locked.

There are four cell blocks and two
gorillas per maze. Each gorilla can open
two sets of cages. You can lose a plane by
bumping into the walls of the maze, into
a gorilla, or into one of a trio of clouds
that float across the maze at the game's
higher skill levels. Since running out of
fuel will also cost you a life, you have to
keep an eye on your fuel gauge, located
at the bottom of the screen. The only
way to replenish your tanks is to pick up
one of each type of animal: one duck,
one rabbit, one cat and one turtle. Com-
plete the first maze and you’re moved to
a second, slightly more complex maze,
Complete the second maze and you are



moved back to the first maze at a higher
difficulty level, and so on. The game
ends when you lose four airplanes.

Skillful and cautious flying is the key
to success in Sky Skipper. Don’t move
too quickly even if it means you’ll miss
out before the gorilla rights himself. In-
stead just go back and bop him again.
You'll fly faster to your destination if
you point your plane vertically, but in
trying to level off you’ll invariably crash
before rescuing. Your best bet is to glide
in a horizontal position when rescuing,
thus avoiding the dangerous maneuver
of righting yourself when you reach the
animals.

Sky Skipper is a game that first ap-
pears to appeal only to young children.

Its simple child-like graphics and non-
violent play might at first alienate older
gamers. But if you give Sky Skipper a
whirl you find it to be a skillful test of
strategy and eye-hand coordination that
will not only delight the young players
but challenge the older veterans of many

bloody video game battles.

ENDURO
(Activision)

The popularity of the simulated rac-
ing game seems endless. Way before vid-
eo games became part of the lexicon,
there were driving games in penny ar-
cades along-side shooting galleries and
skeeball. With the advent of the micro-
processor the games became more so-
phisticated, taking quantum leaps in
graphic displays and sound effects cul-
minating with Atari’s incredible Pole
Position.

Home games have fared considerably
well, too. Atari’s Night Driver was a ter-
rific home version cleverly incorporating
the paddle controllers as a steering
wheel, thus avoiding the necessity of an
expensive driving module as needed in
ColecoVision's Turbo. Up to now,
however, Turbo has been the pre-

—P.G.

eminent driving game due to superior
graphics, although playability was far
from perfect, with scenes shifting too
abruptly for many. Enduro by Activi-
sion now surpasses Turbo as one of the
best auto racing games ever devised for
home play.

This terrific game for the Atari VCS
laps every other racing game outside the
arcade. From a perspective similar to
that of Pole Position, you start a race
that begins and ends at sunrise as you at-
tempt to pass hundreds of cars within a
24 hour period to qualify for yet another
day of racing. There are basically five
screens. The first, in this test of en-
durance and driving skill, begins at dawn
with a bright sky and mountains on the
horizon as you speed along a winding
road. Holding down the red fire button
accelerates your car until you reach max-
imum speed, letting go will decelerate
your car and pulling back on the stick
will brake it. As you continue to pass
vehicle after vehicle you must avoid col-
lisions and touching the road’s
shoulders. These two major obstacles
will cause you to lose time but neither are
destructive. As you proceed along, you
reach the next screen which is a snow
covered road where you actually lose
steering response as you would in real
life. Soon you’'re back on a dry highway
where the orange light of a sunset lets
you know nightfall is around the bend.
Now your test is a more difficult setting
of night driving, where cars are repre-
sented by pairs of red glowing tail-lights.
Finally you reach the last and most dif-
ficult screen: a fog drenched road where
your visibility is severely limited, and
split second evasive action is needed as
the approaching taillights of opposing
cars appear out of nowhere. You must
pass all the cars indicated at the bottom
of the screen to qualify for another day
of racing where the amount of cars in-
creases from two to three hundred.

Enduro is a game of reflexes and
stamina. Your strategy is to drive as fast
as possible without hitting anything. The
graphics are superb as you speed along
this endless 3-D roadway. As you pro-
gress from day to day, not only must you
pass more cars, but they move faster and
spread across the road more treacher-
ously. Although the number of cars you
must pass stays at three hundred after
the first day, the game does get pro-
gressively difficult as these additional

cars unfold on a more treacherous road-
way. Your score is indicated on the bot-
tom of the screen in miles you’ve driven.
When you fail to pass all the cars you’re

supposed to on a single day the game
ends.

Activision has done a remarkable job
in bringing the first person 3-D racing
game into the home, especially when you
consider the so-called limitations of the
Atari VCS. The game presents the arm-
chair racer with incredible graphics and
sound effects and really lives up to its
name, for endurance is the true test in
Enduro. —P.G.

POLARIS
(Tigervision)

Tigervision has performed the most
unique trick in video game history:
they’ve actually improved on an arcade-
inspired game. Polaris one of the earliest
sea battle games to hit the arcades was a
moderate success for Taito but by
today’s standards it could still be con-
sidered primitive. It consisted of one
screen with action involving a joystick
controlled submarine being attacked
from the air by high flying bombers
dropping depth charges. Your Polaris
submarine was armed with only sea-to-
air missiles that were launched with ared
fire button. The joystick was used to
maneuver the sub and dodge the depth
charges while avoiding a collison with
enemy subs that patrol the area. After
the first wave of enemy bombers, you're
attacked by a far deadlier dive bomber
that is a highly maneuverable, difficult
to hit adversary. At this point, the dive
bomber drops torpedoes from the sky
that rapidly move in for the kill once
they cut through the surface. As the
game progresses the action becomes in-
creasingly harder as you face more and
more bombers as well as enemy subs.

In this terrific home adaptation
you're actually given an entirely dif-
ferent screen to contend with after
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you’ve successfully knocked out all your
sky attackers. The second screen has you
maneuvering through a dangerous chan-
nel where you must negotiate the serpen-
tine deadly rocks and destroy, or elude,
lethal underwater mines guarding the

treacherous bottlenecks of this water-
way. Once you’ve successfully traversed
the channel you move on to face more
bombers and subs in the first screen.

Timing and reflexes are the keys to
success in Polaris. Bombers are worth
100 to 300 points depending on their
altitude when hit. Enemy subs, which
can only be destroyed by maneuvering
under ‘them, are also worth 100 to 300
points depending on their depth. Dive
bombers which are the most elusive and
formidable of all your attackers are
worth 1,000 points and channel mines
are worth 300 each.

Polaris offers some unique fire
power, since in the first screen you can
only fire missiles, but in the second,
which is a scrolling screen, your fire but-
ton activates torpedoes to destroy the
mines. Also, in the first screen you can
only fire a succeeding missile after your
first one either goes off the screen or hits
something. However, in the second
screen pressing the red button will cancel
the torpedo in progress and fire again.

I would have preferred both horizon-
tal and vertical fire (or missile and
torpedo fire) in the first screen so you
could knock out subs without having to
move dangerously under them. But
since you can’t it’s still a good idea to try
to knock them out first, because they’re
dangerous obstacles when you're dodg-
ing depth charges and dive bombing
torpedoes. Timing your shots is the only
way you’ll knock out planes, so get a feel
for when to release missiles. Also, stay
close to the surface when battling the
dive bomber and wait until he makes his
run at about surface level to knock him
out of the skies. When maneuvering
through the channel pull your joystick
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back and journey slowly: only speed up
when trying to avoid mines you've failed
to destroy. With all this in mind remem-
ber that the key to knocking out mines is
not to fire repeatedly, but, rather, to
time your shots when you think you’re
on target.

Polaris succeeds by offering the
player a challenging, exciting game that
employs the submarine warfare scenario
I’ve found so intriguing ever since [ saw
Clark Gable and Burt Lancaster in Run
Silent, Run Deep. Here you don’t get
Clark and Burt but you do get a superb
game that’s actually two good games in
one and probably the best of the sub-
marine warfare carts yet for the Atari
NES, —PG.

SOLAR FOX
(CBS Video Games)

Solar Fox: sounds like vicious aliens
firing deadly laser cannons, a desperate
struggle for the survival of a galaxy and
you, the lone space knight, struggling to
save humanity from the clutches of the
bloodthirsty beasts. All that excitement
is in this one or two-player game for the
Atari 2600, right?

True, there are laser cannons in Solar
Fox. There’s also a spaceship that you
pilot with your joystick. But what kind
of galaxy is this? Actually, it’s loaded
with little squares that you scoop up for
points by moving your spaceship up and
down, left and right, while avoiding the
fire of the twin laser cannons that slide
back and forth at the top and the bottom
of the screen.

In this game the fire button serves as a
speed control, either speeding the ship
up or slowing it down, depending on
which option you choose. Clear out a
“‘rack” of squares, and you're rewarded
with a new one. There are six racks in all,
each with its own configuration of
squares. The patterns vary from donuts
to arrowheads to clover leafs. Complete
a rack before a shrinking bar marked
“SKIP-A-RACK" disappears, and
you're awarded the following rack’s
points without actually having to play it.

What Solar Fox amounts to is a sort
of galactic Pac-Man, which is fitting
considering that CBS licensed the game
from Bally/Midway. It’s a nice no-frills
type of effort, where you have the choice
of two types of opponents. One enemy is
super-aggressive, with the ability to fire
up to eight laser volleys at a time,

according to my count. The remaining
enemy has only alternating laser blasts
and only one volley permitted on screen
at a time. In neither case do the cannons
appear to track your ship; they just fire
at random.

The difficulty switches allow you to
have either a fast ship, with the action
button used to slow it down, or a slow
ship, with the action button used to
speed it up. Since there’s no way of tak-
ing advantage of the skip-a-rack feature
at the slow speed, the suggestion here is
to throw caution to the solar wind and go
full tilt. Even with the ship moving at its
fastest speed, a person with reasonably
good reflexes should be able to dodge the
hit-or-miss firing pattern of the laser
cannons.

The graphics are as ordinary, as are
the sound effects. What’s more dismay-
ing, though, is that there appears to be
no increase in difficulty after one clears
out the sixth rack. The game just goes
back to the first rack at the same skill
level of an average player. A slightly bet-
ter player could probably keep this game
going indefinitely. However, I like my
games to maintain some degree of diffi-
culty—and here there’s just no fun with
something that can be beaten so easily.

Nevertheless, Solar Fox does have
some merits. The random firing pattern
of the cannons prevents a player from
coming up with strategies too easily.
Kept at the higher difficulty setting,
Solar Fox is a fairly challenging test of

eye-hand coordination. How long it will
remain a challenge will depend on the

person playing it. —D.P.

