




Discover a gold mine of pleasure 
with Miner 204ger!' 

Climb aboard MINER 204ger 'M, , , for the most exciting ride of 
your life, , , with Bounty Bob (the famous Mountie) as he trails a 
dangerous desperado into an abandoned uranium mine loaded 

with , , , hazardous radioactive wastes , , , deadly mutant 
organisms, , , a whole mine field of dangers and tasks to perform 
, , , plus the deadline pressure of a ticking time-clock that can end 

your life at any moment! Discover golden nuggets of fun, an 
eldorado of excitement, a mother lode of thrills, , , with MINER 

204ger ;M maybe the greatest game ever invented, 
Can you dig it? 

Available now from these distinguished publishers on these systems: 
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IFYOU OWN A COMMODORE COMPUTER, 
YOU KNOW IT CAN DO ALL THIS. 
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BUSINESS EDUCATION PROGRAMMING GAMES 

BUT DID YOU KNOW FOR ABOUT $100, 
YOU CAN ALSO CET IT TO DO ALL THISl 
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more versatile they can be with 
the addition of a Commodore 
VICMODEM . 

,"Ii: .OUIltC~ 

an investment of abou t $100. 
Most computer companies 

think it's reasonable to ask as 
much as $500 for a modem that 'll 
give you telecomputing capabili
ties such as ours . 

• 

The screens at the top of the 
page show a few examples of 
how versat ile the VIC 20'" or 
Commodore 64 '" can be with the 
add ition of Commodore software. 

For around $100. the 
Commodore VICMODEM 
wi ll turn your VIC 20 or 
Commodore 64 compu ter 

into a telecomputer. 
To make matters even better, 

Commodore includes a few little 
extras (such as a free hour's time 
on the two most popular telecom
puting services) that add up to a 
value of $19750*,A nice return on 

However. with a VICM ODEM 
priced at around $100, we think 
we' re being a lot more reason
able. Don' t you agree? 

The screens below them give 
you a few exa mples of how much 
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By ARNIE KATZ 

Pirates and (Fellow) Travelers 

a eople, as former TV 
Ir' game show host, Art 
Linkletter always used to 
assure the audience each 
week back in the 1950's, are 
funny . Absolutely true . In 
fact, people can be down
right peculiar when they 
set their minds to it. 

The world of electronic 
gaming is hardly exempt 
from th is prevailing human 
cond ition . And nowhere is 
the oddness of arcaders 
more clearly evident than in 
computer gaming . 

Look at the piracy situa
tion . The same person who 
wouldn·t steal a book or 
record often doesn't even 
think twice about getting a 
bootleg copy of some hot 
new game program from 
co-computerist Jolly Roger, 
who has broken the disk's 
protection code as an after
noon's recreation . Some re
tailers claim that this type of 
thievery can cut a new com
puter game's sales life on 
store shelves to a matter of 
weeks . After that, the num
ber of unauthorized copies 
in circulation will grow large 
enough to seriously affect 
the legal market for the 
game. 

One reason it's so hard to 
stop piracy of computer 

, iiectronlc Garnes 

games is that, instance by 
instance, it doesn 't look all 
that big or widespread to 
most peop le. This is in 
marked contrast to record 
piracy, a huge and profitable 
venture that often involves 
produc ing bogus record 
labels and album jackets to 
fool the con sumer into 
thinking he has purchased 
the genu ine article . More 
than one computer pirate 
has attempted to salve a 
conscience by saying that he 
is only duplicating disks for 
" a few friends" . 

The hitch is that everyone 
has a few friends, and each 
of them has a few friends, 
too . Once someone has 
breached the copy protec
tion, any of these people can 
turn around and make a few 
more copies of any illegally 
duplicated game disk. So in 
dribs and drabs across the 
land, copies of each new 
game reach the playing 
public through what seems 
to amount to a loosely knit 
black market. 

Why care? Well, let's start 
with simple ethics. An elec
tronic game deSigner de
serves the same respect and 
consideration accorded to 
those who create works of 
art for other media. Every 

pirated copy takes money 
directly out of the designer's 
pocket in the form of missed 
royalties. Since we don ' t 
treat novelists and painters 
that way , why single out 
computer game inventors? 

In the long run, piracy 
curbs expansion in the com
puter game field . Outfits 
that don 't make the money 
they expect from t heir 
wonderful new programs 
will tend to be less anxious to 
increase the number of titles 
in the future . Without the 
working capital wh ich prof
its prOVide, it is very difficult 
for software prodUCing firms 
to make the improvements 
in their product that they, 
and the videogaming public, 
would like to make. 

Finally, by holding down 
unit sales of each individual 
title , piracy actually keeps 
software prices high. If the 
publishers could sell a legiti
mate disk for every one that 
now enters the market ille
gally, economies of scale in 
production and promotion 
would soon bring lower 
prices than we enjoy today. 

So the next time a friend 
offers you a pirated game, 
think twice. In the long run, 
piracy hurts everyone, up to 
and including yourself. 6 
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WITH THE OUICK-SHOT" 
JOYSTICK CONTROLLER 

IIOOB. 31&-'01 

Beating anv video game Is easV. bu1 
beating it single honded tokes a 101 more. 
I! tokes a good jo)'Stick that is responsive 
and comfortable. Now with Specfrovision's 
new Quick-ShotT\! Joystick Controller, you can 
do it all single-handed; control and fire at the some time. 

One lOOk 01 the handle and you know you'll hove a better grip on 
your game. Irs contour design fits comfortably around your palm. You 
con ploy for hours without developing a case at sore thumb. The 
firepower button on top of the handle gives you that extra margin of 

THE WINNING EDGE. 

CONIOUR HANOI! 0PTlDIW. L£FT HAND UNIVERSAL JACK & REMOVABlE SURE 

FOR USE ON THE 

• ATARlVCS SYSTEM 
• SEARS VIDEO ARCADE 
• VI(}20 COMPUTER 
• ATARI 400 & 800 COMPUTER 

SYSTEMS 

speed. eNe didn't caU it Quick·Shot for 
nattl ing.) You also hove the option to use 

the left hand fire button simultaneously. 
The four removable suction cups hold the 

entire joystick firmly on any surface. It also comes with a long cord. 
With all those superior features in one joystick, you know you got 

yourself a winning combination. And when it comes to beating video 
games, one hand is all you need! 

Gel the Quick-ShaIN now, you'U be thaI much ahead. After all, 
winning is what (Nery game is all about. 

By~~~t.lRRVI5'18~ 

AND RAPID FIRE BUTTON ARE BUTTON lONG CORD I FOOT SUCTION CUPS 39 W. 37th Street. New Yorl<. N.Y. 10018 

• ATAAJ VCS'· ,'400 & 800 COhlPUTEA SYSTEMS'''' ARE REGISTERED TRADfhlARKSOf ATAR!, INC "SEARS VIDEO ARCADE' '''rs A TRADEMARK Of SEARS. ROE8UCJ( & CO. " VIC 20' · '5 A TRADEhlARK OF C{)MMOOORE 



PARKER GRABS 
TWO HOT 
LICENSES 

When Parker Brothers went 
shopping at the recently held 
A .M .O .A. (Amusement &. 
Music Operators Association) 
convention and show, they 
weren't kidding aroundl The 
company picked up licenses 
for two hot coin-ops wh ile 
attending. 

Parker Brothers is now 
authorized to produce home 
versions of Q . Bert, the 3-D hit 
from Gottlieb, and Popeye, 
the coin-op co-creation of 
Nintendo and King Features. 
80th games should be intro
duced in home versIons be
fore the end of 1983. 

INTELLIVISION'S 
KEYBOARD 

IS HERE! 
Sound the trumpets, gam

ers ! Intellivision's brand new 
computer keyboard is at last 
ready for release to the gener
al public after extensive test· 
ing. The $150 unit is described 
as being capable of perform
ing the functions of a home 

computer when attached to 
the Master Component con
sole. 

Plugged into the Intellivi
sian, the keyboard and adap
tor modules ut ilize built-in 
BASIC. 

Test marketed for the past 
two years, the keyboard 
should be fully distribu
ted by mid-'83 . 

In other Mattei news, the 
company is readying an im
pressive roster of all new 
hardware and software prod
ucts. Check the May EG for 
the lowdown on goodies like 
the Intellivision 3. 





COLECO, ATARI 
CROSS SWORDS 
Alari has entered su it 

against Caleca Industries for 
what it terms patent infringe
ment and unfair competition. 
Atari seeks an injunction to 
halt the sale of Coleco's Ex
pansion Module #1, which 

ATARI ATTACKS 
DEMON ATTACK 
Atari has gone to court , fil

ing a lawsuit against Imagic, 
claiming the Intellivision ver
sion of Imagic's Arkie-Award 
winning hit, Demon Attack 
infringes a copyright. 

The folks in Sunnyvale 
aren't too happy, to say the 
least, because Atari holds the 

10 EIKtronic Gimes 

allows VCS-compatible car
tridges to be played on the 
Caleca game unit. Atari is 
seeking damages from Caleca 
in the amount of $350 million . 

Coleco has responded by 
fil ing a countersuit for $500 
million, alleging violations of 
the Federal Antitrust statutes. 

rights to Phoenix (Centuri) , 
and says that Demon Attack is 
plagiarism of that game. The 
VCS-compatible version of 
Demon Attack is not believed 
to be at issue. 

A spokesman for Imagic ex
pressed confidence that 
Atari's case won 't stand up, 
and den ies the charges as 
be ing " completely without 
merit". 

Arnold Greenberg, president 
of Coleco, states, " Patent 
attorneys fo r Caleca have 
carefully examined all rele
vant Atari patents and are 
convinced that Caleca does 
not infringe any valid pat
ent ." 

Greenberg went on to say 

that Caleca wasn 't surprised 
by Atari's suit. "It's another 
example of Atari's effort to 
monopolize trade and com
merce in the home video com
petition, and thus deprives 
retailers and consumers of 
the benefits of a fair and open 
competitive marketplace." 



Time's up. Here comes Vanguard' from Atari8

• 

Vanguard is here with everything it has in the 
arcade. And it's only from Atari. 

There are six dangerous tunnel zones . Lasers 
that fire in four directions. Map displays. En
ergy Pods . And , of course , Gond in the Mystery 
City. 

Run out of lives and the game"s not over. Con
tinue. but only after you've forfeited your 
points . . 

And points can be hard to come by_ Which may 
be the most important reason to find out which 

player in the example pictured above is making 
the mistake. The player on the left has destroyed 
a Kemlus snake in Rainbow Zone 

Three for 100 points . But the )I~ 
player on the right didn 't make 
that mistake. He's docked 
with a Kemlus snake and is 
racking up over 1000 points . • 

Sodon"tleave Vanguard in AT'ARI 
thestore. it wouldbethebig- "'I. 
gest mistake of all . A WarnerColnnlullications Company. 