NO ESCAPE!
(Imagic)

Ancient Greece: cradle of civilization,
home of great philosophers, birthplace
of new-wave music, Okay, I know that
those of you who have studied classic lit-
erature never saw any mention of Elvis



Costello or the Plasmatics in Homer’s
Odyssey. Nevertheless, Imagic has add-
ed a new-wave soundtrack to No Es-
cape!, their Atari 2600 translation of the
story of Jason and the Golden Fleece.
According to Imagic’s rewrite of
Greek mythology, the gods of Olympus,
angered at Jason's attempt to steal the
Golden Fleece, have trapped Jason in
the Temple of Aphrodite. Over Jason's
head is a rock sextette that goes by the

name of the Furies. These musicians
amuse themselves by chasing after Jason
who is far from being defenseless. He
has rocks which he can throw to the top
of the temple in order to dislodge bricks
from the ceiling. The object of this game
is to dislodge the bricks in such a manner
that they land on the heads of the Furies,
eliminating them one at a time and
turning the sextette into a quintette until
the very last solo musician is forced to
take five.

You use the joystick to move Jason as
he remains at the bottom of the screen.
The action button causes Jason to throw
stones and if he’s moving at this point,
the stone will curve in the direction that
he is facing. But if he stands still, the
stone travels a straight line up to the ceil-
ing of the temple. Jason has to be care-
ful, since a Fury hit directly with a stone
will multiply. Jason starts off with four
lives and gains an extra life for each wave
he survives. Being hit with a brick or
with the Furies’ fire will cost Jason a life.

On the surface, although totally dif-
ferent games, Imagic seems to have
taken the visual and aural elements that
made Demon Attack such an exciting
game to play, improved them, and in-
troduced them into a different game
concept.The neon-bright color schemes,
the wide variety of antagonists, the
paranoia inducing background music
are all here, but with a level of
sophistication that puts Demon Attack
to shame. The Furies go through some
astounding costume changes, each with

its own new-wave theme. There are
soldiers, skeletons, goofy-looking grif-
fins, and magnificent golden centaurs.
While the standard strategy of the Furies
is to form a weaving, serpentine-like col-
umn from the bottom of the screen to
the top, each wave’s attack plan can be
quite different. In one wave, the Furies
fire becomes more accurate with every
stone that Jason hurls. Another wave
has Furies that deliberately try to run in-
to Jason’s stones in order to multiply.
No Escape! has eight game variations,
including four two-player games, and
the option of choosing whether Jason
receives a bonus life for merely surviving
a wave or for surviving a wave without
being hit. Fans of Demon Attack, who
are looking for the next logical step in
dodge-and-shoot games, would do well
to check out No Escape! You'll feel right
at home with the graphics and sound,
while the game play should keep you
busy tossing rocks for quite a while.
—D.P.

VANGUARD
(Atari)

Vanguard, the military term describ-
ing the troops that lead an attack, is a ter-
rific name for a game involving non-stop
carnage. Originally introduced to the ar-
cades from Centuri in 1981, it’s similar
to Scramble in that you move your high-
ly destructive aircraft along a maze
where you must kill, or be killed, with-
out crashing into the top or bottom of
the tunnels. The object is to make it to
the end of the tunnel depicted on a radar
screen above the action.

The screen lets you know how far
you've gotten on your journey and when
you’ve reached your ultimate objective,
the Gond. The graphics of this licensed
effort are stunning as you control your
ship along these dangerous passage-
ways. Your ship has the nice advantage
of being able to fire in four directions;
there are also energy pods to be found
along the way. When you pass through
one, your ship becomes indestructible
for a short time. You can't fire but you
can knock off a number of enemies by
colliding with them.

As in most games for the 5200, you're
given a choice of difficulties, but here
you're also given a choice between rapid
or single shot fire. Unless there is
something seriously wrong with your

mental facilities, or you just love press-
ing that excruciatingly uncomfortable
fire button and enjoy blisters on your
thumb, I suggest you stay on rapid fire.

Vanguard is blessed with a seemingly
endless maze with six different screens.
The horizontal screens are the styx and
stripe screens where you must zip along,
horizontally shooting and dodging op-
posing ships until you get to the first ver-
tical maze called the Rainbow zone. In
this area you must first move upward,
dodging and shooting lethal balloons.
You can direct your fire with the joystick
but, unfortunately, you also move closer
to your adversary. The Rainbow zone is
an extremely difficult area where the loss
of a ship is imminent, yet paradoxically
you play this gut wrenching segment ac-
companied by of all things, calliope
music!
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After making it through this, you re-
peat either a styx or stripe zone until you
finally reach the Bleak zone, where you
must battle Kelmus Snakes and spear-
shaped Ramada ships. For an additional
1,090 points you can dock with the
Snakes three times after which they
become lethal. Ultimately you arrive at
the city of mystery where you’ll encoun-
ter the Gond, which is protected by two
barriers moving in opposite directions.
You must keep firing until you shoot
through an opening between both bar-
riers to destroy the Gond. This is, how-
ever, easier said than done, since these
openings are few and far between. And
while you’re trying to find an opening
you're being attacked by missiles. At the
same time, moving barriers are creeping
up while you're hovering and firing.

Although Vanguard offers multiple
screens, superior graphics and four-way
directional fire power, it’s a game with
an all too familiar theme. Unless you're
totally removed from video games,
you've seen this type of action before.
Vanguard is a good Scramble derivative:
the only problem is that its time has
come and gone. —P.G.
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COLECO KEYBOARD

PREDICTIONS
A Look Back and Ahead

By Mark Brownstein




I n our June issue, Video Games
predicted what the top-secret Coleco
computer keyboard would look and act
like. While the Mattel and Atari add-ons
were pretty much common knowledge,
the Odyssey Command Center has since
been shelved, and there are definite
problems in bringing the Astrocade key-
board to market. All the units, at least,
had some announced design features.
Aside from Coleco’s statement that they
would have an “‘under $150"° computer
add-on, this was all that was publicly (or
privately) announced by Coleco.

On that basis, our guess was pretty
close. True to Coleco’s claims, they
have, indeed, come up with a blockbus-
ter computer system. The system in-
troduced at the Summer CES and called
simply ADAM, is a remarkable piece of
computer design. It is an under $600
computer, with features placing it far
ahead of most, if not all, of the competi-
tion (up to and including the Apple).
When you are talking about computers,
Coleco’s announced price is extraordi-
narily low considering what you get.
And what you get is an 80K computer,
with a built-in basic language (Smart-
Basic), which also allows you to use most
of the Apple source-code programs; a
high-speed, high density data storage
device which stores more information
than a disk drive but costs far less; and a
letter-quality daisy wheel printer. (A
slightly faster printer, alone, sells for
more money than the complete ADAM
system). This system also allows you to
play ColecoVision games and use its
available expansions. Buying an ADAM
will let you do everything. However, if
you already own a ColecoVision, you're
still in business: Coleco will sell an
ADAM which connects to your Col-
ecoVision and gives you all the features
of ADAM, at an appropriate reduction
in cost. Either way, you win.

We predicted last May that the system
would sell for $150, would have a full-
sized, full-stroke typewriter style
keyboard (which ADAM has), and a
thermal printer (for under $150, letter
quality wouldn’t have been possible at
that low price). We had our doubts
about a separate cassette recorder
(which would have kept us within that
price range) because the SuperGame
module was an impending reality which
would have made rapid, low-cost
storage possible.

The ADAM storage device is, ap-
parently, a Coleco-developed modifica-
tion of the SuperGame technology.
Although unwilling (or unable) to
release specifics about how the new
ADAM storage works, it utilizes *‘Data-
Packs’ which can store up to 500K bytes
of rapidly accessible information (more
than four times the capacity of most
floppy disks). We suspect that the
DataPack may be a redesign of the
SuperGame “floppy wafer’” system,
with a wider tape and multitrack recor-
ding and indexing.

The ADAM is designed to function as
a World Processor; making it an ex-
cellent alternative to an electric (or elec-
tronic) typewriter. Because the ADAM
and ColecoVision machines utilize a
particular integrated circuit, our predic-
tion of a 24x32 character display was
very safe, Coleco gets around the smaller
than full-page display by providing a
wrap-around on the screen. What you

see on the TV screen isn’t exactly what
you get on paper. However, since in
most uses, typing or word processing
takes up the majority of the time input-
ting (putting the letters into the com-
puter) and only a minor part of the time
printing it out, not having a full screen
display really isn’t a problem.

On the whole, our preditions were
right on target in terms of the display
characteristics, and the types of peri-
pherals that would be included in the sys-
tem. We greatly underestimated (due to
a lower target price) how excellent the
entire unit would actually be. ADAM
has so far an unexcelled memory
(expandable to 144K), a unique, highly
useful data storage device (with provi-
sions for expansion to a dual drive
system), and a true letter quality printer,
with replaceable print wheels and easily
purchased ribbon cartridges. We were
right, but did we underestimate
Coleco’s ingenuity!

SYSTEMS ANALYSIS
Overview of the Latest

Computer Models
By Mark Brownstein

ver the past nine months or so, the

market has changed dramatically.
What was once a nice, comfortable, pro-
fitable business quickly degraded into a
catfight. The VIC-20 dropped from its
original $300 price to around $135, and
recently has been seen for under $80 (a
true computer for less money than an
Atari VCS). Atari followed suit with a net
price of around $75 for the Atari 400, and
Texas Instruments has flooded the mar-
ket (claiming tremendous losses as a
result) at a net price of about $100.

Of the three, the only manufacture
which hasn’t lost money (or at least hasn't
complained about it) is Commodore, the
cost-cutting leader, which is still making a
profit from the Commodore 64, which
lists at $600, sold for a net of around
$300, and has been recently on dis-
counters’ shelves at around $199. In-
dustry sources contend that, at a whole-
sale of $199 (discounters often sell at cost
so that they can make profits on soft-

ware), Commodore still makes a profit of
about $80-$90 per unit.

As if this price-cutting, highly com-
petitive situation wasn’t a bad enough
omen, it seems as if firms were waiting in
line to hop into the competitive fray. The
bottom line, of course, is that you, the
consumer, can pick up a computer (may-
be even a useful system) at an unprece-
dented low price. But it will be consi-
derably more difficult to know that you
picked up the right computer, one with
adequate software support, one with a
manufacturer who will stand behind it in
case of any problems. For now, let it be
known that the VIC-20 and Atari 400,
800 and 1200XL are on their way out
(Commodore has an improved machine,
or may put the 64 into the VIC 20’s
market position; Atari has introduced a
new line of computers which accept ex-
isting software.

At the Consumer Electronics Show
this June, manufacturers were out in full
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force displaying their new line of home
computers. In this article we’ll try to give
you some information about some of
the most interesting developments and
announcements to further amplify what
we reported last issue ‘‘Electrifying
Sights,”” page 34, September Video
Games.

ADAM by Coleco

Undoubtedly, the computer which
was the most eagerly awaited, proved to
be worth the wait, and will probably get
the most attention, is Coleco’s ADAM
computer. Is the ADAM that good? It
looks like it.

Unlike all the other computers on the
market or on exhibit at the show,
ADAM is sold only as a complete sys-
tem. What you get for your money is an
80K RAM computer (more memory
than any basic Commodore, Atari, Ap-
ple, IBM-PC, or other major com-
puters) capable of expansion to 144K
RAM, a fullsized, full stroke, typewriter
style keyboard, a newly developed data
storage system capable of storing S00K
bytes on a Data pack (four times the
tapacity of most diskettes, about 125
single-spaced typed pages) and, most
impressive of all, a letter quality daisy
wheel printer.

As part of an under $600 package, the
printer is a marvel. Instead of printing
the sometimes barely legible dot matrix
characters, the ADAM printer uses the
same daisy wheel that most highly priced
word processors utilize (a daisy wheel is
like a wheel with many spokes—each
spoke has a letter which is printed by
striking it with a print hammer and leav-
ing the impression through a ribbon).
The printer is.about half as fast as the
$700 Brother and Smith Corona daisy
wheel printers, but still exceeds the speed

of the fastest typist. Daisy wheels are
interchangeable, so that you can change
type styles whenever you want to.

The speed of the printer shouldn’t be
much of a problem, since data entry and
correction is the more time consuming
of the processes involved in word pro-
cessing. Editing from hard copy on
paper is, from my experience, the easiest
way to edit a manuscript, so that the
smaller-than-page-width video display
isn’t as big a problem as it may seem at
first glance.

As for the display characteristics, you
can only see a display which is 32
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characters wide (less than half the width
of the standard 80 character page). Col-
eco, however, has developed a **scroll-
ing’’ system which is supposed to make it
easy to see what's on each line of text.

The computing language ADAM will
use is a version of the microsoft basic
(SmartBasic), which preserves Apple
source codes. In effect, if yvou add a disk
drive to ADAM, vou should be able to
use Apple written basic programs on
ADAM, and vice versa. Being CP/M
compatible, the ADAM will also be able
to use the thousands of applications pro-
grams already written in that language,
although you may need to add a disk
drive to get many of them.

All in all, it seems that ADAM is the
system to watch. Coleco claimed before
the announcement of ADAM that it
may do to the computer business what
ColecoVision did to the video game
business. It looks like they probably
already have.

Sonic by Unitronics
Serendipity is a term which relatestoa
simultaneous, independent invention,
idea, or discovery. Perhaps since Coleco

system comes with a Frogger game tape,
Microsoft Basic, Magic Windo-1 Word
Processor program and a blank data
wafer,

The Sonic can also be made CP/M
compatible, allowing it to use the exten-
sive library of CP/M programs which
are readily available. Unlike ADAM,
the Sonic uses the reportedly inferior (if
that’s true) string floppy system, which
is built into the computer. Stringy flop-
pys (which we reported on in our June
issue) are far better than cassette tapes
for storage and playback, cost about $4
each, and can store up to 128K bytes of
data.

Also unlike ADAM, the Sonic com-
puter doesn’t come with a printer. At
around $400, the system seems like a
pretty good buy, although it’s extremely
unlikely that the company can come out
with a letter quality, ADAM-type print-
er for under $200. Therefore, if you feel
you need a letter quality printer (for
reports, term papers, financial state-
ments, recipes, etc.), the ADAM is pro-
bably a better choice at this time.

Not content with merely developing a
powerful computer, Unitronics has

Mattel’s new Aquarius Il features a full line-up of peripherais.

doesn’t manufacture its own integrated
circuitry, anyone could, conceivably,
put the same components together in
much the same way that Coleco did.
Well, it looks as if Unitronics has done
exactly that.

The new computer from Unitronics
boasts an 80K memory (this figure was
raised to 84K to one-up Coleco at a hasti-
ly called press conference). The com-
puter is fully Coleco-compatible, mean-
ing that it can play all the ColecoVision
games and will probably also be able to
play SuperGame Wafers when they are
available. As with the ADAM, the
system is Apple II compatible, giving
owners the flexibility of using programs
written for the Apple on the Sonic, and
Sonic programs on the Apple. The

licensed many of the better games,
educational, and utility programs for
conversion to their stringy floppy drives.
Such firms as Eduware, Spinnaker,
Epyx, Big Five, Sierra On-Line, and
Broderbund have all licensed some of
their best titles for the system (and you
can’t play the wafers on an ADAM).
The games should run between $20 and
$25, and should be available by the time
you read this.

Unitronics also has a 48K RAM ver-
sion of their computer which can be add-
ed to your ColecoVision. Using an Atari
VCS interface (under $50), would allow
vou to use the 48K model on your VCS,
which is something that ADAM won't
do. (Why you would want to add a $400
computer to your VCS is beyond me,



but if you want to add one, now you
can.)

Aquarius Il by Mattel

Smarting from the poor showing that
the original Aquarius made, Mattel
demonstrated the new, improved,
Aquarius I1. It really has been improved.
The principle weakness of the original
Aquarius was its virtually useless
keyboard. The Aquarius II now has a
full-sized keyboard, including a space
bar where it belongs. The system is also
reported to have additional memory,
and special features. However, at the
time this article was prepared, the of-
ficial word from Mattel was that they are
holding all announcements about
Aquarius 11 in preparation for a major
announcement.

Atari XL Series by Atari

We already mentioned that the Atari
400, 800 and 1200XL be discontinued.
Their replacements are the 600XL,
800XL, 1400XL and 1450XLD compu-
ters. The computers cover a range which
is roughly comparable to the earlier
models.

The 600XL is an improvement over the
400, with a full-stroke keyboard, 4
sound channels, 16K ROM (expandable
to 64K), and 24K ROM with built-in
Basic language. The Atari machines
continue to be among the strongest
graphically, with the capability of
generating 256 colors (compared to as
few as B in some other systems). Inall the
new Atari computers, there is the built-
in capability of using any of the existing
cartridges, and with expanded memory,
all the disk drive software available.

The 800XL includes all the major fea-
tures of the 600XL. Cosmetically, it
looks something like a 5200 with keys.
And unlike the older model 800, there is
no cartridge door cover, and only a
single cartridge slot (since Atari didn’'t
really devise many uses for the right cart-
ridge slot, anyway). The 800XL pro-
vides 64K ROM and the same high reso-
lution of the 600XL (320 x 192) as the
other new Atari computers.

The 1400XL is an improved 800XL
featuring a built-in direct connect
modem, which spares you the expense of
an add-on modem, and gives you access
to the numerous teletext services. Speech
is also built into the 1400XL, making the
possibility of talking games a strong pro-
bability. Memory and display characte-
ristics match those of the 800XL.

The 1400XLD is basically a 1400XL
witha 54" disk drive stuck on top. Built
into the top of the unit is a disk storage
area (try it to make sure it won’t erase
while it stores), which can also be used to
house a second disk drive. The 1400XL
and 1450XLD have downward compati-
bility, meaning that they can use all the
programs for these two top-of-the-line
units, which take advantage of voice,
and will probably not be compatible
with any of the other Atari models.

Atari also introduced its long awaited
computer keyboard for the VCS, with a
new name: The Graduate. It’s an under
$90 unit which fits atop the 2600, pro-
vides 8K RAM and 16K ROM. An inter-
face for connection to the peripherals,
along with an added 8K RAM should
sell for around $80.

The Graduate can be upgraded to a
full system (although we wonder why),
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Atari’s top-of-the-line 1450 XLD featuring a built-in modem and 5% disk drive.

complete with a 40 column thermal
printer, a 300 baud modem, 16K expan-
sion, cassette recorder, and, most in-
teresting of all, a 128K wafer drive
module for suggested list of $80. For a
total price of about $440, a VCS owner
can have a complete 32K RAM compu-
ter system. Since the VCS is used only as
a display device, and must necessar-
ily have a less than full-sized keyboard,
we wonder why many users would opt to
gotoa full system. At $90, the Graduate
may be a good device to learn program-
ming on, but as a system, we suggest that
you keep looking.

Laser by Video Tech

If the ADAM and Sonic computers
aren’t similar enough, enter the Laser
2001. The 2001 isan ‘‘under $300°’ com-
puter, utilizing the same microprocessor
as the Apple I1. It offers 80K RAM (64K
user RAM, 16K display RAM—same as
Coleco and Unitronics, although they
won’t say so), 16K Microsoft Basic in
ROM. The display is 16 colors, 36 x 24
text characters, and offers full cursor
control for editing. The display offers
relatively high resolution of 256 x 192.
The keyboard has ““chiclets’ style rub-
ber keys and provides multi-function
keys (you can get up to three different
characters per key, using control keys
before typing the letter key.)

The 2001 will offer, as an option, a
ColecoVision adapter, allowing the 2001
to accept ColecoVision cartridges (un-
der $70 for the adapter). Of course, you
can piggyback the Coleco Atari Module
(Module 2) to allow you to play both
Atari and ColecoVision games. The
system also comes with two joysticks, so
that you really don’t need to buy
anything else to use the computer (ex-
cept, of course, a cassette recor-
der/player). The primary storage
method is through cassette tapes, run-
ning at a relatively slow 300 baud. High
memory programs could, conceivably,
take up to fifteen minutes to load onto
the 2001,

A Centronics printer interface is built
into the 2001, which allows you to use
any Centronics compatible devices
through this port. One of the nicer
touches on the 2001 is a dual output ar-
rangement, which allows you to hook
the signal either through its RF
modulated form to your TV set, or a
cleaner, direct video and audio signal to
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Video Technology’s Laser 2001 personal computer system.

a monitor. Giving you the choice makes
good sense.

The operating system is reportedly
twice as fast as either the ADAM or the
Sonic computers (and faster than most
others), although there may be few times
when this is really necessary. The
manufacturers promise a line of about
60 initial software releases covering
entertainment, education, and business
as well as professional applications pro-
grams. The 2001 is not CP/M compati-
ble, although most 2001 buyers
wouldn’t really need programs designed
in that system, anyway.

On paper, at least, the 2001 appears
rather impressive. There was an atten-
tion to detail in providing complete in-
formation (for example, what that 80K
RAM really does), with the emphasis in
their promotion being information. The
2001 may be the most expensive of the
three similar systems, but appears to be,
on paper, the most technically profi-
cient,

The Laser 3000 is, in the words of
Video Technology, *“A completely orig-
inal Computer System compatible with
Apple 1l software.” Taking this as a
starting point, the array of features
climbs from there. With 64K built-in
RAM it is on a level approximately the
same as most of this year’s new com-
puters. Expansion to 192K ROM (also
the largest), a full stroke sculptured
typewriter keyboard, and the highest
resolution figures (560 x 192), although
it may be hard to tell much difference
from the other high-end computers.

The 3000 (at under $700) has 4 sound
channels and also has an ADSR envel-
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ope for complete control of the sound
(or music synthesis, if you wish).
Microsoft Basic is built in, as are a Cen-
tronics printer interface, 80/40 column
text display (to see a full-width page),
and 8 user defined function keys. The
machine is also CP/M compatible and
has a convenient numeric keypad for en-

try of numeric data.
The Laser 3000 also has a full line of

peripheral devices, which include
printers, disk drives, RS-232 interface,
monitor and joysticks. Also available
for the system are specially written soft-
ware for all needs, from education to
fun, business and utilities. If the
manufacturers can make a go of it in a
tough market, the Laser 3000 (intended
as a higher quality option to the Apple
computers) should prove to be as good a
system for home use as it is for purely
business applications.