C» UPGRADES 
TO O' 

The producers of the Odys· 
sey' standard programmable 
videogame system . The" 
Odyssey Division of North 
American Phillips, will release 
an upgraded version under 
the O' name by mid· '83. The 
new system is both upwardly 
and downwardly compatible 
with the existing one, mean
ing carts produced for the O' 
will work in the O' and vice 
versa. Even though a cartridge 
designed for the upgraded 

GRAND MASTER 
CHESS REALLY 

MOVES 
Milton Bradley is on the 

brink of a new technological 
wonder, while simultaneously 
entering the computer chess 
field, Dubbed "Grand Mas· 
ter" , MB 's self· contained 
computerized chess game 
goes other programs one 
move better, by incorporating 
an assortment of features that 
makes computer contests 
even more reward ing for 
pawn-pushers. 

Featured are a variety of 
skill levels, and a selection of 
controls to make the game 
versatile e nough for even ar
dent chessists. The best part is 
that the chess pieces actually 
move themselves across the 
board. with no assistance 
from the gamer! 

unit looks and plays better on 
the 0 1, 0 1 owners can still 
expect to get the same quality 
carts they 've been getting all 
along. 

Among the O " s advan· 
tages over its predecessor. im
proved graphics capabilities is 
most obv ious . Increased 
screen RAM allows for games 
with much more intricately 
rendered backgrounds than 
could be provided with 0 ' 
carts. (It's possible that Pick· 
Axe· Pete, among others, may 
be reissued in revised editions, 
presenting the O J owner 

The entire contest can be 
played to mate without even a 
touch of the human hand. 

games with much more de
tailed graph ics, 

The 0 ' will also be much 
more compact than the pres· 
ent version . Like the 0 ' , it'll 
have the ability to interface 
with a speech synthesizer, but 
the add·on will be better off 
attached to the back panel , 
instead of on top of the unit. 

The new system features 
the first full·sized keyboard 
with buttons (as opposed to 
the current monoplanar de
sign) in the videogame indus
try . 

This is the first robot 
player tha t has attained 
full U.S. distribution, 

MIAODua.G. •• 
TH.IIIIIST 

LHAL 
•• HAIR ... _ 
The videogame industry's 

f irst legal enhancement, is 
contained within the new 
coin·snatcher from M idway. 
Pac· Man Plus. 

In this version, faster play. 
action isn't the only differ· 
ence, The movement of the 
ghost monsters is now ran· 
domized to make the action 
more challenging. You may 
have had them running be· 
fore, but now Inky. Blnky, 
Pinky and Clyde will have you 
on the run, 

MASSACHUSETTS 
TOWN BANS 

GAMES!II 
An ordinance banning all 

video games in Marshfield , 
MA was passed June 15. It 
specifically prohibits the use, 
operation and possession of 
commercial video games. Any 
violators will be fined 5200 for 
each offense, 

Since there are still a few 
people out there with reason· 
able attitudes toward the 
games, an appeal has been 
filed with the State Court of 
Appeals, claiming that the 
ordinance is unconstitutional. 
and stating the town has ex· 
ceeded its authority in passing 
the law. 

Although Plymouth District 
Court Judge Joseph Ford reo 
fused to grant a temporary 
restraining order to stop en
forcement of the ban, local 
police agreed to ignore the 
new law until the court's rule 
on the appeal is handed 
down. 



Quick,figure it out. Here comes Phoenix* from Atari. 
Duck. Here comes Phoenix . The famou s 

arcade sensation that's now a home sensa
t ion. And it's only from Atari for use with 
the ATARI® 2600 " and Sears Video Arcade! 
systems. 

This is a spectacula r arcade replica . With 
four waves of a wesome warbirds. Flapping 
wings that grow back seconds after you 
shoot them off. And even a forcefield . 

Bu t in Phoenix you can 't just wing it. You 

I~ 
l ' :<. 

PHOENIX 

1[{1;'" II r , 
•• 0" • . . 

can't shoot like the player on the left. Be
cause he'll get only 100 points for a bird 

high in the sky. While the Play;)e l~ on the right will shoot the same 
bird low in the sky for 500 points. 
And a feather in his cap. 

So whether you aim high 
or low, aim to get Phoenix ATARI' 
home. Any other idea is for ~I. 
the bIrds . It. Wu nlrCommun lcaUonl Company. 



THE NATIONAL VANITY BOARD 
Today'. Top Coin-op Scores 

Eledronic Games is proud to announce the creation of 
the National Vanity Board to identify and honor the na· 
tion's arcade aces. Just as the Electron ic Games' Na· 
tional Home Arcade salutes the achievements of the 
lords and ladies of livingroom gaming, the Nat ional Van· 
ity Board will monitor the triumphs of the kings and 
queens of the coln-op videogaming world, 

EG will update the listings each month based on infor· 
mation prov ided by game manufacturers, arcade 
operators and, most importantly. our hundreds of 
thousands of readers. If you or one of your buddies reo 
writes the record book for the most popular commercial 
arcade machines, getting the proper recognition for the 
new champ is as easy as following these three steps: 

1 . Set the record. 
2. Show the arcade manager on duty your record score 

and have him (or her) sign the proper portion of the 
report form----copies or facsimiles are fine. 

I. Mall your score report to: Electronic Games, 235 
Park Avenue South , Sixth Floor, New York, N.Y. 
10003. 

Score R ....... _ __________ _ 

Name of Player (please Print) 

Player's Address ________________ _ 

Name of Game ________________________________ _ 

5core ____________________ ___ 

Name of Arcade ________________ _ 

Arcade Address _ ___ _____________ _ 

Arcade Operator's Signature _ ___________ __ 

Here Are the Arcad .... to Beatl 

Battleao"e (Atari) 
Dennis Hranitzky 
Grapevine, TX 
Retard: 9,600,500 

Mlssil. Com ....... d (Atari) 
Joe Fernandes 
Artesia, CA 
Record: 52,246,260 

C_..- (Atar!) 
Darren Olson 
Calgary, Canada 
Record: 15,207,353 

Donkey Hon .. Jr. (Nintendo) 
Tim Hold 
Milwaukee. WI 
Record: 430,600 

Cru, Climbe< (Nlchlbutsu) 
Mark Benzie 
Fort Royal, VA 
Retord: 856,250 

_nd.r (Williams) 
Marvin Norton 
Safford, A2 
Record: 49,367,750 

Pac·Man (Midway) 
Dave Marsden 
Santo. TX 
Retard: 14,880,210 

_ ....... 1. (Stern) 
Jason luler 
Cliffside Park. NJ 
Record: 8,410,500 

Ph ... ni. (Centuri) 
Jim Barnett 
Philadelphia, PA 
Record: 786,904 

Astro ......... (SegalGremlin) 
Eron Foote 
Spokane, WA 
Record: 101 ,450 

Gorf (Midway) 
Jim Hart 
Jacksonville, NC 
Record: 1,237,500 

Die-Dul (Atarl) 
Dwayne Lindsey 
Redding, CA 
Record: 3,499.010 

Donk., Kon& (Nintendo) 
8i11 Schenley 
Ocean Grove, NJ 
Retord: 11 ,800,300 

.. re ... ' (Stem) 
Jim Howell 
McHenry. Il 
Record: 1,914,777 

.. roger (SegalGremlin) 
Dave Marsden 
Santo, TX 
Re<ord: 2,400,050 

Galqa (Midway) 
Jack Pardo 
lansing. MI 
Record: 9,635,070 

Dm.p Rac. (Midway) 
Gary Buchanan 
Brentwood . TN 
Retord: 1,960,400 

stareale (Williams) 
Mike McCrary 
Albuquerque, NM 
Retard: 64,830,268 

Robcmon (Williams) 
Ken Vance 
Las Vegas, NV 
Retord: 200,257,350 

T.mpest (Atari) 
Ken Vance 
las Vegas, NV 
Retard: 4,999,993 

Yanluard (Centuri) 
Guillermo Toro 
Caba Raja, PR 
Record: 2,238,220 

WI&anI of _ (Midway) 
Johnny Thatch 
Marietta. GA 
Retord: 398,000 

Zaxx_ (SegalGremlln) 
Tim Williams 
Climax, NC 
Record: 2,136,200 

Tron (Midway) 
Rob Ankrom 
Beaverton, OR 
Record . 1,922.563 

SOlar "ox (Midway) 
Rick McClellan 
Columbus, OH 
Record: 221 ,110 

Thief (Pacific Novelty) 
John Carver 
Holly Hill, FL 
Retord: 389,890 

Kkk-Man (Midway) 
Rich Turkishev 
Manitov Springs, CO 
Record: 4,429,555 

Kane- (Atari) 
Francis Haggerty 
Cresskill , NJ 
Retard: 162,400 

Loopln, (Venture Line) 
Wade WIttmer 
Topeka. KS 
Record: 554,050 

Space PlrelNrd (SegalGremlln) 
Bobby Henderson 
Belle Chasse. LA 
Retord: 128,520 



Better find out. Here comes Centipede'· from Atari. 
Look out. Centipede's escaping from the ar

cade. Grabbing every great arcade feature it 
can . And it's only from Atari , for use with the 
ATARl o 2600,'· Sears Video Arcade' systems, 
and the ATARI 5200'· SuperSystem. 

There's the same relentless attack of centi
pedes, scorpions , fleas, and spiders. A mush
room garden . Changing screen colors with 
each new centipede, And each new one gets 
faster. So points get tougher. 

And if it's points you want, you can get 10 
times more by shooting for the head . Like the 

player on the right. He's about tOJ it Il 
the head for 100 points . But the 
player on the left is atx>ut to hit a 
body segmen t for a measly 10 
points. A cheap shot. 

So don 'tlet Centipede get AT'ARI' 
away. That wouldn't be using MIJ L..:====::.:J-- .... your head . A Warner Commul'l lcaUons Comp.an)'. 



,----_ _ _ -----J * THE NATIONAL * 
ARCADE SCOREBOARD 

THE BEST SCORES FOR POPULAR VIDEOGAMES 

Photos of readers' best scores are really pouring into the 
offices of Electron ic Games, and the competition among 
the land's arcade aces is even keener than expected. There 
are plenty of top players out there, and the ran kings listed 
here show that they 're hitting the joystick hot and heavy in 
a bid for national recognit ion, 

The scores tabulated here reflect the first group of games 
which the editors of EG selected to kick off this continuing 
compilation of home videogaming records. We'll be adding 
more games and updating their scores each month, a few 
at a time, until we're covering most of what's hot. 

To have your gaming achievements recognized in the 
National Arcade Scoreboard, all you 've got to do is follow a 
few simple rules: 

1. Every score must be accompanied by a photograph of 
the TV screen showing the score. These photos do not 
have to be of publishable quality, just readable by our 
judges. 

2. All photographs received become the property of Elec
tronic Games and none can be returned . 

3. Be sure to include your complete name and address. (We 
will print only the name and city in the magazine, but we 
may want to contact high scorers for helpful gaming 
hints.) 

Games currently eligible for the National Arcade 
Scoreboard are: 

* UFO (Odyssey) - Game #1 * Asteroids (Atari YCS) - Game #6 * Grand Prix (Activision}-Course #4 * USAC Auto Racing (Mattei) - Course #1 * Spacechase (Apollo) - Game #1 * Defender (Atari YCS) - Game # 1 * The Incredible Wizard (Astrocade) 
(one player, easy difficulty) * Space Hawk (Mattei) - Game #1 
(auto-fire, if desired) 

THE HONOR ROLL 

UFO/Odyssey/Od,sse, '/Game 11 1 
1. 1,87:2 - Bill Simsalek, Cleveland, OH 
2. 1,674 - Mark Hansen, Toronto, Ontano 
3. 1,616 - Lee Raymond, no address given 

Asteroids/Alari/Alari VCS/Game # 6 
1. 199,990 - Ed Semrad, Waukesha, WI 
2. 195,110 - Bob Clarke, Racine, WI 
3. 1:29,460 - Bob Prindle, Erie, PA 

Grand Prix/Activision/Atari VCS/Course # 4 
1. 1:15:41 - Mike Ratledge, Charleston, SC 
2. 1:16:69 - John Larem, Palos Heights, IL 
3. 1:16:71 - Ed Semrad, Waukesha, WI 

16 (Iectronlc (;.mH 

USAC Auto Racing/ 
Mattel/lntellivision/ Course # 1 
1. :2:49 - John Malley, Aurora, IL 
2. :2:5:2 - Ken Barley, Canby, OR 

Spacechase/Apollo/Atari VCS/Game # 1 
1. 185,075 - Tom Garcia, Whittier, CA 
2. 91,100 - Ed Semrad , Waukesha, WI 
3. 45,500 - Adam KrllC, Medford Lakes, NJ 

Defender Atar;'Atari VCSGame # 1 
1. 4,717,850 - Ed Semrad, Waukesha, WI 
2. 4,181,500 - Charles Own Jr., Little Rock, AR 
3. :2,00:2,850 - Art Childs, Gaylor, MI 

The Incredible Wizard/ Astrocade/ Astrocade 
1. 110,510 - Bob M irsch, Warren, M I 
2. 115,050 - Kark Wolski , Glen Ellyn, IL 
3. 99,990 - Swain Yalasek, Tampa, FL 

Space Hawk/Mattel/lntellivision/ Game # 1 
1. 10,105,:2:20 - John Malley, Aurora, IL 
2. 10,14:2,040 - Luc LaBelle, Manitoba, Canada 
3. 5,110,660 - Steve Connelly, Boone, NC 

-
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*Most Popular Videogame Cartridges* 
Position 

This Last 
Month Month Gama S,stem Manufacturer 

1 1 Pitfall Atari 2600 Activision 
2 2 Donkey Kong ColecoVision Coleco 
3 Ladybug ColecoVision Coleco 
4 12 Venture ColecoVision Coleco 
5 Defender Atari 2600 Alari 
6 3 Donkey Kong Atari 2600 Coleco 
7 8 Zaxxon ColecoVision Coleco 
8 5 Demon Attack Atari 2600 Imagic 
9 Megamania Atari 2600 Activisian 

10 E.T. Atari 2600 Atan 
11 10 8erzerk Atari 2600 Atari 
12 Raiders of the Lost Ark Atari 2600 Atari 
13 14 Star Master Atari 2600 Activislon 
14 Turbo ColecoVlsion Coleco 
15 6 Frogger Atari 2600 Parker Brothers 

*Most Popular Computer ProgramsR 
Position 

This Last 
Month Month 

1 2 
2 1 
3 8 
4 3 

5 5 

6 
7 
8 7 
9 4 

10 

Game 
Pac-Man 
Star Raiders 
Centipede 
Castle Wolfenstein 

Choplifter 

Protector II 
Gorf 
M issile Command 
Jawbreaker 
Frogger 

S,stem 
Alari 400-800-1200 
Atari 400-800-1200 
Atan 400-800-1200 
Atari 400-800-1200, 
Apple II 
Atari 400·800-1200, 
Apple II 
Atan 400-800-1200 
VIC-20 
Atan 400-800-1200 
Atan 400-800-1200 
Atan 400-800-1200 

Manufacturer 
Atari 
Atari 
Alari 
Muse 

8roderbund 

Synapse 
Commodore 
Atari 
Sierra On-Line 
Sierra On -line 

*Most Popular Coin-Op Videogames* 
Position 

This Last 
Month Month 

1 1 
2 2 
3 3 
4 5 
5 10 
6 4 
7 6 
8 
9 9 

10 

Game 
Donkey Kong 
Tron 
Zaxxon 
Dig-Dug 
Donkey Kong, Jr. 
Ms. Pac-Man 
Robotron 
Tempest 
Joust 
Centipede 

Manufacturer 
Nintendo 
8al ly/ Midway 
Sega 
Atari 
Nintendo 
8ally/ M idway 
Williams 
Atari 
Williams 
Atari 

Readers Choose Top Games 
Since mere quantity of pl ay doesn't necessanly equal actual popularity, 

El ectronic Games bases its standings on the votes of its readers . These 
lists of most popular games are based on the more than 1000 Reader Polls. 
We update the " picked hits" lists in every issue of Electron ic Games. 

So send in your votes! 

l' f lKtronlc Games 

EG HOSTS 
EXEC ROUND 

TABLE 
Several lead ing hardware and 

software publishing executives and 
heavyweights frem the business jour
nalism world joined together for the 
first annual Executive Roundtable of 
the Electronic Gaming Industry. Spon
sored by Electronic Games magazine. 
this strictly off-the-record session was 
conducted over dinner at New York 
City 's fabulous Windows on the 
World restaurant , atop of the World 
Trade Center. 

Representing some of the giants in 
the industry were: Arnold Greenberg, 
president of Coleco, Bill Grubb, presi
dent of Imagic. Rich Sterns. vice presi
dent of Parker Brothers, and Dave 
Gordon, president of Datamost. 

TV GAME SHOW 
VIDEOGAMES 

The Great Game Company is de
signing and marketing a line of car
tridges for the Atari VCS, based upon 
popular TV game shows. The Great 
Game Company operates as a division 
of !.J.E. Distributing, owners of the Kid 
Stuff Record Label (the second largest 
children's record company). 

The first six games are electronic 
versions of " Family Feud" . 
"Jeopardy". "Password" , "Tic-Tac
Dough" , "Joker's Wild" and " Wheel 
of Fortune" . 

H. Michael Sisson. vice president of 
advertising and marketing, reports 
that licensing arrangements for even 
more popular game shows are cur
rently being negotiated, which will re
sult in forthcoming titles for all anxious 
game show gaming fans. 



ACCESSORIES FOR MATJEIJo 
II'ITELLlVlSIOI'IN VI'IIT 

(Not for use with Intellivlsk>n- II or 111) 

JolStk:1< 14.95/ ... t t 
Preclskm machined from aluminum 
(gold anodized) (or the. most dlscrlml
naUng player. Includes 2 replacement 
disks with screw·ln stra~t stick and 
ball handles. 

DlotIcl<- lO.OOIpaIr t 
Rcplace~ntJoystIcks for Intclllviskm
made from hl·lmpact plastic. 

Iat.e_-Duateo- 7.951 
"«IVY vinyl wtth logo. 

ALL MAIL OIlDER COJIIFAI'IIES 
AlII! I'IOf TnE SAlllEI 

I wn.e been In bualMss for over 10 yan. 
2. We operalf:: .. s&ora as wdI .. our mall Ofder 

business. 
3. We slock owr .1.000.000 In 1n\'al1Ory. 
4 . We: shtpower"'Ofouronlerl within 

48"""". 
5. We: haw: the moll eophIItlclted computEt _In .... ~ 
0. We '- .... _II1II_ 800 Una 10 .-

_orders Mlaar ~nll. 
7. WOWllllllpanr __ ..... . 
.. we wlfl1nUT C 111' ............... cJduIa. 

ACCESSORIES FOR ATARJ' VCS 
at ATARJ' 400N /800 N 

Q.A."'.~.s1" Super Joystlcl< ~9.9.5t 
Finest quality. ~year mfr's. warranty. 

Joystkl< E.tenslon Cord (6 ft.) 4.95' 
6 ·wlre cable. (U ft.) 6.9.5' 

JOYl'lI"l<"r Adapter 6.9.5' 
A1k>wsJoystlck l!t paddles to rema in 
connected, saving wear and tear on 
connector pins. 

Joystk:1< Lefty Adapter 5.95' 
AUowsAtarl· joystick to be turned goo for 
len handed persons. 

Supc:rcbargefN by Starpatb- 39.95t 
Regularly 69.95. Wkh Phaser Patrol
Tape (Increase memory of Alar" VCS). 
~-AC/DC 
~t.e lIeconIer ~.95; 

Regularly 49.9:\. 
_ Dulll eo-. 7.95 t 

for ltiOO. 400. 800 lit 5200 models. 
All heavy vinyl with logo. 

SupeJjo)'5tk:I<- wIUI 
~ I'Ire lluttoas 'lII.951 

This Is Ihe same quality Joystick we've 
been seiling for Alar" 3 year mfr"s. 
warranty. 

l1&l.I " ... el.., (lIZ JoyIotldl) lO.OO/pr. t 
For Caleco'! 

JoyIItk:I< -yo Adapter lO.OOIpr.1 
Allows use of O.A.M.t .S.- supe~oystlck 
with standard COleco" controller,;,} 
9-wtre cable, 

Controller E~te:a.loa Cord 
9·wire cable. (9 It.) 10.001 

CoIecowIsloa- o...t CO_ 7.98t 
Heavy vinyl with logo. 

VIsa and JIIasterCard holders may call 
to place orden: 1·800-626-959'1. 

1'10 C.o.D. OIlDEIIS. 
(Dea)er Inquiries welcome.) 

G.I.RI.I.I; 
_ .. -0 _a ... taIotI reqa.1e to ... "------ -- ... -112e~" Awenue I~ EIlb AIrI.oenue 2814 W. 5epuIvaia ABC £;, .... WS= ... c:c..r 

v.n fturs. CA lMOII Pounliliin v.l1e~ CA Torrance. c:A 1020 Awatut-~ .. .... 
121",781 ·1300 (114' ..... 1711 Q:Ul5:»-18Q5 rtuaLewl .......... U 

(U't~ 

I'or IDroraaUoD call: 1·~13-781-UOO 
(Mon.·I'TI. 9-6 PST / Sal 9-5 PST) 



PAC-MAN 
INVADES 

GERMANY 
Pac-Man currently reigns as 

the biggest thing to hit West 
Germany since the Olympics. 

It ' s est imated by happy 
burgermeisters that over 
230,000 of the Atari carts have 
been sold in 'S2, and a gross 
take-out from Germany is 
estimated at $50 million . Atari 
foresees the gross increasing 

to about $70 million in 'S3 . 
Home videogame carts re

tail from $40 to $60 in Ger
many, where entire families 
are said to be partaking the 
gaming craze. 

HAVE A COKE 
AND A GAME 

Coca-Cola will soon intro
duce a new line of vending 
machines that offers special 
options designed to attract 
customers. Garners will be 
happy to hear said options 
feature a small-screen 
videogame just above the 
coin slot. Suy yourself a Coke 
and get a free game along 
with it. Not bad. 