Tomy Tutor by Tomy
Corporation

What kind of a computer would you
expect to get from a toy company? (Mat-
tel and Coleco excluded, please.)
Tomy’s unpretentious offering is the
Tomy Tutor. The company hasn’t
claimed that with their machine you can
change the world. They don’t promise
that it will always be all the computer
you need. They rather humbly state that
the Tutor is ‘“‘aimed at the computer
novice who wants to learn to program,
master games and education programs,
and create high resolution graphics.”’

They seem to meet those requirements
quite well. For under $150, the Tutor has
a fast 16 bit microprocessor (the only

other 16 bit consumer computer is the TI
99/4A), 32K ROM, 16K RAM (expan-
dable to 64K), 16 colors and three voice
music synthesizers. The keyboard is
full sized, with ‘‘chiclet’ type rubber
keys. The video resolution is about on
par with most of the better competing
units (254 x 192) and display characteris-
tics also match most competitors (32 x
24).

Also built into the computer are Ex-
tended BASIC language, a Graphics
program, and an internal monitor which
checks for system errors. One of the
finer features not found on the other
computers is a separate video and audio
output for connection to a video
monitor, in addition to an output for
connection to a TV set.

The Tutor is an expandable com-
puter, with a full line of peripherals
available. It has a cartridge port for con-
necting ROM cartridges, but also ac-
cepts floppy disks. Software has been
designed for anyone from 8 years old on
up. Overall, the Tomy Tutor appears to
be a very good computer for the money.

Panasonic JR 200 by
Panasonic
The JR 200, at about $200, is an in-
teresting mix of bad and good features.
Good features first: this unit offers a fu/l
32K of usable memory (well, actually
30716 Bytes), with an extra 20K bytes
dedicated to the high-level Basic pro-
gramming language. The usable me-

The Tomy Tutor home computer.



mory is about 6-8K bytes less than is ac-
tually available for Basic programming
in the Commodore 64, and presumably
in the 64K Atari machines. Panasonic
should be praised for giving the com-
puter an honest memory figure. Some of
the other good things about the JR 200
include the keyboard accessible graphic
characters (as in the Commodore ma-
chines), the 6 interval timers (which
allow you to be computing more than
one process at a time—for example, with
the proper software you might be able to
program the computer to shut off after
two hours of use, or keep track of how
many keystrokes you have entered into
the machine). According to Dewayne
Van Hoozer of software maker Data-
most, for a home computer, the Pana-
sonic unit has “good multitasking/mul-
ti-environment’’ functions, which allow
it to do many things at once.

The JR 200 has an 8 color, reasonably
high resolution 256 x 192 display, with
32 x 24 character text display. Thereis a
built-in Centronics printer port, and
provisions for on-screen plotting of
data: The system also has a monitor
feature, which allows you to control
specific areas of memory. There is a 96
key keypad buffer, so that even if you
can type faster than the computer can
display your input, it’s still there keeping
up with you.

Some of the nicer touches in the 200
include the absence of a large, bulky, hot
transformer (the transformer is inside
the 200, and generates a very small
amount of heat compared to other
units). Also, the unit is sleeker and more
attractive than much of the competition.

Now for the bad news. First, the 200,
for all its sophistication, won’t put
sound onto your TV screen or monitor,
The sound instead comes through a
speaker built into the computer, or
through an optional external speaker.
There is a volume control located on
the back of the computer. Second, the
200 currently is unable to accept cart-
ridge programs, instead requiring input
from cassettes. the computer is capable
of transferring data at a rate of either 600
or 2400 baud (a measurement of bits per
second). At 2400 baud, obviously, the
data transfers four times more rapidly
than the 600 baud rate, but is more
susceptible to error. The better of the
two optional Panasonic data recor-

Panasonic’s JR 200 personal computer in action.

der/players does a very good job at high
speed, the low end unit has problems at
2400 baud.

I viewed a number of games
developed for Panasonic by Datamost,
and the load was very slow in many
games. On the well designed, high
memory games, expect to wait 2-3
minutes before you can play a game if
you load at high speed. Although the
games loaded well, the long wait to play
may prove a distinct disadvantage.

An expansion for accepting ROM
cartridges should be available soon. This
will certainly make the 200 a much more
consumer friendly device. A disk driveis
also in the works. Using the disk drive as
the game storage medium will help to br-
ing the computer right into the

marketplace.

If you intend to use the 200 to learn
game design, you might look at some
other systems. Unlike most of the other
computers on the market which allow
you to control each pixel (picture ele-
ment) on the screen (giving you control
over about 40,000 separate dots, if you
wish), the 200 gives you only character
control, What this means is that, in
order to design a playfield, and to
develop your play characters, you are
restricted to defining the picture in
blocks of 8 x 8 dots. You are unable to
make the pretty pictures that most other
computers are capable of, you won’t be
able to give your characters very high
resolution, multicolored appearance,
and it is more difficult to detect intersec-
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tions and sprite motion.

Games can, of course, be developed
for the system. One method uses an Ap-
ple computer with data modification
before it gets to the Panasonic. But if
you own an Apple, why would you need
a 200? The 200 is not a game design
machine for novice programmers—it re-
quires special tricks to get it to do most
things well. The games I have seen for
the 200 have been quite good, but may
not reach a par with most of the other
computers available. If you don’t mind
waiting for the possible photographic-
quality software, and don’t really plan
to design games on the 200, this is an in-
teresting alternative to comparably
priced units. If you don’t mind watching
the market for a few more months
before you buy, it may be well worth
your while to wait.

Conclusion

While there are still many computers
which haven’t been covered here, we've
tried to give you an overview of some of
the most interesting or most easily
located. Allare designed to function well
in the home, and all are suitable as first
computers.

With the possible exception of the
Atari series (which is still graphically
equal to or better than most of the
others), all incorporate new features to
make use of their systems simple for new
users, while providing expandability for
more dedicated uses. Most of the com-
puters would be capable of handling
small office functions; the ADAM,
which includes a letter quality printerisa
definite value if you need letter quality
word processing, most of the others
have dot matrix printers available, or in-
terfaces allowing you to use any com-
patible printer you choose.

As game players, most of the
machines are potentially as good, if not
better than, the best of the dedicated
machines (with the possible exception of
the Panasonic). Although you can’t go
too far wrong purchasing any of the
machines, it is important to determine a
few factors: what the system you need
will end up costing you; which machine
will do what you want it to do in the
simplest manner; how well will the
system be supported by the manufac-
turer and independent software sup-
pliers; and, of course, what kind of war-
ranty covers the machine and how easy is
it to get service, if needed.
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“
Playing The Field

By Mark Brownstein, Dawn Gordon and Dan Persons

Garbersville

Garbersville is a Missile Command-
type game in which you move your gun-
site where you want the explosion to go
off. Squeeze the trigger, and the explo-
sion widens. If it’s a hit, the screen turns
red briefly and the missile trail vanishes.
Moving the spot takes practice, since it
involves a unique series of controls.
Control in the left-right dimension re-
quires you to turn the knob at the top of
the controller; up-down is accomplished
by pushing back or pulling forward on
the knob. You have a maximum of 10
missiles which you can shoot at the ad-
vancing ballistics. The game is over
when Garbersville has been destroyed.
On the whole, Garbersville is graphically
good, control is adequate, and the game
is the best Missile Command-simulation
for the system to date.

The other game included with this car-
tridge is Ten Pins, a so-so bowling game.
If you plan to buy Garbersville, do it for
Garbersville (and not Ten Pins).—M. B,

Starship Command

Starship Command puts you in con-
trol of a starship cruising the universe.
You have many on-screen prompts and
limited control of the action. Unlike
most other games, the control is entered
at the keypad. After some practice, you
should get the hang of it. I didn’t bother.
The other game included in the package
is Putt-Putt, a golfing game. Not being a
golfer, I didn’t bother with this one
either.

This brings us to two other interesting
entries. Nam Cap (spell it backwards),
otherwise known as Puke-Man or Up-
Chuck by New Image, is really a very
good game. In this game, ‘‘the little guy
finally ate too many dots,” so instead
of eating them, you move him around
the various mazes putting dots down.
Occasionally, you will spit out ghosts,
which you can’t touch, but which your
pursuing “ghost’’ can’t go through. You
have escape tunnels at the sides of the
maze, which your pursuer can’t go
through, and multiple mazes.

The game looks good and plays well.
Losing a life is its own reward in this
game, since you go through a routine of
flashing lights that is reminiscent of
shooting the Wizard in The Incredible
Wizard. There are supposedly seven
levels of difficulty, with faster action
(and less sophisticated graphics), but |
was unable to get them all to load. The
faster games are tougher and more
challenging. This game is worth the
money.

George Moses is Michigan's resident
Astrocade proponent and musical
genius. He has programmed the musicin
some of the games already reviewed, in
another game to be reviewed, and in two
music tapes about to be reviewed. The
first is Scott Joplin’s Ragtime composi-
tions. The screen doesn’t do much: it
lists the title of the song, but turn your
ears on. Once loaded, the Astrocade
generates faithful renditions of Joplin
classics in two or three part harmony.
The tones sound somewhat Calliope-
like and are a pleasure to hear. The
remarkable aspect of this tape is that it
continuously plays, only reloading when
the Astrocade has run out of song to
play. If you like Joplin, the tape is worth
the money (although a record will do the
same for you, and not tie up your TV
set).

Similarly, Moses’ Tape of Bach Inven-
tions is a good one for Baroque music
lovers. Although both tapes do contain
some minor flaws, they are great back-
ground music. Another good things
about these tapes is the bonus tape you
get with them. The tape includes an
Analog clock (it looks something like
your dad’s old Timex and keeps accurate
time), Astro Zap (an excellent rendering
of Space Zap, which rivals Astrocade’s
Space Fortress cartridge for color and
game play), and a home budget keeper
program, which is capable of storing
ongoing data for actually maintaining a
budget. All three bonuses are worth the
cost of the original cartridge.

Esoterica has recently released the
first third-party Astrocade cartridge,



Treasure Cove
Treasure Cove, a Moses-scored,
Spectrecade-designed, aquatic fantasy.
You must maneuver your dover through
treacherous waters to the bottom of the
ocean. When your diver picks up
treasure, he must bring it back to the sur-

face to get back onto the boat. If he runs
out of air, he’s had it. If he touches any
of the many species of fish cruising the
waters, he’s also a lifeless form floating
to the top.

Game play is challenging and graphics
are more than adequate. The music is
good for a while, and a provision has
been made to allow you to turn it off if
you become tired of it (otherwise, it
plays continuously throughout the
game). If you stay away from the sides of
the screen, you won’t be surprised by
new fish popping in at you.