There are currently two 
gaming options being offered 
to Coke bottlers . The first 
game makes the player a de
livery man who must catch 
fall ing pop bottles thrown at 
him by a monkey hanging 
from a palm tree. The second 
involves players' concentra
tion as they line up and stop 
moving letters to spell the 
famil iar beverage's name. 

Brian Dyson, president of 
Coke USA, says the games are 
" interesting and intriguing", 
but goes on to warn that "if 
the games don't attract busi
ness, they won't be around 
very lang." 

HOSPITAL HOLDS 
VIDEOGAME DAY 

A videogame club in East 
Detroit, MI, The Activision 
Addicts, recently sponsored a 
" Hospital Video Game Day" 
in the Bi -County Hospital's 
children's ward located in 
Warren, MI. 

The club got some help 
from Atari, Activision, Games 
by Apollo, and Imagic, all of 
which contributed prizes to 
the festivities. An Atari VCS 
unit was donated to the 
hospital's play room, and in
volved a dozen kids who par
ticipated in the event, assisted 
by six club members. 

The Add ict 's PreSident, 
Ernest Sevener, reports that 
the event was so well received 
and so well appreciated that 
the club plans even more 
" Video Days" during the up
coming months. 

PRESTIGE CHALL.NGER BREAKING NEW GROUND 
Fidelity Eiectronics " Pres

tige Challenger" rated ex
tremely high in the U.S. Open 
Chess Championship, held in 
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St. Paul, MN, by defeating a 
Cand idate Master with a 
score of 20161 

This big win served to put 

the program securely into the 
" expert" category of chess
player. which is a first for any 
microcomputer game . 

The way these chess ma
chines are improving, it may 
soon take a chess comput
er to beat another machine. 
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THE ~E 
FAST ACTION 

FOR YOUR VIC-1O. 

Dive Into a Fearsome Fight! 
Grab your gloves, survival pack and head
gear! Your Sidewinder commandos are 
whooshing off into the most frenzied fight 
in the far side of the galaxy ' You 've got to 
out-maneuver deadly Battle pods, dodge 
destructive Stalker bombs and go head-to· 
head with alien Oblitojets . . . all at speeds 
you wouldn't Imagine possible! 
Suggested Retail Price $29.95 

Blast An Insect Invasion! 
Dive into the most awesome all-out battle 
ever! You 'll be attacked from all di rections 
by a barrage of deadly android wasps and 
alien creatures like you've never encoun
tered before! Any contact means instant 
destruction! If it's not the fastest game 
you've ever played. you' re from another 
planet. 
Suggested Retail Price $29.95 

Attack Crazy Aliens! 
Fall back in to the far fields of the galaxy! 
That bumbling formation coming at you is 
the c razy Galactic Blitz. These aliens have 
15 d ifferent play patterns. And each time 
you take one out of the game they come 
back mad as ever! So go for the galactic 
score full speed ahead' If You're merely a 
spectator, find another sport. 
Suggested Retail Price $24.95 

Dealer inquiries invited. Tronix games are available at your local store, or direct from us. Send a check or money order to Tronix Publishing, Inc., 
701 W. Manchester Blvd., Inglewood, CA 90301. 

V)C·20 .... IS a trademark of Commodore ElectroniCS Limi ted. 
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COVERING EG 
Electron ic Games has had a series of 

very appealing covers and interior 
artwork right from the start. It looked 
good, it looked professional and it 
looked exciting. Whoever put the con
cepts and cover designs together is a 
genius, but the October issue was 
okay, color-wise-only there were 
some problems. The colors inside the 
middle box were dull; the red " egg" 
on the cover clutters and detracts. 
Having a photograph on the cover also 
detracts from the "mood" of previous 
issues. I'm not complaining, but I really 
like EG and I've seen a lot of other 
attempts at similar magazines but no
body else has done it right or put the 
eHort into it that you have. 

I want to make sure EG gets all the 
support it needs. I have no doubt EG 
will survive and grow where other 
magazines will die out. 

lawn an Apple II + and bought it 
solely for games - since its incredible 
software supply makes it a gamer's 
dream. I was glad to see your most 
recent issue run an article on the Apple 
system. I feel the same about the Apple 
as I do about EG : the more support it 
gets, the better the end product will 
be. 
Ed: Unfortunately, the final page of 
this letter was not enclosed in the en
velope so we have no way of knowing 
how it all comes out. But we 've got a 
few comments on the subject of cov
ers. 

We really try to make sure that no 
two issues of EG have similar covers. 
The concepts are plotted by the editors 
and coordinated, laid-out and coated 
with magic dust by our very own de
sign genius and winner of this year's 
in-house " Arky" for/ay-out above and 
beyond the call of duty -Ben Harvey. 

Two of our most popular covers demonstrate the w ide variety of cover art used in EG 

2.2 EIectrOl1lc Cit"" 

Single-handedly, Ben puts together 
the magni ficent package EG presents 
each month. 

If we don't entirely succeed with 
each cover, let us know. We 'd love 
more feedback from our readers on 
both our covers and the interior art -
what you like and what you'd prefer to 
see changed. In terms of our graphiCS, 
we've always held to one rule : Make 
EG look as much like the games as 
possible. In fact, if we could make the 
pages move, they would. 

THE VANISHING 
PLAYLAND 

I've noticed lately that your " Com
puter Playland " section has slowly 
been diminishing. Could you tell me 
why? 

Stephen Ciaglia 
Scotch Plains , NJ 

Ed: As a matter of fact, Stephen, 
" Computer Playland" has vanished 
completely -in favorofourexpanded 
" Computer Gaming" section. It just 
happened that you caught an issue in 
which we tried to cover some of the 
exploding programmable videogame 
software, and space for that came at 
the expense, temporarily, of our com
puter software reviews. 

We at EG feel that, within five years, 
computers will have penetrated into 
the market to an astonishing degree, 
and one of the mainstays of the per
sonal computer will always be games, 
art, music and other forms of electronic 
delight. So you can expect to see those 
computer review s·ecUons swell as the 
months pass! 

EG. CALL HOME 
What stores sell your magazine in 

Wilmington, N.C.? I have read your 
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Can You Handle The Reality of Le Stick? 
You're in command with Le Stick as you travel through 
the uncharted galaxies of Missile Command ,. Star 
Master'· and Star Raider. ,. Le Stick 's internal guidance 
system gives you tactical superiority in interstellar war
fare as you learn tc maneuver at the speed of light or 
cautiously cruise through enemy territory. Its laser red 
firing button gives you the upper hand on demons, 
dragons and disasters. 

Le Stick heightens your sense of reality by giving you 

the freedom of one handed control that conventional 
joysticks and keyboards cannot duplicate. With Le Stick 
you forget where reality stops and fantasy begins. 

So the next time that you want to explore new worlds 
reach out and grab Le Stick. the first joystick to offer you 
the realism of being there. 

Now Datasoft will put Le Stick in your hand for S24.95, 
and at that price you may never come back down to earth. 

Dat_~~~ 
9421 Winnetka Ave. 
Chatsworth, CA 91311 
(800) 423-5916 

Le Stick for Atari" 400 1800. ,. Atari Video Game" and Commodore VIC. ~ 
(213) 701-5161 in Califomia 
© 1982 Datason Inc. ~ 



magazine from a friend who loaned 
me his copy - how do I get my own?' 

John Ingram 
Wilmington, N.C. 

Ed: Besides subscribing for a total of 
12 issues at $28, there are several al
ternatives. EG periodically runs lists of 
all specialty stores selling more than 25 
copies a month. The other way to go 
about it - a method that will enter
nally endear you to our circulation de
partment, is to go to your nearest 
newsstand and demand a copy. If he's 
all out, suggest he get more next 
month. If he doesn 't carry it - the 
villain -set him straight on where the 
electronic gaming action is really hap
pening - EG magazjne! 

TOP SCORES - OLD GAMES 
In EG , you are always telling us 

about the latest games -so why don't 
you list high scores on those new 
games (Dig-Dug, Kangaroo , Tron , 
etc.)? 

David Bard 
Brooklyn, NY 

Ed: We are constantly updating our 
scoreboards and Vanity Boards - wit 
ness the indusion of Tron and Kan-

garoo for example. But we also like to 
give players time to become ac
quainted with the new titles, learn the 
ropes, and flip over those digits like 
Pete Townsend's fingers gliding over a 
Fender fretboard. 

SPOR~LOVERSLAMENT 

I've owned an Atari 800 for over a 
year now, and I keep waiting . When 
are we going to see some decent sports 
software for that system!? I've seen 
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what this system can do and I can't 
believe that no company has had the 
brains to turn out some good sports 
simulations - especially games that 
can be played against another player 
or the computer. 

I 

STAR BOWL FOOTBAll 

Please reassure me - sports games 
are on the way, aren't they? 

John Tree 
Santa Monica, CA 

Ed: John, do I have good news for 
you! The sports explosion is about to 
ignite on the At4ri front. Gamestar is 
producing what looks to be a spec
t4cular football simulation and will 
follow with an entire line of sports and 
sports-like games. 

There 's also an absolutely fantastic 
soccer simulation, 16K on cartridge 
now ready for the 4001800 from En 
gland's Thorn-EMI that plays either 
head-to-head orsolit4ire, and with the 
fi~t few games, be prepared to have 
the British computer program drive 
you into the turf' 

INTELLI-TALK 
On "Better Control for Your 

Games" , I agree that the control disc 
on the Intellivision is awful. Luckily, 
you mentioned the name of an inven
tor who came up with an adapter. Un
luckily , you didn't tell us where he 
could be reached . 

Your illustrators are very good -
even excellent! One question : are the 
Gerbers on your staff any relation to 
Steve Gerber, creator of "Howard the 
Duck"? 

Ronald J. Ponsart 
Madison,OH 

Ed: Unfortunately, the gentleman 
who invented the Inioy-A-Stick, a Mr. 
Lasky, seems to have disappeared. In 
any case, those Intellivisionaries desir-

ing a ioystick control for your system, 
C& T Creations (127 Weybosset St., 
Providence, RI 02903) has an item 
called the "Sldl-Stik" that should end 
your problems. Additionally, Jenco 
Home Entertainment Center in Staten 
Island, N. Y. has a similarly excellent 
product. Scan the pages of EG and you 
may even find more! 

However, the products reviewed in 
EG are almost exdusively obtainable 
through retail outlets. Heck, we get 
letters asking for Atari 's address so 
people can buy games from them! 
Manufacturers make the products, 
retailers sell them. 

A PERSONAL ENDORSEMENT 
I think Utopia for the Intellivision by 

Mattei is the best cartridge made this 
year. The reason? Utopia isn't an ordi
nary space game or maze chase, but 
offers a highly original concept of run
ning a country . It also gives gamers a 
chance to work together as well as 
compete against each other. 

Ken Tanaka 
Ridgewood, N.J. 

Ed: Very perceptive, Ken. Often in 
the rush to produce arcade-style 
smashes, companies overlook the type 
of sophisticated simulations that can 
maintain popularity over much longer 
periods of time. Games such as Utopia 
highlight the strengths of the Intellivi-

UTOPIA 

sian. And since each system has things 
it does better than the competition, it 
makes sense for companies to design 
toward the hardware 's strength. 

So keep on enioying Utopia - but 
you'd better keep the populace happy' 

COVERING THE ODYSSEY, TOO! 
I am an Odyssey ' videogame 

owner. In EG , about 80% of the 
coverage te lls all about Atari and 
Intell ivision. Odyssey' s games are 
every bit as good as the others - how 
about a little more focus on Odyssey? 

John McKay 
Orange, CA 

ConUnued on page 106 



for a swashbuckling adventure 
with the legendary warship -
Old Ironsides! 

Your arch enemy is armed to the teeth with deadly firepower. A 
shoot-out could _blow you to smithereens. 

You're ready forthe onslaught' Your warship is perfect - masts, 
compasses, cannons, broadsides and powder magazines. Your 
strategy is flawless' 

A NEW experience 
in arcade-qua/ity 
graphics in a two
player game for 
the whole family! 

But you've got more than your opponent to contend with' Hiding 
in the fog by drifting off the screen can snarl even the best tactics' 

This is a test of skill and daring unmatched in any other micro
computer game! Your every move is critical. One false step and .. _ KABOOM' 

Use keyboard or paddles to play this spellbinding game. Plus ... the special Freeze Frame 
feature stops and starts the action at any point. It's perfect for everyone -the controls are sim
ple, but the strategy and tactics at your fingertips are truly awesome! By Richard Heffer and 
Jack Rice. 

Distributed by 

What you see is what you get! 
Unlike other programs, where the pictures 
on the packaging and in the advertising 
bear no resemblance to the screen images, 
this program delivers precisely whars 
promised ... 
• BeHerthan arcade-quality graphics and 

sound! 
• Bright, interest-grabbing packaging' 
• FREE full-color l4'1.1" x 20" Old Iron

sides pester 
• FREE 32-page Log Book with space to 

record wins and losses, secret strategies 
and tactics 

look lor OlO IRONSIDES' in liner 
computer stores everywhere. Dealers are 
invited to inquire bycallingtoll-Iree 
1-800-852-5000_ 
If there is no store near you, Visa and 
MasterCard holders may order by calling 
t~l-free 1-800-852-5000. Or, send a check 
or money order for $39.95 for each pro
gram, plus $2.00forshippingand handling 
(where applicable, please add state sales 
tax) to Xerox Education PublicationslWeek~ 
Reader, Oepl42-A, 245 Long Hill Road, 
Middletown, CT 06457. 
Apple lIand Apple II Plus48K3.3 DOS 

O/d lronSldes - iUreg& 
IeItclltlldeminc.rtOpl1ITJJm 
Rescuce,lnc. 
~and~l al!lf!&IS
lel'edtraderTllrk5rJ"PI:* _ ... 

Xerox Education Publications 
Weekly Reader 

ANMSJ.E Computer Software Division , 



Across a 
Continent with 
Joystick in Hand 

By LEs PAUL ROBLEY 

In ost first-time travelers to 
Europe are swamped by the 

incredible number of escorted tours 
offered by the local travel service of 
the cities they visit. If it's Paris, one 
usually pays a call to the old standbys 
- the Eiffel Tower, Notre Dame, the 
Champs Elysees. When in Rome, one 
does like the Romans, etc. 

But as a specimen of that particu lar 
breed of human known as electronic 
gaming enthusiasts, I thought it would 
be fun to supplement the usual with 
the unusual and take a tour of Europe 
that nobody would dream of taking. 
Thus was born this excursion to the 
continent's video arcades, or to 
paraphrase several travel books that so 
eloquently put it: "Europe on Twenty 
Quarters a Day." 

Bidding a bon voyage to the U.S., 
the first stop any respectable arcader 
will want to make is London, England 
- home of the original pinball arcade, 
Brighton Amusement Center, Jack the 
Robotron -Ripper, and VIC. London, 
one of the biggest nightlife centers in 
the world, is literally crawling with 
arcades. So much so, that they are 
even thinking of adding an "Arcades 
of Picadilly and Oxford Circus" to the 
list of famous London pub and ghost 
wal ks. If they do, they'll naturally have 
to include soho as the number one 
arcade district. 

soho arcades must be seen if only 
because they represent a dying phe
nomenon. soho, the place where one 
goes to find gambling, striptease, porn 
shops, and other forms of healthy 
eroticism, probably gets the award for 
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having the seediest arcade in the 
world. It's called the " Las Vegas," and 
besides having a host of Asteroids, SI, 
Zaxxon, and Pac·Man machines clus
tered about the main lobby, it also 
houses slot machines, free fall, roulette 
tables, a striptease show, and triple-X 
movie booths. (Naturally, I had to 
force myself to enter, ever-obedient to 
the call of reportorial duty.) 

It's a misunderstanding of the situa
tion when some American parents 
believe arcades are havens for unde
sirables. Yet, that 's what they are in 
soho. 

Moving South through the lovely 
countryside of Kent to Brighton, we 
reach another center for coin-ops, and 
th is one 's huge. Located right on the 
waterfront is the Brighton Amusement 
Park, scene of Mods and Rockers riots 
in the 1960's, and still a weekend 
retreat for today's punk rock crowd. 

At one of the stops before Brighton, 
so me punkers, complete w i th 
mohawks, spider tattoos, and multi-

coloured hair entered my train com
partment . I had been touring 
museums that morning and was feel
ing rather frazzled from nearly missing 
my train. One of them said, "What's 
the matter, love? You look like you 've 
just been siphoned." From this bit of 
introduction, we then went on to 
discuss the nuclear arms race, and 
from there arrived at the subject of 
videogames. It seems this crew was 
headed for the very same park as 
myself. I asked about their favorite 
electronic games. The guy with the 
spider said, "Like, I like that "#@'
ing' one with the disc." 

"You mean Tron?" I suggested. 
" No, disc! " he said, starting to get a 

l i ttle perturbed w ith me . "The 
"@'-ing ' one you hit at each other 
on the .. # @'-ing' table . I kill at 
that." I guess he meant air hockey, so I 
let it go at that. 

Cited as having the largest arcade in 
the world, the Brighton Amusement 
Park has more pins than videos, plus 

The pride of Piccadilly Circus - an arcade I 



lots of old-fashioned fairground 
games . The number of games I 
counted was 302, give or take a stray 
Pac-Man. 

One of the attendants whose job is 
to troubleshoot the ailing coin-ops, 
told me off the cuff that small skir
mishes break out in the arcade at least 
once a night. Bobbies are known to 
heavily patrol the area on weekends, 
waiting for that one big brawl that 
almost invariably seems to occur. 
Luckily, I was there on a Tuesday. 

Arriving in the divine City of Light 
for the first time - Paris, France -
you automatically expect to find some 
form of electronic amusement. And 
you won 't be disappointed . Parisian 
arcades seem much more subdued in 
character than their coin-op cousins 
across the Channel. They're smaller 
and generally devoid of fancy-frills like 
blinking lights and brawling. But like 
the ones in Soho, they seem to con
gregate close to the red-light district, 
namely Pigalle (Does this tell you 

something about the European's con 
cept of entertainment?) However, 
there are a few in the student Saint
Michel area, sporting names like " Las 
Vegas" (I wonder if it's part of the 
same chain) and "Parisian Amusement 
Center." 

The video stores selling games and 
VCRs tend to locate among the richer, 
right-bank residents. "Lido Musique 
and Video" on the Champs Elysees, is 
I've heard, t.he most popular and in
expensive. 

Taking the French Rail to Germany 
and the tiny villages that dot the Rhine 
River, like Braubach and Rudesheim, 
the concept of the arcade seemed lost 
to the inhabitants. And understand
ably so - why spend your time stuf
fing Deutschemarks into a machine 
when the beauty of the Rhineland lies 
all around? 

Next stop: Berlin and three-penny 
operas and, boy, does this city have 
arcading wall to wall. The West Berlin
ers combine electronics with music in 

more ways than one. Not only does 
Germany sport some of the finest 
electronic music artists like Tangerine 
Dream , Eberhard Schoener, and 
Richard Wahnfried , but their discos 
combine music and dancing with all 
sorts of electronic Wizardry, not to 
mention videogames. A club like the 
Cheetah, the largest disco in Germany, 
has no fewer than seven dance floors 
accommodating 2,000 youngsters. It 
creates a futuristic vision right out of 
Anthony Burgess ' A Clockwork 
Orange. Then there's the Big Eden 
Disco which is loaded with electronic 
gimmicks - the Pac-Man theme is 
often souped-up to boom over the 
loud speakers . The under-25 set line 
up in front of this club in droves. 

Though I didn't get to see firsthand, 
it's doubtful whether arcading is 
popular in the joyless eastern sector of 
the city. Not many find " Potato Yields 
in Breklovik , Russia" an exciting con
cept for a game. 

Back in the relative safety of West 
Germany, and moving down the 
Rhine to Frankfurt, we next find 
ourselves on the Romantische Strasse 
bound for Munich ... and the 
Oktoberfest beer festival. This once
in-a-lifetime encounter is like a meet
ing of the United Nations gone awry. 
Never have you been so close to 
thousands of people you don't know, 
all having a grand time singing "Eins 
Zwei Sufa" while downing liters of the 
gold stuff. 

At the Oktoberfest you'll no doubt 
f ind as many games and rides as there 
are beer halls and drunk foreigners. 
The interesting thing about the elec
tronic ones is that practically all contain 
plain wooden cabinets with bootleg 
titles such as Puck-Man, Hollywood, 
and Donkey King emblazoned on their 
fronts. The games themselves played 
the same, though I freely admit I 
wasn't always in a position or state of 
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mind to accurately measure their 
speed or level of difficulty. In fact, I 
don 't even remember where I was half 
the time. Prozst! 

In Vienna, Austria, I thought it'd be 
interesting to see to what extent the 
videogame had caught on, since cul
turally , it is an extremely old city . 
Approach ing the Prater (V ienna 's 
famous amusement park that boasts 
the Riesenrad, the largest ferris wheel 
in the world), I saw men in bowlers and 
women wearing elegant gowns stroll
ing beneath the towering circle of 
girders. It resembled a scene from King 
Vidor's silent classic "The Big Crowd" . 
Really psyched-up at not knowing 
what to expect, I entered the fair
grounds, only to come to the sad 
realization that the group of people 
were merely extras for a film that the 
Austrian government was making. 

As modern as the Prater IS today, 
a visitor can still discover some quaint 
Viennese touches that have been 
added to the typical amusement park 
attractions. In addition to several hair
raising thrill rides that have yet to make 
it past the builder's code here in the 
States, the park has an original swing
the-mallet-and-ring-the-bell game 
and a try-your-Iuck at dunking-the
damsel. Butthe places with most of the 
patronage - yes, you guessed it -
the arcades! 

The Austrians have taken to the little 
yellow gobbler with the same gusto as 

The ambiance runs from old world charm to space age flash 

we Americans have. The only differ
ence is that those are schill ings they're 
stuffing and not quarters. So far, 
there're four arcades, the largest again 
carrying that ubiquitous title : Las 
Vegas. 