Treasure Cove is worth buying—if
not merely for the game play, at least to
support continued production of Rom
Carts. This should be the first of many.
Esoterica’s second Rom Cart offering
will be called Blast Droids, and asteroid-
like space game, which has been describ-
ed as an exceptional game. We'll let you
know in the next issue. —M.B.

Mountain King

Atari 400/800

ROM Cartridge

CBS Electronics

You know you’re in trouble with
Mountain King when you read theslip of
paper marked ‘‘Game Play Addenda’’
that’s been added to the instruction

book: ‘.. .new players find that the
most challenging and, at times, frus-
trating element of the game is finding the
Flame Spirit,” it says. I don’t mind the
games [ play being challenging, but
“frustrating’” is a word I’d rather not see
in any instructions or addendas. Un-
fortunately, frustrating seems to be the
functional term in this CBS Electronics
ROM cart game for Atari Computers.

Your goal is to be crowned King of the
Mountain. To do so, you must use your
joystick to maneuver your explorer
down into the caverns of the mountain.
The explorer runs when the joystick is
moved left and right, climbs and
descends ladders when the joystick is
moved up and down, and leaps when the
joystick is moved up at a diagonal.

The action button turns on the ex-
plorer’s flashlight, which lets him see ob-
jects that are normally not visible. The
explorer negotiates the horizontally and
vertically scrolling caverns, gathering
the diamonds that are liberally sprinkled
throughout the passageways. When
1000 points worth of diamonds are col-
lected (each trio of diamonds is worth 10
points), the Flame Spirit, a barely per-
ceptible glimmer of golden light, ap-
pears somewhere in the mountain. You
must locate the Flame Spirit, pick it up,
and take it to the entrance of the sub-
terranean temple. There, the Flame
Spirit will be taken from you by the Skull
Spirit, and you’ll be permitted entry to
the temple. Climb up on top of the altar,
pull the crown onto your head, and drop
down off the altar and out of the temple.

It’s at this point that the real trouble
begins. When you leave the temple,
music starts up, indicating that you now
have to get to the eternal flame at the top
of the mountain to be crowned Moun-
tain King. Off you go. Look out for the
gray bats, which show up in profusion
and try to steal the crown away from
you. Be careful how you leap, because
you can easily miss the ledge you're
aiming for, or bump your head against
the level over the one that you’re aiming
for. Either case can send you tumbling
down caverns, some of them five levels
deep. You can’t be killed by these falls,
but they do stun you, wasting more time.

The music’s getting faster, which
means that your time is running out.
Quick, go for that ledge! Oops, your
explorer is standing on top of a ladder
and refuses to leap. Move him off the

ladder and try again. Nice try, but you
bounced off the level above, sending
your explorer down a canyon. It takes a
second for him to regain his senses. If
you can leap from one step-like ledge to
another, you might make up for lost
time. Up you go, gaining ground
and. . .too late. A gray bat flittered by
and casually stole your crown. Now you
again have to gather 1000 points worth
of diamonds, find the Flame Spirit, and
begin the trek upward until either you
reach the top of the mountain (not like-
ly), your allotted time limit has been
reached (all too likely), or your
threshold of frustration has been crossed
(even more likely). And that’s just the
first difficulty level. There are, of
course, others, —D.P.
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CBS Software

The controls are too imprecise, the
time limits are too short, and those gray
bats are too profuse to give a player a fair
chance.

It’s a pity, because Mountain King
happens to be one of the most visually
and aurally stunning games that I've
come across, full of superb nuances that
heighter: the reality of the situation.
Diamonds glimmer in the darkness, and
bats flutter convincingly. The subtle
flickering of the Flame Spirit reaches
your subconscious first, so an active part
of the game play is to, as they say in Star
Wars, “‘let go of your feelings,’’ and per-
mit your instincts to guide you. The
sound track is filled with subtle, well
thought out effects, as well as a nicely
done musical score.

It is heartbreaking to look at this
game, with its beautiful graphics and ad-
mirable attempts to bring some depth in-
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toits game play, and realize that the only
emotions I feel are sorrow for what is
presented. After all, how many ad-
vanced gamers, who won’t get frus-
trated easily are out there?

—D.P.

Miner 2049er
Atari 400/800 Cartridge
Big Five Software

The designer of Big Five Software’s
Miner 2049er, Bill Hogue, must have the
devil in his soul. How else to explain a
game that lures you in with charming
graphics and seductively simple game
play and then springs traps and pitfalls
on you even as your last on-screen sur-
rogate bites the dust.

In this one-or two-player game for
Atari home computers, the courageous
mounty Bounty Bob, while on an assign-
ment from his superior, Mounty Monty,
has become trapped in Nuclear Ned's
uranium mine while searching for the
fiendish Yukon Yohan.

Using your joystick, you must help
Bounty Bob claim each mining station,
which takes the form of one game
screen. Moving the joystick left and
right causes Bob to walk across the sta-
tion’s framework, while up and down
lets him climb and descend ladders. Bob
will jump in place when the action but-
ton is pressed, and using the action but-
ton when Bob is walking will cause him
to leap in the direction he’s facing.

When Bob walks over the framework
of the mine, the normally hollowed out
sections become filled in. In order to
claim a station, Bob must fill in all of
that station’s framework. Blocking his
way are the mutants, little radioactive
creatures who wander the mine and
whose slightest touch means death.

Scattered throughout each section are
various supplies, such as goggles, pick-
axes, and funnels. Grabbing one of these
articles gains you bonus points and
briefly turns the mutants into edible
“‘happy creatures’’ which Bob can eat by
running into them. Once consumed, the
creatures don't reappear on that screen
unless Bob dies and is forced to start the
station over. While all of thisis going on,
a bonus timer at the top of the screen
counts down to zero. If time runs out
before you can claim a station, it’s bye-
bye Bob.

““Ha! Child’s play,’” say the Donkey
Kong partisans. Okay, I'll concede that,
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at first glance, Miner 2049er doesn’t
seem like it could be anything unusual.
It’s only when you grab the joystick and
begin playing that you start noticing the
nasty little surprises that Mr. Hogue has
tucked away for you. Let’s start with
that framework. Every single section on
every girder has to be filled in for you to
advance to the next station.

It’s all too easy to think that you have
claimed a station, only to discover that
you missed one teeny little section way
up in some hard-to-reach corner. Don’t
be in too much of a rush to reach it,
though, because while you are hastily
jumping the gaps in the structure, you
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might forget that the levels have been
structured so that Bob can fry himself by
brushing his head up against mutants on
the next higher level. Also remember
that if you Qump into a mutant, take a
swan dive off a girder, or wind up in
some other miner catastrophe, the
girders that you laboriously filled in are
hollowed out again, and Bob is sent back
to square one.

If all of these pitfalls sound over-
whelming, rest assured that they aren’t.
Miner 2049er has been carefully de-
signed so that a player is never con-
fronted with what seems to be an impos-
sible board. The traps may be sneaky,
but there’s always a way around them
provided you keep your eyes open and
think before you leap. (A helpful hint: if
you’re starting a new station that you
have not attempted before, use the pause
control, the ESCAPE key, to freeze the
action and the clock while you plot out

your strategy.)

Just so the game doesn’t become too
familiar too fast, Mr. Hogue has pro
grammed in a stunning variety of sta
tions. I'm not talking about merely shift
ing a few ladders around from screen (o
screen, I'm talking about completely
different concepts that change the ap
proach you bring to each screen. The
game starts off with your basic mining
station, Then it goes to a screen with
slides that will send a careless mounty
bumbling down into the waiting arms of
the mutants. From that screen you go to
one where the station is broken into tiny
multi-level segments, forcing you to leap
from section to section like a mountain
goat. There are other screens where, in
order to get from one level to another
you must use transporters, elevators, or
cannons. In all there are ten, count’em,
ten different screens in Miner 2049er,
which is more than both Donkey Kong
and Donkey Kong Junior combined.

The graphic treatment is detailed and
clever, with Bounty Bob shuffling
comically across the framework, and
squishing down to the thickness of a
pancake when he takes a fatal fall.
There’s an attract mode that includes a
rendition of ‘“My Darling Clementine,”’
and a high score board reminiscent of
the one from Robotron. Add to this one
of the smoothest, most responsive joy-
sticks that I’ve encountered, and you’ve
got one very well conceived and executed
game. Definitely one of the best climb-
ing games for Atari computers. —D. P,

Gold Fever!
VIC-20, ROM Cartridge
Tronix

Apparently having exhausted all the
possibilities of outer space, game manu-
facturers are now delving into the realm
of inner space. We’ve had such sub-
terranean contests as Dig-Dug, Bag-
man, and Miner 2049er. And now
Tronix has introduced Gold Fever!, a
game on ROM cart for Commodore's
VIC-20.

Gold Fever! is a test of how low you
will sink in order to strike it rich. Piles of
gold are scattered throughout a five level
mine. Using your joystick, you must
maneuver your miner through the pas-
sageways, up and down ladders and
across gaps, or ‘‘chasms”’ in the floor, to
reach and collect the gold. Blocking your
way are a large number of boxcars,



which travel horizontally across pas-
sageways and drop down chasms.
There’s also a claim jumper, who looks
more like a goblet than a human and
travels a random course through the

mine, and a boulder that enters from one
end of the screen, travels swiftly across
the passageway, and exits from the other
end.

Pressing the fire button or pushing the
joystick up lets your miner jump over all
these obstacles. The miner, however,
can’t leap chasms. Instead, you have to
wait until the boxcar drops down into
the chasm and comes level with the floor
of the passageway. The miner can then
be quickly run from one edge of the
chasm, across the boxcar, to the other
edge. Picking up all the gold on a screen
opens a doorway on the bottom left that
leads the miner down to a lower level
with faster obstacles and more piles of
gold.

You have a limited amount of oxygen
in the mine, indicated by a shrinking
horizontal bar at the bottom of the
screen, If your miner runs out of air be-
fore he can escape, you lose one life.
There are two types of mines, and nine
levels of difficulty altogether. A bonus
miner is awarded at the beginning of
each odd-numbered level.

Gold Fever! is a pleasant enough
game. The mines are challenging
without being impossible to complete,
and some nice touches have geen added,
such as a catchy rendition of ‘*“My Dar-
ling Clementine.’” Unfortunately, the
folks at Tronix have chosen to use a
custom character set for their graphics.

This means that the various objects of
the game, the miner, boxcars, and even
the floors of the mine, are defined and
treated like alphabetic characters. Since
the VIC has a severely limited amount of
on-screen characters, 22 per line with 23
lines per screen, the animation is, by
necessity, clunky and joystick control
can at times be imprecise. Worse, the
poor graphics can lead a player into
dangerous situations that, with better
animation, could otherwise have been
avoided. I have been run over by boxcars
and tagged by claim jumpers which
landed on me before I could even tell
that they were headed in my direction.
Eventually, one can learn to avoid these
graphic pitfalls, but the fact that they’re
in the game to begin with is dismaying.