By contrast, arcading in Venice, Italy 
is virtually non-existent. I asked three 
different video store owners where I 
might find one, as I was going cold 
turkey and needed a fix. They just 
looked at me and pOinted to their 
300,000 lire Atari VCS units. Since that 
amounts to 273 American dollars, I 
figured I didn 't need one that bad after 
all. 

Many arcades offer non-electronic games, like Air Hockey 

If the City of Canals hasn't discov
ered arcading yet, it has been fully 
explored in Florence and Rome. In the 
former city, it's surprising to find 
midget arcades amidst the beautiful 
Florentine architecture and celebrated 
works of Michelangelo, Da Vinci, 
Donatello, and Machiavelli. These 
miniature gam ing centers usually 
occupy the anterooms of large hotels. 
A few have become the star attractions 
in clubs like the Space Electronic at 37 
Via Palazuolo. A multi-media environ
mental dance hall designed by four 
heavily avant-garde architects, the 
Space Electronic is stocked with the 
latest electronic games-Tron, Zax
xon, Frogger, Frenzy-plus unusual 
odds and ends like an open parachute 
hanging over a stainless steel dance ' 
floor. 

21 fiedronic Games 

Roma, home of the Etruscan Wolf, 
Romulus, Remus, and Fellini, has its 
share of arcades .. . and misleading 
ones as well. Quite a few European 
buildings, particularly in Rome and 
Paris, display the word " Arcade" on 
their facade. These are generally a 
large group of stores housed within 
the same structure, not unlike our 
shopping malls . You go in asking for 
the nearest Zaxxon, and you might 
end up with a bottle of perfume. 

Popular favorites in Rome are similar 
to our own, but lag by a few months. 
Pac-Man, Centipede, Gorf and Ber-
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zerk seem to hold the honors, wi th a 
knock-off of Donkey Kong called King 
Kong (not the Tigervision home ver· 
sion) fol lowing closely. It's quite funny 
to watch an Italian kid play Berzerk 
and hear : "Gallina! Pelea como 
robot!" or something to that effect. 

At the bottom of Europe lies the final 
stop on the tour, Greece. Athens is a 
busy city, containing 30% of the total 
Grecian population . That's about 3.6 
million persons. The significance of 
this is that what appears on the surface 
to be a city of antiquity is really a 
modern metropolis. Coin·ops occupy 
almost every bar and cl ip-joint at the 
Plaka, and are even present on boats 

to the Cyclades Islands. It is quite a 
cultural shock to watch a Greek folk 
dance at the Taverna Seven Brothers, 
complete with the high tinges of pan· 
douras playing and plates bei ng 
broken on the floor, and to hear our 
friend " wacka-wacking" in the back
ground. 

The isle of Mykonos has probably 
the tiniest vide6 arcade in the world 
with a grand total of four machines. 
Corfu on the Ionian side is not far 
behind with about six on the entire 
island , As yet, there are no coin-ops 
situated on the Acropolis around the 
Parthenon , but give 'em time. . . e 

Europe on 20 Quarters a Day 

American arcaders may not know 
how good they really have it when it 
comes to electron ic games. The Euro
pean PAL television system may offer 
better quality with its increased number 
of scanlines, but when it comes to " the 
price of pleasure," we 've got them 
beat. If you thought throwing quarters 
into hungry coin-ops was difficult , try 
letting go of two French francs (about 38 
in American money) , 400 lire in Italy 
(36¢), f ive scholl ings in Austria (32¢), 20 
drachma in Greece (36(). one guilder 
in Holland (40'), or a whopping one 
Deutschemark in guess-where (44'). 
Only in England were the rates quite 
agreeable - one 10 penny piece to play 
Pac-M an (about 17¢). As w ith the 
m.p.g. on foreign cars, your rates may 
vary. 

Taking a look at what's available on 
the home programmable scene, both 
Atari and Mattei were prominent in 
video stores. All the new cartridges that 
are available here have also made a 
splash overseas; The cartons were the 
same, in English , with probably (hope
fully) an instruction booklet in the 
appropriate language. There were even 
Intellivision Voice Synthesis Modules on 
display at some stores (I wonder if they 
spoke in English). 

On the comput ing end, the VIC 
Commodore holds the low-price line . 

The Atari 400 and 800 models were just 
on the verge of making their debut. 

Pricing of the Atari and Mattei 
machines is, to say the least, interesting. 
In England, the Atari VCS sold for 94 
pounds ($160.00) and the Intellivision 
MC for 153 pounds ($261 ,00). In Am · 
sterdam, Atari was 399 gu ilders 
($160.00) and Mattei 599 guilders 
($240.00). In Venice, Atari was 300,000 
lire ($273 .00) and Mattei 349,000 lire 
($317.00). In Rome, there was an in
teresting switch , The Atan was more 
expensive at 289,000 lire ($263 .00) , 
while the Intellivision was only 249,000 
lire ($226.00) . What clear-th inking 
Roman wouldn't choose the superior 
Mattei graphics over the Atari at that 
price? 

Cartridges everywhere averaged abo 
out the same, from $35.00 to $50.00. 
So, you see, even though we don 't have 
millennium-old buildings in the U.S., or 
organ grinders, horse-drawn carriages, 
gondolas, and tartufos, we still have it 
pretty nice when it comes to electronic 
games. Oh yes, for those enterprising 
lads who want to emulate the record 
collectors by buying American car
tridges here and selling them for a profit 
overseas, don't waste your money. The 
PAL system won't accept our substan 
dard TV transmissions. e 







Why Things Happen 
When you Push the Button 

By HENRY B. COHEN 

I n the first installment of this series, 
we pried open a ;oystick to see 

what makes it work. This time, we 're 
going to focus on some of the more 
exotic videogame and computer game 
controllers. 

Button-Clusters 
A button-cluster is a set 
of four on/ off switches 

that functions exactly like 
a joystick . Just th ink of 

the cluster as being 
electron ically iden

tical to the 
switch section 

of a joystick 
-the part 

that you never actually see unless you 
disassemble the device. 

To illustrate this point, a large han
dle could be glued to the top of a but
ton cluster and the whole mess would 
function like a big, clunky joystick. The 
fifth button of a cluster will always be a 
firing button so that for all intents and 
purposes, these two forms of control
lers are totally interchangeable. 

Some button clusters, made for 
home use, also have an auto fire 
option built into them. This is a bat
tery-powered electronic circu it that 
causes the firing circuit of the game 
computer to cycle on/off very rapidly. 
A similar device could be built into a 
joystick, a tracball or a paddle control
ler. The circuit could even be supplied 
as an outboard device to upgrade 
other controllers because it is simple 
and inexpensive to manufacture. The 
only problem with auto-firing is that it 

partially defeats the purpose of 
the game by lowering the skill 
that's required of the arcader. 

In button-clusters, quality 
differences are determined 
by the beefiness and pre

cision of the switches 
themselves and by 
their overall quality 

of construction. 
As many com

panies buy 



Secrets of the Controller 
these switches from the same manu
facturer, aesthetics and price are usu
ally the only significant differences 
among such units. 

Paddles 
Paddle controllers work in the same 

way as potentiometer joysticks. That 
is, they vary resistance in a circuit and 
thus provide the game computer with 
an absolute value - not an on or off 
condition . The exception to the rule is 
that at either of the extreme positions 
they are, in effect, read by the 
computer as either " n" (no resistance) 
or "off" (X-resistance) . 

The precision of the paddle derives 
from its construction and the game 
program itself. A computer grade 
potentiometer (remember a potentio
meter is a variable resistor) will virtually 
always provide the same reading to 
the computer whenever it is set in the 
same pOSition . What we are talking 
about is a highly precise volume con
trol that always sets the same level 
when it is reset to the same position . 
The game program is asking the con
trol for a numerical set of values (resis
tance) and expects to get the right 
answer. Any slop in the system coming 
from either the hardware (paddles) 
or the software (the game 
itself) resul ts in unsure 
play action . 

For the ultimately 
precise game 
controller, we 
defer to the 
tracball . 
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Tracballs 
From an engineering standpoint, 

tracballs are elegant devices capable 
of instantaneous and totally precise 
inputs to the game computer. 

For home use - and this will sur
prise most of you - they actually 
contain a degree of ROM (Read Only 
Memory) and thus are almost baby 
computers in and of themselves. In 
arcade usage, this memory is con
tained in the console rather than in the 
tracball assembly. 

The ball itself is a billiard ball. It rests 
in an assembly that contains two 
working steel rotors and a stabilizer. 
The rotors terminate in disks perfo
rated uniformly at their outer cir
cumference. Through these holes, a 
light beam:s shown which is read by a 
sensor and interpreted by the ROM 
contained within the tracball housing. 
One disk is used for horizontal move
ment, the other for vertical. The light 
beam passing through the twin disks is 
read for position and speed. Is it going 
from left to right or right to left, and 
how quickly? The ROM determines 

Compare this industrial Wico tracball 
found in most coin-op machines to 
the home version - except for the 
case and resident ROM. they're twins! 

direction and speed, can tell which or if 
both of the disks (horizontal or verti
cal) is spinning, and produces a control 
Signal from this information. 

But the built-in ROM and lights 
need power to operate. If the host 
computer (videogame system you ' re 
playing) can supply it, great, if not 
you've got to plug the tracball in . 
That's why for Atari units, which sup
ply very low voltages to their control
lers, no external power supply is 
needed, but for most other systems, a 
separate power supply is used. 

Quality difference among tracballs 
is again a function of precise fit and 
fin ish, as they are after all ... machines. 

In addition, the durability of the ball 
itself is critical since it is constantly in 
contact with the steel rollers of the 
mechanism. The rollers should be seal
ed with ball-bearings, as they spin at 
high speed whenever the controller is 
used. If everthere was a controller that 
had to be durable, it is the tracball . 

To summarize the entire spectrum 
of controllers in a few words, there are 
really two types . Joysticks, button
clusters and tracballs provide, primari
ly, an on /off condition for the game 
computer to read . Potentiometer con
trollers , which include some joysticks 

and all paddles, produce varying 
resistances as their output, as 

well as on / off conditions in 
their extreme positions. 
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Take your marble to 
the top, Pick your spot 

and let it drop. Hope 
for a flip instead of a 
flop . Once you get It, 
the fun never stops! 

It's FLIP OUT - a 
crazy new strategy 

game for one or two 
players, Each marble 

you dmp causes a 
chain reaction , so take 

your time and plan 
carefully. Plan right 

and you 'll flip , if you 
didn't you Flip Oul! 

It is up 
to you to stop the 

invasion of the evil 
Quarriors and save 

Repton. You are armed 
with devastating 

Nuke Bombs, a Radar 
Screen, a laser Gun 

and an Energy Shield. 
You 'll need them all! 
You 'll be attacked by 

Nova Cruisers and 
Single Saucers. You 

must avoid Spye 
Satellites and deadly 

Dyne-8eam Shooters 
and you must stop the 
Draynes from deplet-

ing the Replon ian 
power supply. Repton 
is a battle so thrilling 

you'll be relieved to 
find out you're still on 
earth when it's over! 