Equally annoying is the fact that the
instruction booklet is not going to be
winning any awards for clarity. The
technique for crossing the chasms using
the boxcars is only coyly referred to,
while the necessity of making it to a
doorway to precede to the next level is
not mentioned at all. In fact, I at first
assumed that the game was riddled with
programming errors, since so many fea-
tures are not covered in the instructions.
It’s an accepted, if not totally pleasant,
fact of video-game life that arcade
games have horribly vague instructions.
However, there’s no reason why a home
game has to follow suit.

There’s fun to be had with Gold
Fever! Sadly, it’s wrapped up in a pack-
age that shows just enough carelessness
to make one wonder how much effort
was actually put into it. If [ had copied
this game into my machine from a listing
in a computer magazine, I would prob-
ably be satisfied. But for a ROM cart
game with a list price of $39.95, Gold
Fever! doesn’t quite makeit. —D.P.

Jumpman
Atari 400/800 Disk
Requires 32K
Epyx
Comprised of thirty different screens
and levels of play, Jumpman is reminis-
cent of Donkey Kong in both screen di-
versity and action. The object of the
game is to ascend the multiple levels
defusing numerous bombs which are
strewn about. Of course no game would
be complete without various obstacles
(otherwise it would be a snap) to get in
your way, and Jumpman has plenty of

these in the form of pesky robots, bullets
(heat seeking no doubt), jumping
blocks, and other assorted nasties that
mean sure death if you come in contact
with them.

The game has five variations (begin-
ner, intermediate, advanced, grand
loop, and randomizer) which take you
through many levels of play, and there
are eight different speeds as well, with
the default speed resting right in the mid-
dle at around four or five. Your charac-
ter has seven lives (you'll need them all),
and the scoring system is interesting.

You, and up to three other players,
start with a bonus total of 1,500 points
each. Every few seconds 100 points are
deducted from your bonus score, so the
faster you finish the level the more
points you get. Also you accrue 100
points for every bomb you defuse. At
the end of the game, if out of some

divine luck, you manage to still have any
lives left you will be awarded extra bonus
points for each.

Jumpman is indeed a challenging
game. Timing must be perfect as the
player must quickly jump to the various
ladders and vines in order not to fall to
his death. The graphics aren’t as good as
Donkey Kong’s but nevertheless, the
screen does have its own quality, and the
sound is quite good, although the same
themes are played over and over again.
Most amusing is the sequence when you
have lost all your lives and the bricks that
make up the playfield come tumbling
down around you. Jumpman has more
than enough screens to keep the player
busy. —D.G.
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Ithough most attention

has been understand-
ably focused on develop-
ments in game hardware
systems and the introduction
of new home computer
models, hand-helds and
tabletops have continued to
move ahead. Where once a
proliferation of variations
were available, the down-
sized format, admittedly, fell
upon hard times. But some-
how their impact lingered on,
only to be resoundingly resur-
rected with Coleco’s lineup of
tabletops. And others have 3
followed this lead as interest
and demand continues to
grow.,

As a result, we can now
find more creations to choose
from with many getting their inspiration
from arcade games. Even new com-
panies are getting into the current action
such as Konami, which is bringing its
coin-op hits Time Pilot and Tut down to
tabletop dimensions. Hoping to
capitalize on the popularity of Q*bert,
Parker Brothers has readied a small ver-
sion that should be hitting store shelves
by the time you read this.

Add to this Mattel’s BurgerTime en-
try to the fray and it’s easy to understand
that players are showing more than a
passing interest in portable video game
entertainment. But there’s also another
phenomenon which is taking place.

You've seen it happen at the movies,
in the arcade and later in home games.
Now it’s hit the hand-held and portable
market. What we’re talking about is the
sequel. So, if you're a Donkey Kong/
Mario fan, you'll love these next three
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LITTLE FEATS

Potent Portables with Features to Spare
by Anne Krueger

games. Nintendo, working on the theory
that there’s never too much of a good
thing, has released Donkey Kong 11 and
Donkey Kong Jr. in hand-held versions
as well as Mario’s Cement Factory in a
mini-portable,

Having already enjoyed enormous
success with some strong arcade games,
Nintendo’s handiwork has been equally
impressive. The company’s Game/
Watch selections have proven to be quite
interesting and surprisingly challenging

—r

given their small size. Here
are some of Nintendo's new
est, including a tabletop
model which heralds another
direction of game designs o
be on the lookout for,

Mario’s Cement Factory
has a little time display which
is easy to set and features an
alarm, but the real attraction
here is the game play. All of
Nintendo's sequels are defi
nitely more difficult than
what we've seen before.

There are two skill levels in
Mario’s Cement Factory. In
either, you're Mario who has
the unfortunate task of work
ing in a rather hectic cement
factory. Cement pours out of
two concrete mixers at the top
of the screen and into two
hoppers; one on the right, one on the
left.

Mario’s job is to operate the valves
which allow the concrete to fall into two
more hoppers below. These can only
hold three loads, so Mario must then go
down and operate their valves to allow
the cement to run into the waiting mixer
cars. To do this, Mario must be extreme
ly careful in riding the factory lifts that
goupand down. You lose a Marioif you
fall off the lift (very easy to do) or if you
ride to the top or bottom of the factory
where there’s no place to get off without
getting squished. There is a pole you can
hang on to for dear life until another lift
comes along, but that’s pretty danger-
ous as well.

The drivers of the mixer cars are in
Jjeopardy, too. If you don’t empty a full
hopper, a beeper gives a warning and
then a big blob of cement will fall down



onto a smiling truck driver. Points are
awarded for every time Mario drops a
cement load into a lower hopper or into
the truck. And the cement begins flow-
ing faster as you get better.

Donkey Kong Jr. is a little jungle-
colored hand-held game with a built-in
time display and alarm. In this scenario,
Mario has Donkey Kong Sr. locked up
in a cage. Junior’s task is to go to help
papa and, on the way, must evade snap-
jaws (alligator-like things) and attacking
birds. The intensity of the attackers
depends upon whether you’ve chosen
game difficulty level A or B.

In either, Jr. has to collect four keys to
daddy’s cage in order to get him out. It’s
a fun game that’s easy to learn, but takes
a great deal of time to master. If Jr.isn’t
careful, however, he can fall off the
ropes and vines he’s traveling across.
There’s one point to be scored every time
Junior evades a snapjaw. Three points
are earned if he jumps for fruit and it
drops on a snapjaw; six points if it hits
one of the nasty birds. You receive 20
points for getting the four keys and free-
ing papa. Scores earned each time Jr.
grabs a key depend upon how fast he got
there. Grabbing a key involves jumping
while moving Jr. to the left which is a
very tricky maneuver to master.

Donkey Kong I is a dual-screen affair
in a sleek brown compact case which
snaps shut for easy toting. In this game,
Jr. again is out to save Donkey Kong Sr.
who is locked up at the top of the second
screen with Mario standing guard.
Junior must brave snapjaws and birds,
as well as electrical sparks that travel
along wires which must be used to climb
up to the top of the screen.

Once there, you have to unlock four
chains holding senior prisoner with a key
that you get each trip up. The process in-
cludes having to traverse back down the
treacherous path to collect another dan-
gling key at the bottom of the game.

MARIO’S

Cemeni Faciory

Mintendo

You lose a life each time a spark
touches Jr., a snapjaw bites him or a bird
pecks him, proving again that life in the
jungle can be rough. You get a bonus Jr.
when the score reaches 300 points.
Avoiding a spark or snapjaw scores one
point. From five to 15 points are award-
ed each time Jr. opens a lock and 20
points are earned when all four locks are
opened.

Sky Attack is another Tomytronic
3-D game that hangs around your neck
like a pair of binoculars. In this version,
your space base is under attack, and the
mission is to maneuver your three tanks
through the 3-D space, firing laser
beams at enemy bombers. It’s similar to
a Space Invaders type shoot-'em-up,
where the bad guys are coming at you
and dropping bombs at the same time.
You score points by hitting the enemy
bombers and win extra points during
bonus fights which are played after in-
tervals of 100 points.

The controls are simple once you get
your hands on the right place. A button

on the left of the unit moves the tanks to
the left; a button on the right moves
them to the right. Another button con-
trols your fire.

You can take off your fighting clothes
and put on a chef’s hat in BurgerTime
the hand-held rendition of the popular
arcade game from Data East which was
licensed to Bally/Midway. Mattel Elec-
tronics has introduced a new slim yellow
game casing design which brings the
coin-op action down to size. Basically
you're trying to build hamburgers by
climbing around scaffolding in a kitch-
en. Standing in your way are some nasty
adversaries including a hot dog, egg and
pickle. The objective is to try to drop
buns and patties on the pickle and egg in
order to score points. While doing this
you must dodge the hot dog, pickle and
egg, or attack them with pepper. You’re
given four pepper shakers each time and
it’s scattered on the bad guys by pushing
a button marked pepper. A four-way
joystick controller helps you move the
chef all over the three-level kitchen.

Todrop the hamburger parts, the chef
must be standing above them while
pushing the joystick down. To start the
game, you just poke the pepper button
and move the joystick up. I found the
mechanics of the joystick to be a little
stiff in this game and you must be very
careful to realize that when you move the
joystick up, down or side to side the chef
moves only one step in that direction.
You have to move the joystick again and
again to keep him moving.

You start with three chefs and get an
extra one when you score 5,000 points. If
you complete both burgers, your chef
celebrates and the screen clears. You can
also earn 300 bonus points each time
your chef ““gets’’ the ice-cream cone or
cup of coffee. You score 250 points and
get four new pepper shakers. When the
buns and patties drop, you earn 30
points each. A
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Plugging into The Spectravideo SV-318

here’s more to the Spectravideo
SV-318 than meets the eye.

On the outside, the SV-318 looks
more like a video game system than a
personal computer. Constructed of
white molded plastic, it has gray, flat-
topped rubber keys that wiggle around
when pressed and would make touch-
typing a nightmare. This compact com-
puter also boasts its own built-in
joystick, located on the right-hand side
of the keyboard, just to the right of the
computer’s ‘“‘Enter’’ key.

However, looks can be deceptive. On
the inside, the SV-318 is a powerful
*home computer. It has 32K of RAM, ex-
pandable to 256K, and 32K of ROM, ex-
pandable to 96K. It has built-in extended
Microsoft BASIC, and it’s CP/M-
compatible. It also has 71 keys, in-
cluding four programmable function
keys, and its graphics and sound capa-
bilities are outstanding.

The SV-318 is a new computer, and

programs and accessories for the unitare .

just beginning to roll off
the assembly

By Mark Andrews

lines. But more than a dozen peripherals
are listed in the SV-318 catalog, along
with more than 60 entertainment,
educational and household manage-
ment programs.