Turn your keyboard 
into a typing arcade! 
You can blast attack
ing letters and words 
right out of the sky. 
Type Attack was 
designed by a profes
sional educator and 
the fast action game 
experts at Sirius. It 
features 39 pre· 
programmed lessons 
and 60 user defined 
lessons. Great sound, 
graphics and a real
time words per minute 
bar make improving 
your typing skills fun! 

Talk about adventure 
on the high seas ! 
You're blasting away 
at a squadron of 
enemy bombers and 
Kamikaze fighters from 
the deck of your P.T. 
boat. Suddenly you 
notice the sea is 
loaded with mines and 
an Exoce! missile is 
screaming toward you 
on the horizon. Instinc· 
tively you jerk the joy
stick to the starboard, 
keeping your thumb on 
the fire button. Phew! 
That was close I Some
times it's hard to 
believe Wavy Navy's 
just a video game. 

New Games For Your Apple II From Sirius ™ 

Type Allack . Wavy Navy, Flip Out and Repton packages , programs, and audio visuals Cl 1982 Sirius Type Attack, Wavy Navy. Flip Out. Replon and 
Sirius are trademarks of Sirius Software, Inc. Apple is a trademark 01 Apple Computer, Inc. 

For more information contact your local Sirius d.ealer or d.1strll)utor or contact us at 10364 Rockingham Drive . 
Sacramento, CA 95827 , (916) 366·1195, 



Drive Forever on One Tank of Gas with Turbo 

TURBO 
Coleca/ ColecD Vision 

Nobody can ever accuse Cole co of 
not using its expansion interface. First 
there was the news of an upcoming 
skiing game in which the players will 
actually stand on a pair of simulated, 
wired- in skis (with only the tips visible 

The longer the player keeps his car 
on the road , the greater the possible 
speed. A crash stops everything dead, 
and acceleration must begin anew. 
The wheel action is pretty good, the 
accelerator excellent, and the shift 
actually a ColecoVision joy tick 
mounted into the steering console -

TURBO 

on-screen) and direct their motion 
down the wi ld white slopes. Now we 
have a driving game complete with 
steering wheel , accelerator and stick
shift - and the most peeper-popping 
graph ics ever seen on a home video
game! 

Turbo, of course, is an adaptation of 
the Sega classic that proved a driving 
videogame actually could succeed in 
arcades. The arcader's vehicle is the car 
in the immediate foreground as a 
group of clearing lights trip in se
quence to start the race . 
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really gets the car in gear quickly. 
The real kick here, ot course, is the 

graphic wonderland through which 
the arcader travels. Cities, moLlntain 
highways, darkened tunnels with their 
tube -like illumination, forests, lakes, 
cityscapes, ice~roads and a mix-and
match collection of topography make 
for some luxury class videogame en
tertainment. 

As with all ColecoVision games, 
there are four skill levels for either 
dual play or solitaire action. At level 
one, it's pOSSible to keep the hammer 

down and just stay alive. At the more 
difficult levels, the resemblance to real 
driving becomes more obvious, and 
lead-foot racers will end up mangled 
among cars, trees and tunnels. 

The graphics are not quite as round
ed and real istic as Sega 's, but the home 
version lacks the " ripple" effect that 
was pronounced in the arcade version. 
Th is one looks good, sounds good and 
plays good. Just watch out for the 
flag; that means there's an accident 
up ahead. An ambulance will come 
barreling down the center of the road 
with in seconds, so get out of its way! 
Also keep an eye out for the inevitable 
debris and gas slicks - and once you 
get to the ice ... ! 

As in the coin-op, players reaching a 
sufficient distance within an allotted 
time are rewarded with extra drive 
time. Use it well, there are some mag
nificent Sights to see, and you won 't 
want to miss any of them! 

MOUSETRAP 
(oleco/ CoJecoVis;on 

Th is cartridge per
fectly illustrates the 
difference between a 
game that is just a rip 
off of an existing game, 
and one which is merely 
in the same basic genre 
as an earl ier tit le. 
Mouse Trap is, 
like Pac-Man, 
K.C.'s K-razy 
Chase and 



Caleca 's own l adybug, a maze-chase. 
Yet the play mechanic of this new 
program for the ColecoVision is so 
different from other gobble games 
that Mouse Trap offers home arcaders 
a fresh challenge, requiring strategies 
which are more uniquely daring than 
those which one would use in those 
other maze-chase carls. 

Mouse Trap is the first ColecoVision 
release to utilize an overlay (included 
with the cartridge, naturally) . When 
slipped into the slot of one of the hand 
controllers, the overlay fits snugly over 
the keypad buttons to provide the 
player with the chance to exercise 
several options during the course of 
play. Buttons #1 (red), #2 (blue) and 
#3 (yellow) will each open and close 
the doors on the playfield which corre
spond to their color. Carefu l manipula
tion of these three controls allows the 
player directing the on-screen mouse 
to alter the maze in such a way as to 
frustrate the pursuing cats , 

Another (literal) bone in the throat 
of those ferocious felines is that eating 
one of the four bones gives the mouse 
the power to temporarily change into a 
dog,and gives the cats a feel of what 
it's like to be among the hunted. This 
metamorphosis need not occur im
mediately, however, which is one of 
the touches that gives Mouse Trap its 
special spice. The rodent turns into a 
dog when the player pushes the green 
(center) button, which means that you 
can save up this little surprise for the 
mousers - for the moment - when it 
wi ll do you the most good , 

MOUSE TRAP 

The deadly hawk, absent at the 
lowest of the four difficulty settings, 
makes regular appearances at the 
more rarified skill levels. Since it can 
swoop over the walls of the maze in its 
hunt for mousie, extraordinary mea
sures must be taken to avoid its fatal 
touch, If the mouse enters the " In" 
box located at the center of the play
field, it pops up in one of the four 
corners. Sometimes, this is the only 
way to outfox the hawk, though a 
switch to the wrong one will, of course , 
put your rodent at the mercy of the 
beak and talons. 

M ouse Trap is a fast, fun maze 
contest, enlivened by perky graphics 
and an entertaining concept. Chalk up 

another winner for Caleca, 

•. T. 
AtErilVCS 

It's truly difficult to understand a 
games such as E.T., After splurging a 
reported 10 million dollars to get the 
property and Steven Spielberg's coop
eration, this game looks like it was 
turned out in about five weeks , The 
graphics are crude, the play mechanics 
are unlikely to captivate any but the 
youngest arcaders, and the entire pro
ject seems ill-conceived, 

E, T. follows the surprisingly good 
Raiders of the lost Ark, with a game 
that consists entirely of fall ing into 
holes, fleeing government agents and 
following directional arrows indicated 
at the top of the screen! The object is 

for the gamer, directing the 
actions of an imitation extra

terrestrial as it 
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attempts to reconstruct its spaceship 
from the parts scattered around the 
playfield. 

The big question is : Why? Why 
spend all that money on rights and 
commercial hype only to end up with 
a so-so cartridge? 

There is virtually nothing to recom 
mend about this game to adults, 
though it may work well as a 
kideogame. Regardless, "E.T." (the 
movie, that is) entranced an entire 
nation, young and old. Atari's attempt 
to capitalize on its name value is an 
insult to arcaders. 

Save your time and money. And if 
E.T. does call home, please don't tell 
him about this. 

WIZARD OF WOR 
CBS Videogames/ Atari VCS 

Because of the intri-
cacies of product 
licensing, the gaming 
public seldom has 
the opportunity to see 
how two different com- ..,I .... ""'I:~ 
panies would handle 
the translation of a 
coin -op design to 
the home screen. This 
one- or two-player 
maze shoot-out 
is the lone ex
ception at the 
present time. 
Already the 
inspiration 
of the 1983 
Arcade 
Award 
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winner for the Best Multi-player 
Videogame, The Incredible Wizard , 
Midway's coin-op machine has now 
sparked a VeS-compatible cartridge 
from eBS Videogames. 

There's no question about it, the 
folks at eBS - a newcomer to the 
videogame cartridge field - have 
done themselves proud. In light of the 
limitations of the ves hardware, as 
compared to the Astrocade senior 
programmable system, it would be 
foolish to expect Wizard of Wor to 
equal the quality of that Astrocade 
effort. That it comes so dose to the 
mark is high praise, indeed. 

All the elements of the coin-op have 
su rvived intact. One or two warriors 
are moved about the corridors of the 
maze with the joystick. Various crea
tures zip along those same corridors 
and, if they should touch one of the 

digital heroes, 
destroys 
them in

stantly. 

WIZARD OF WOR 

When the maze is dear of antagonists , 
there may - or may not - be some 
special encounters. The most taxing of 
these involves the appearance of the 
Wizard, a hip-shooting berserker who 
can wipe out a pair of warriors in a 
nanosecond. Once the round is com
pleted, the player (or team, if it is a 
two-player event) goes on to a new, 
less convoluted labyrinth . Some of the 
monsters are invisible to the players 
unless the on-screen warriors would 
have a line-of-sight view of the beast. 
There 's a second display, a radarscope, 
which helps the participants track 
these elusive foes. And when a beast 
bears down on your warrior unex
pectedly, there's always the possibility 
that you can quickly duck into the 

W IZARD OF WOR 

scrolling tunnel- assuming it's in one 
of its periodic operational phases -
and reappear all the way over on the 
other edge of the maze. 

Much of the charm of Midway's 
Wizard of Wor was in its graphics, 
though the main appeal is the any
thing-can-happen play-action . The 
ves can't really reproduce such visuals 
with any accuracy, but the eBS car-



DECOMEAJEDI 
WITHOUT EVER LEAVING HOME. 

® TM 
In the STAR WARS :JEDI ARENA, per-

fecting the skills needed to become a 
JEDI MASTER takes concentration 
and practice. 

Use your LlGHTSABER to direct 
the attack of the whirling SEEKER. 
But stay alert , your adversary 
can attack at any time. So follow 

your instincts. In no time at all you 'll be a 
JEDI MASTER, ready to go saber to 
saber against any opponent who 
dares to do battle with you . 

Play the STAR WARS JEDI 
ARENA home video game. 
Alone or head-to-head. The 
challenge awaits you. 

®~PARKER BROTHERS 
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tridge is really quite attractive. It's not 
quite in the class of Pitfall , but Wizard 
of Wor looks better than most other 
carts produced for this system. 

Wizard of Wor is a highly satisfying 
contest, all the more precious because 
so few other games allow two arcaders 
to participate at the same time. 

AMIDAR 
Parker Bros.lfor the Atari VCS 

Second in the series of coin-op 
translations by Parker, Amidar is no 
Frogger, but it is, nonetheless, a solid 
VCS videogame with quite a bit going 

••••• ••• •• • • 
AMIOAR 

for it. Let's face it , the Ed English 
Frogger translation was one of the 
finest software achievements for th is 
system. The Konami-created Amidar, 
on the other hand, while lacking the 
two-part harmonics and graphic 
splendor of its predecessor, is good 
videogaming with a ground-breaking 
play mechanic and enough whimsical 
elements to keep players satisfied. 

Amidar, along with Qix , is the pro
genitor of the "box-building" contest. 
In Qix, the playfield's an empty canvas 
upon which the gamer creates squares 
and rectangles of any shape or size . 
Amidaroffers players a pre-drawn grid 
over which the surrogate characters 
must travel, turning the yellow lines 
blue and watching the enclosed boxes 
fill in with color. 

In the initial scenario, the gamer is 
an ape, chased. by African warriors 
who can run faster than the simian. 

AMI DAR 

-40 Eltctronlc GAmes 

There are several ways around these 
jungle hunters, however. Each of the 
three available apes can turn into a 
phantom up to four times by hitting 
the action button , allowing the gorilla 
to pass harmlessly through his pur
suers . Also keep in mind that the 
warriors - with the exception of the 
"tracer" who roves the perimeter of 
the playfield exclusively - will invari
ably turn any corner they encounter. 
Keep a corner, therefore, between 
yourself and your pursuer and all is 
well. 

The ultimate revenge, however, is 
obtained by filling in the boxes in the 
four corners of the screen. This turns 
those brave warriors into "chickens " 
and allows the gorilla to engulf them 
for points. Even in their cowardly con
dition, they maintain their speed 

advantage, so let them come to the 
ape. 

The second scenario plays faster, 
but is similar to the first. Here, the 
player ineffably becomes a paint rol
ler while the pursuers metamorphos
ize into pigs! This is a weirdo quirk 
from the original , however, and the 
graphic switch is a nice change for the 
eyes. 

The play is a trifle slow, the graphics 
aren 't qu ite as definitive as they should 
be, but the bottom line is this : Amidar 
is a fine game, rendered faithfully and 
differently enough to make for a truly 
enjoyable change of pace. 

ATTACK OF THE 
TIME LORDS 
NAP/ Odyssey' w ith voice enhancement 

The latest science-fiction classic 



from the husband-wife videogame
design team of Ed and Linda Averette, 
Attack of the Timelords, is an absolute 
mind-bender, from the instant play 
begins to the final mocking epitaph 
delivered (for players with the voice 
module) by the Timelord him (it?) -
self. 

Orig ina lly developed under the 
working title , " Snake Ships from 
Sirius" (a much more apt and exciting 
moniker to be sure), Timelords is a 
programming achievement o f the 
highest order. A series of intergalactic 
warships descend downscreen in ser
pentine fashion , and must be obliter
ated by the horizontally -scrolling laser 
cannon at the base of the playfield . 
The logarithm involved in creating this 
snake-like, vertical sidewinder took 
several months alone, but the resulting 
visual effect is a melange' of coin-op 
quality play-action and graphic excite
ment that surpasses even UFO, pre
viously the top dog among the Odys
sey' SF series . 

Between rounds - or after being 
soundly whipped by the elusive, swirl
ing snake-ships - the face of the 
Timelord zooms iri to extreme close
up. The voice module is used sparingly 
in this contest as the action and ex
isting programmed audio are more 
than sufficient to carry the day. Players 
lucky enough to have the chatty 
peripheral, however, will be treated to 
the aformentioned tongue- lashing on 
each of the Timelord's round-conclud
ing cameo appearances. The messages 
are cheery and bright, along the lines 
of " Prepare to be atomized, human 
sub-scum". Survive a round , and the 
sore loser invariably attributes his set
back to bad luck, and overall offers all 
the charisma of Mr. T as "Clubber 
Lang" in " Rocky III" promising the 
Italian Stall ion , "I gotta whole lotta ' 
more ... 1 gotta' whole lotta more '" 

Play is challenging but compulsive 

because of the unusual nature and 
pulse -pounding excitement ; aud io
even sans Voice Module - and 
graphics. It 's a tremendous tech
nological achievement and one of the 
best new programmable videogames 
on the store shelves today. Other than 
that, it's got nothing going for it -
except for some beautiful package art. 

CROSS FORCE 
SpectraviSlOnl Atari VCS 

Strike a blow for the freedom of the 
beleaguered planet Spectra by de
stroying the Morpul invaders from the 
planet Tzoris in this ingenious space 
combat game. Spectravision , which 
published the unusual perimeter 
shoot ing contest Nexar recently, 
shows once more that arcade game 
poss ibil it ies are still far from ex
hausted. 

The special gimmick this time is that 
the player controls a pair of ships, one 
locate a at the top of the playfield, the 
other at the bottom . Moving the lower 

ship in one direction will, in variation 
#1, move the other ship an equal 
distance in the opposite direction . 
(Variation #2 provides parallel move
ment of the two ships.) Push ing the 
action button causes a special device 
called the "spectron" to create a 
deadly laser beam between the two 
ships. Any invader caught in this 
fashion instantly disintegrates. 

The gamer has four spectrons at the 
beginning of the game, but these are 
used up when one of the attackers 
successfully bombs a ship, or the play
er fails to take advantage of the 
periodic appearance of fuel packets to 
keep up the energy level as indicated 
by the yellow bar in the lower right
hand corner of the screen. Potentially 
even more crucial is the temperature 
gauge, the blue bar directly beneath 
the yellow one. The weapon heats up 
rapidly if it is fired too often and cools 
down any time the spectron isn't fir
ing. If the temperature climbs too high , 
melt-down wi!1 cost you one of your 
spectrons. 

Four types of creatures attack the 
player in waves. First into the fray are 
the comparatively feeble Gupoids. 
Following them come the Flashers, 
Parasoids, and finally, the Nastroids. 
The last-named represent elite troops, 
and their assault is correspondingly 
more fierce . 

One graphic quirk is the presence of 
a mothership which fl ies across the 
screen horizontally throughout the 
course of the game. It serves no active 
function in the game, so perhaps it is 
intended to be nothing more than a 
decoration and occasional distraction 
from the business at hand - blasting 
Morpuls. Apart from the mothersh ip, 
the visuals are good but not great. The 
look is clean simplicity, generally the 
best course for a designer to take when 
putting together a cartridge for the 
VCS. 
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Of course, play-action is the real 
strength of Cross Force. The need to 
defend two widely separated positions 
- the ships at the top and bottom of 
the screen - gives it a flavor quite 
unlike that of the standard invasion 
game. Players will focus too tightly on 
their bottom ship and will usually lose a 
spectron in short order when the mor
puis reduce the top ship to atoms. 

Hats off to Spectra vision for pro
ducing a space game with a refreshing 
difference from the ordinary blast
athon . 

RIVER RAID 
Activisionl for the Atari VCS 

The first home videogame cred ited 
to a woman, Activision 's River Raid by 
Carol Shaw, is not exactly tea and 
crumpets. Carol, a member of ACTV's 
new East Coast design group, has 
turned out one of the best blood and 
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thunder blast-'em-ups ever inserted 
in to a VCS slot. 

The scene is a dawn raid on a narrow 
river brist ling with bridges, choppers, 
multi-colored bridges (that blow up 
real good!), jet fighters, gunships and 
a slew of other nasty technology. 

You are the pilot of a B-1 strato
wing assault jet skimming almost atop 
the river's surface, avoid ing or, it is 
hoped , o bl i t erat ing all enemy 
weapons and fuel depots without 
crashing or running dry on gas. When 
the fuel gauge begins to dip, however, 
simp ly pass over fuel dumps instead of 
blasting them . A tinkl ing sou nd indi
cates that you 've captured the jet
juice. 

The river's anyth ing but static, also. 
Gunships constantly cruise back and 
forth across the narrow inlets, and 
they're tough to avoid. 

The player 's ship, fortunately, is 

programmed like a finely tuned piano. 
It banks, f ires - machine-gun style
slows and accelerates with basic hand
to-joystick input. 

River Rescue more than makes up 
for Activis ion 's previous entry, the 
weak Sky Jinks, by doing what the 
company has always done best -
create original game concepts featur
ing the utmost in graphic and aud io 
fidel ity. And speaking of sounds, wait 
until you hear the klaxon that wails like 
a hungry baby when the gamer's B-1 
runs low on fuel, or the exploding river 
bridges as they splinter into a col
lection of colored rubble . 

A great action game that stands up 
next to anyth ing in Activision 's library, 
River Raid is a certified rave. So punch 
up those engines, load up the artillery 
(geta good start, guys, we use plenty), 
fuel up, and let's go hunting! 

In terms of internal logic and game 
play, however, there is something of a 
flaw in the conceptualization . 

River Raid is obviously intended to 
include some of the elements found in 
games such as Super Cobra_ As an 
example, if the player's ship makes 
any contact w ith the river bank, it 
explodes. Now, since the ship is flying 
low, this may not seem so logically 
jarring, but remember that the craft 
must stay suspended above the level 

IE 'h FI 
RIVER RAID 

of the waterway. It is therefore illogical 
to assume that fly ing over land should 
cause immediate destruct ion, any 
more than flying over water would . 

The disappointing factor here pri
marily concerns the fact that so much 
of the playfield is taken up by ground 
space. Placing some weaponry there 
just might have helped. 

6 
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HAYDEN SOFTWARE. 
THE MIND·STRETCHERS. 

From this page on, your computer is going to be more valuable to you than ever before. 
You'll get more fun out of it. More education. More of everything you bought your computer for. 
All because you're going to see what Hayden Software can do for your computer, and you. 
You can choose from dozens of Hayden games and educational programs, with new ones coming out 

all the time. But they all have one thing in common: they're designed to help you stretch your mind ... and 
your computer. 

Take Bellhop. On the surface, it 's such a simple game. You merely pick up a rich guest's luggage in the 
hotel lobby, take an elevator to the penthouse and collect a fat tip. 

Not so fast. The elevator's never there when you need it. And there's this luggage-grabbing ghost loose 
in the hotel, ready to throw those bags back down to the lobby. If youre not fast. your tips go down ... fast. 

Yes, for a Bellhop, life certainly has its ups and downs. 
But when you start plugging Hayden Software into your computer, it's all up for you. 
Now, let the games-and 

the learning-begin. 

Cat. No. 19109 
Apple /I Disk 
534.95 
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WHEN THE NAME SAYS HAYDEN, 

Fun and Excitement in the Fast Lane 
Plug into the high-scoring lanes of Bulldog Pinball and you won't want 
to get out. It's the fastest pinball game you've ever played, The end
less fascination of pinball brought into the computer age with every 
carom, every ounce of arcade excitement-even tilt, bonus points 
and bonus balls! -. 

Bulldog Pinball 
Cat. Nbr. 19312 
Atari 400 or 800 tape, 
$29.95 
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THE GAME SAYS "PLAY ME!" 
GAMES FOR WHEN YOU CRAYE ACTION 

Kamikaze- Shoot down crazed dive 
bombers, dodge mines. $34.95 

Shuttle Inlercept-Enemy satellites, mis· 
slles. flying saucers, meteors. all hamper 
your rescue mission in space. $34.95 
Laser-Bounce- Bounce laser beams off 
satellites to destroy your enemy. $34.95 

Bellhop-Carry luggage to the pent· 
house, jump down elevator shafts, avoid 
the Ghost! $34,95 

Wargle- Destroy monsters In a complex 
maze. $34.95 

Bulldog Pinball - Fast action pinball 
brought