In the Chips

The heart of the SV-318 is an 8-bit
ZB0A microcomputer chip—the same
chip used in Radio Shack TRS-80 com-
puters, as well in most non-Apple and
non-IBM business computers on the
market.

Because it’s built around the Z80
microprocessor, the SV-318 is compati-
ble with the CP/M software library, the
world’s biggest collection of personal
computer programs. That doesn’t mean
that you can just pick up any old CP/M
program and run it on the SV-318
without any alterations. But it does
mean that CP/M-based programs can
be easily modified to run
on the SV-318,

So if the unit does catch on, vast quan-
tities of CP/M software could quickly
become available.

From the point of a game player,
there’s another chip in the SV-318—a
TI-9918A chip designed by Texas In-
struments—that’s just as important as
the Z80A. The TI-9918A chip is the
same graphics chip that’s used in the
ColecoVision video game system, said
Glen DeFreitas, manager of technical
services at Spectravideo. And it’s the
chip that gives the SV-318 its outstand-
ing graphics capabilities, DeFreitas said.
“If you've ever played Coleco’s video
games—games like Donkey Kong, Zax-
xon and Smurf—you know what the T1-
9918A chip can do,” DeFreitas said.
“And when the TI-9918A is coupled
with a Z80A, it can do even more."’

To explain his point, DeFreitas noted
that ‘‘Atari computers

are famous for

their graphics

capabilities.”

N But thanks

The SV-318 is the computer
that put Spectravideo in the
limelight. It offers very

sophisticated features for as
little as $299.




to the capabilities of the TI-9918A chip,
some of the SV-318’s graphics features
are even more advanced than Atari’s, he
said.

To move objects smoothly around a
screen, DeFreitas explained, Atariusesa
technique known as player-missile
graphics. Atari player-missile graphics
allow the programmer to use four play-
ers and four missiles. Each player can be
displayed in just one color, and can fire
single-colored missiles. If no missiles are
used in a program, the four missiles that
are available can be combined to form a
fifth single-colored player.

Spectravideo does not use players and
missiles in its graphics system. Instead, it
uses objects called sprites. Thirty-two
sprites are available and each one can be
multi-colored. If a program doesn’t call
for 32 moving sprites, any sprites that
are left over can be used as stationary ob-
jects on a screen.

Some of the graphics features of Atari
computers are more sophisticated than
those of the SV-318, DeFreitas
acknowledged. Atari computers can
generate 128 different colors, for exam-
ple, while the SV-318 can display only
16. The screen resolution of an Atari
computer display is 320-by-192 pixels
(dots of color), for example, while the
SV-318 produces a 256-by-192 pixel
display. And Atari computers have four
audio channels, while the SV-318 has
only four. But the SV-318 can produce
eight octaves of sound, compared with
Atari’s four. And the SV-318 is equip-
ped with a built-in joystick—something
no other home computer has.

SV-903 STEREO DATA CASSETTE

SV-105 GRAPHIC TABLET

Since the SV-318 uses the same
graphics chip as a Coleco game machine,
it would appear to be an easy matter to
build an adaptor that would allow Col-
ecoVision cartridges to be played on the
SV-318. And Spectravideo has indeed
designed a Coleco cartridge adaptor for
the SV-318. The adaptor, dubbed the
SV-603, is expected to retail for less than
$70. And by plugging another adaptor
into the SV-603 adaptor, it may also turn
out to be possible to play Atari VCS
games on the SV-318 computer—
although DeFreitas said he was not yet
ready to comment on that possibility.

The Fountains of ROM

Another remarkable feature of the
SV-318 is its memory capacity. The
computer comes with 32K, or
32,000-plus typed characters, of random
access memory. Of that amount, 16K
bytes are user-addressable—in other
words, they can be used for writing and
storing programs, The other 16K bytes
of RAM are used for graphics genera-
tion.

The way in which this RAM is
organized provides the SV-318 with an
extremely versatile graphics package,
plus a healthy supply of use-addressable
RAM —as much useable RAM as you’ll
find in an Atari 400, for example, and
more than twice as much as the 5K built
into the Commodore VIC-20. And with
the addition of memory-expansion cart-
ridges, the RAM capacity of the SV-318
can be boosted all the way up to
256K—four times the memory capacity
of an Atari 1200 or a Commodore 64,

SV-902 FLOPPY DISK DRIVE

SV-901 DOT MATRIX PRINTER

and twice that of the Apple Ile.

The ROM package built into the SV-
318—the programmed memory that
makes the computer run—is just as im-
pressive as its RAM. The machine has
32K of built-in ROM, expandable to
96K. Microsoft BASIC—the most pop-
ular programming language for
personal-computer users—is built right
into the computer’s ROM package. And
SV-318 BASIC, DeFreitas said, is an ex-
tended version of Microsoft BASIC that
makes it possible for the user to “‘pro-
gram a lot of graphics and sound
without having to resort to assembly
language.”

A Gamut to Games

According to executives at Spec-
travideo, a flood of software and a host
of accessories are also being made
available to SV-318 owners. ‘‘Fourteen
hardware peripherals and over 1000
software programs are either available
now or will be in the weeks to come,”
said Harry Fox, president of the com-
pany.

‘““We have many licensing agreements
with major software producers, and
you’ll be seeing a lot of best-selling
games for the SV-318,”" added
DeFreitas. ‘“We have three years’ worth
of software planned out right now, and
more coming. There’ll never be a short-
age of software for our machine.”’

Games for the SV-318 that have been
licensed from independent software
manufacturers include such popular
titles as Miner 2049er, Choplifter, Prep-
pie and Frogger, DeFreitas said. In addi-
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tion, many original SV-318 games are
available, including:

*Frantic Freddy: a ladder game in
which a roaring fire in a building must be
put out while cats are being rescued. As
the level of play increases, the fire gets
more and more out of control and the
number of cats to be rescued steadily
Zrows.

*Spectron: a Space invaders-style
game.

* Armored Assault: a strategy contest.

*Dematrons: a Phoenix-type game.

Some games are being released on
cassette tapes, and others are available
as plug-in cartridges.

In outlining Spectravideo’s plans for
new games, DeFreitas pointed out that
the company is already a leading manu-
facturer of cartridges for the Atari VCS
video game system, and he said that
Spectravideo’s designers have been anx-
ious to start creating games for more so-
phisticated machines. Now, with the
introduction of the SV-318, they can
finally start expanding their horizons, he
said.

Spectravideo games for the Atari VCS
have included such successful titles as
Gangster Alley, Planet Patrol, Cross
Force, Tape Worm, and China Syn-
drome. More recently introduced VCS
games include include Master Builder,
Galactic, Mangia, and mc’, a 3-D game.
Mc’, which comes with a pair of 3-D
glasses, places the player at the com-
mand of an intergalactic space ship. The
player’s mission is to maneuver the ship
through a barrage of meteor showers
while holding off enemy attack ships.

If mc’ turns out to be a success,
DeFreitas said, the 3-D concept will also
be used in programs designed for the
SV-318. ““Actually,’” he said, ‘“3-D can
be achieved in different ways. You can
use glasses, as in mc’, or a good pro-
grammer can simulate a 3-D effect with

background overlays that scroll past the
viewer at different speeds. We're ex-
perimenting with both of these concepts,
and some other as well, in designing new
games for the SV-318.”

Educational and utility programs be-
ing introduced along with the SV-318 in-
clude a low-cost word processor, a home
budgeting program, a checkbook bal-
ancer, a typing tutor program, and a
programmer’s aid package. DeFreitas
explained there’s also a program called
Music Mentor which enables SV-318
owners to program and play their own
musical compositions.

Accessories—and a
Step-Up Model

Accessories being offered with the
SV-318 include memory expanders, /O
(input-output) expanders, a cassette
data recorder, a disk drive, a telephone
modem, a printer, and a ‘‘Sensor
Touch’’ graphics tablet. Fox said that
the graphics tablet, designated the
SV-105, “provides a bold new dimen-
sion of computer graphics, allowing the
consumer to draw color images on the
tablet which can be instantly -displayed
on a television set or monitor, The image
can then be saved on a cassette tape or a
disk, or printed on a printer.”’” Fox said
that the tablet will retail for less than
$130.

At the 1983 Summer Consumer Elec-
tronics Show in Chicago, Spectravideo
also introduced a step-up computer
—the SV-328, which has a full-stroke
typewriter-style keyboard instead of the
“‘chiclet’-style keyboard of the SV-318.
Another difference between the SV-318
and the SV-328 is that the step-up unit
doesn’t have a joystick built into its
keyboard. Instead, it has dedicated
cursor-control keys in an easy-to-use
cluster, plus a full calculator-style
numeric keypad.

A Look
at the
SV-328

The SV-328 is the upgraded model
specially designed for the small
business that doesn’t plan to stay that
way. It's ideal for a young but grow-
ing business, as well as for serious
home computing. Some of the fea-
tures include: 48K ROM expandable
to 96K; 87 key full stroke keyboard

with ten user definable functions; 3
special word processor keys; a
separate numeric keypad and upper
and lower case alphabet.
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The SV-328 has 80K or RAM, expan-
dable to 256K, and 48K of ROM, expan-
dable to 96K. It has built-in extended
Microsoft BASIC, a built-in world-pro-
cessing program, and built-in telecom.
munications and diagnostic programs.
It is compatible with SV-318 software
and peripherals, and it has a list price of
less than $600.

Fox said that the SV-328 is the perfect
computer for the serious hobbyist and
““for the small business that doesn’t plan
to stay that way.’’ Both the SV-318 and
the SV-328, he added, ‘‘stand alone in
their price ranges.””

For customers who aren’t yet ready to
spend $300 ona computer, Spectravideo
also offers a third model: the Compu-
Mate 2600, which retails for less than
$100 and can convert any Atari VCS
video game system into a home
computer.

““The CompuMate has a 42-key
sensor-touch keyboard that allows the
user to write real computer programs,’’
Fox said. ““it has 2K of built-in RAM,
and can therefore run many different
kinds of useful and entertaining pro-
grams. Programs can be run and stored
using a standard audio cassette recorder,
And all necessary connecting cables are
provided with the CompuMate system.

The CompuMate, Fox included, is “‘a
great ‘test-the-water’ product for a
price-conscious market. People who
had only a limited amount of money for
a home entertainment sytem, and spent
it on a video game, now won’t have to
junk their game system in order to move
up to a home computer. Now, for less
than $100, they can expand their video
game system into a home computer that
they can use to experiment with a basic
level.”

Fox concluded that he’s very opti-
mistic about the future of the home com-
puter market, and that he expects his
company’s computers to be three of the
most successful home computers ever
designed. Overall, he predicted that four
million personal computer systems will
be sold in 1983, twice as many as were
sold last year. “What you will see in
1983, he continued, *’ is fierce competi-
tion in the personal computer market.
New models will be appearing in the
marketplace that will provide more
built-in educational and entertainment
features for a lot less money. Because of
this increased competition, manufac-
turers are going to have to get a lot
sharper. They’re going to have to offer a
lot more computer for the money. And
they’re going to have to get a lot more
service-oriented.”’ A



Stearns

(Continued from page 26)

here are our market leaders in personal
computers and there are the machines in
the installed bases. One year from today
none of these machines will be relevant,
and they said ‘you’ve got to be kidding.
What are we doing in this marketplace?’
I said, well that’s what the marketplace is.
The 99/4A, the Atari 400, the VIC-20
and the rest are all going to be walked
away from in the next 12 months, and yet
we’re just starting our programming on
these machines.

VG: Do they understand that you're
doing this to become a force and a
recognizable factor in the marketplace?

RS: Well, they’re understanding to the
point that they’re profitable. We may not
be the dominant force in this industry,
but we may be the only company making
money in the industry. I mean, 20th
Century-Fox isn’t making money, Mat-
tel isn’t, Atari isn’t, Texas Instruments
isn’t. Nobody is making money except,
maybe, Coleco and Activision. And
we’re still making money. So I said, that’s
a step in the right direction. You know,
we’re not a nonprofit organization.

VG: What do you think of the
marketplace? How it’s been and where
it’s going? And what do you think of the
future of the games business?

RS: I guess I'm very optimistic about
the future. Let me contrast this with the
hand-held marketplace. People have
asked me, Rich, do you think video
games are a fad, that are here today and
gone tomorrow? And emphatically I say
no, because I believe, and you probably
do too, that we're dealing with a fun-
damentally new entertainment medium
here. It’s at the level of the television in
the 1940’s and the movies in the 1920’s.
It’s brand-new and it has infinite poten-
tial. In fact, the surface has just been
scratched.

VG: Since the reliance at this stage is
arcade oriented, in terms of looking not
only for inspiration but also for licensing
and where the directions are—how do
you envision that in light of what I call the
brink of a new era? With laserdisc games
and the development of new hardware
systems?

RS: I think the arcades are going to
make a quantum jump, which they’ve got
to do. When that happens, it's going to
make the translations more difficult.
However, the directions don’t always

have to be the same. It's kind of a leap-
frog thing, where, you know, they take
two leaps, we take one, they take one, we
take two, and there are going to be some
awkward times where most of the games
out there can’t be translated effectively.

And we’ll have to rely on our own
creativity at that time. But we think the
videodisc games are going to happen,
probably not until 1986 or 1987 to any
significant extent in the home.

I envision the day when my daughter,
instead of watching Winnie the Pooh as
a movie on a video cassette can enter the
land of Winnie the Pooh and walk down
and through the woods with him, open
doors and explore the world. Winnie the
Pooh talks to her and says, ‘you want to
go to the left or right? Let’s take the left.
It will be a much more stimulating
experience.’

VG: Do you think you’ll be doing it?

RS: [ hope so. Yes. The thing that in-
trigues me about the videodiscs is the
branching capability as well as the realism
of the voice and the graphics. I think the
real limitation is player controls. Because
even though you can create a totally
three-dimensional world that you walk
through, unless we come up with

something better, you’ve got a joystick
and a fire button. This can be a problem
because you can’t have Winnie the Pooh
reach up and pick an apple unless you can
control the fine arm movements of Win-
nie the Pooh’s arm.

We've just scratched the surface of
what video games can do. Shooting down
the aliens, or staying alive for the longest
period of time is really very one dimen-
sional. However, as the technology ad-
vances and the creativity sees ways to top
the improvements, there’s going to be
many more creative kinds of things that
will be done on a video screen.

The potential is phenomenal to do ex-
ceptional things with the television
medium, both interactive and passive.
Now whether we all resort to doing
movies like Porky’s and sitcoms like
Three’s Company in the video game
world, which is kind of what we’re doing
now, doing the obvious instant gratifica-
tion schlock—which is fun, but there’s
more than that. And we’re hoping that
we can do more than that. We're going to
at Parker Brothers but the ratings are the
consumer. They are the Nielsen Ratings,
and if it sells, you’ve got a hit, and if it
doesn’t, the consumer is saying no. A

Official Q* bert
Video Shirt

Everybody's Qrazy about playing 1
Q*bert. Now you can take him home
with you on a colorful, baseball-style
shirt. You get two FULL COLOR I
Q*bert designs printed on each shirt: ||
artwork featuring Q*bert, his friends
and enemies appears on the shirt
front and sleeve.

The stylish, 50/50 cotton-poly il
jersey comes in white with royal blue J
sleeves—perfect for guys, gals,
Q*bert fans of all ages. Available in a
full range of sizes (S,M,L,XL), machine
washable and your satisfaction is Il
guaranteed or your money back.

You'll love your official Q*bert Video ||
Shirt. Order yours today!

Send to:

COMPUTRON PRODUCTS

350 Fifth Avenue

Suite 6204, Dept. V-v2-1

New York, NY 10118
B [YES!Pleasesendme (how many)

L oftficial Q*bert Video Shirts @ only $7.95

each (plus $2 each for postage and hand:
ling). | have circled the size(s)of my choice: Jj
8§ M kXL

T T e, TR |
Address _'_*:
Sy | A _77'—|

State
Send check or money order (no cash please)
to COMPUTRON PRODUCTS. Canadian, I
foreign orders add $2 to total (U.S. funds j
only). New York residents add 4% sales tax,
i _ New York City residents add 8% % salt?sI
= tax. Allow 4-6 weeks delivery.
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Top Ten Home Games

This Last
Week Position Weeks on
7123/83 7/9/83 Chart
1 2 7
2 1 17
3 3 21
4 6 11
5 5 45
6 4 43
7 7 27
8 9 19
9 8 19
10 1 45

Game

Enduro (Activision)
Centipede (Atari)

Ms. Pac-Man (Atari)
Keystone Kapers (Activ.)
Frogger (Parker Bros.)
Pitfall (Activision)

River Raid (Activision)
Zaxxon (Coleco)

Donkey Kong Jr.(Coleco)
Donkey Kong (Coleco)

© 1983 by Billboard Publications, Inc. Reprinted by permission.
These are the best-selling home video games compiled from

Top 20 Arcade Games

1.Pole Position (Atari)
2.Star Trek (Sega)
3. Gyruss (Centuri)
4. Sinistar (Williams)
5.Time Pilot (Centuri)
6.Zoo Keeper(Taito)
7.Mr. Do (Universal)
8. Millipede (Atari)
9. Xevious (Atari)
10. Baby Pac-Man (Bally)
11.Galaga(Bally)

Percentage
100
91.3
91.0
77.0
68.0
65.7
65.7
63.5
62.3
61.9
61.8

Provisionally Rated (Between a 10-25% response rate)

1. Krull(Gottlieb)
2.Congo Bongo(Sega)
3. Journey (Bally)

4. Buck Rogers (Sega)

5. Food Fight (Atari)

6. Bubbles (Williams)
7.Mappy (Bally)

8. Bagman (Stern)

9. Mad Planets (Gottlieb)

94.8
83.4
82.7
79.4
75.5
68.1
68.1
61.9
59.6

These are the top earning arcade games according to a poll of
operators. Those with asterisks indicate operator reponses were

outlets by the Billboard research department. between 25-50 percent. © 1983 by Play Meter Magazine
H IG H sco R ER s Millipede 4,304,549 Ben Gold
Dallas, Tx.
(Eftective July 20, 1983) Moon Patrol 1,214,600 Mark Robichek
(7 cars) Sunnyvale, Calif.
Baby Pac-Man 6,685,130 Richard Sattilaro Ms. Pac-Man 419,950 Tom Asaki
Edison, N.J. Ottumwa, lowa
Bagman 3,333,330 Mark Robichek Munch Mobile 2,035,540 Ivan Luengas
Sunnyvale, Calif. 3 Miami Beach, Fla.
Buck Rogers 313,330 Bruce Borsato Nibbler 838,322,160 Tom Asaki
Trail, B.C. Canada Boozeman, Montana
BurgerTime 5,663,200 Tomas Sher Pac-Man Plus 3,203,580 Doug Perkins
San Francisco, Calif. Dallas, Tx.
Centipede 15,207,353 Darren Olson Pengo (4 men) 409,990 Kevin Leisner
Calgary, Alberta, Canada Racine, Wisc.
Defender 76,377,300 Burt Jennings Pole Position 66,710 Mike Klug and Less Lagier
Durham, North Carolina (41aps.) e.t.215.71 San Jose, Calif.
Dig Dug 4,129,600 Den Arthur Popeye 894,260 Eric Ginner
Blackburg, Va. Sunnyvale, Calif.
Donkey Kong Jr. 975,300 Bill Mitchell Q*bert 24,000,060 Terry Mann
Ottumwa, lowa Medford, Oregon
Food Fight 12,231,500 Scott Shrewsbury Quantum 1,029,160 Judd Boone
Sandy Springs, Ga. Moscow, Id.
Frenzy 4,789,909 Mike Mann Robotron 325,325,325 Robert Star Bonnie
Oak Park Heights, MN Kirkland, Wash.
Frontline 668,400 Jeff Peters Satan's Hollow 8,692,035 Richard Ward
Upland, Calif. Madison, Wisc.
Gorf 2,220,000 Jason Smith StarTrek 2,066,050 Tim Collum
Midland, Calif. Nacogdoches, Tx.
Gravitar 4,722,200 Raymond Mueller Super Pac-Man 588,436 John Azzis
Boulder, Colo. Santa Maria, Calif.
Joust(new chip) 98,565,550 Christian Gindgras Super Zaxxon 201,700 Gary Hatt
Ste-Foy, Quebec, Canada Upalnd, Calif.
Jungle Hunt/King 1,510,220 Michael Torsello Time Pilot 4,134,400 Bill Bradham
East Rochester, N.Y. Dubland, Ga.
Liberator 14,232,130 David W. Drake Xevious 9,999,990 Tim Williams
Minden Louisiana Moscow, Idaho
Lost Tomb 1,129,860 David Maines Zoo Keeper 8,601,900 Eric Ginner
Ottumwa, lowa Sunnyvale, Calif.
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DARTH VADER* beware! Get your hands on the action! In-
credible graphic simulation, music and dialogue created
from the movie, fantastic special effects you can't get at
home. . .the STAR WARS game from Atariisatotally new age
of coin video entertainment. Get into it where you play coin
video games. Remember, THE FORCE* will be with you!

& 1983 Lucasfilm Ltd. and Atari, Inc. All rights reserved. *Trademarks of Lucasfilm Lid., used by Atan Inc. under license.
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In the far reaches of your mind. .. light years away from your imdgination. . .
exists the ultimate plateau in pinball excitement!,
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THE FUTURE OF PINBALL HAS JUST ?\RRlVED.



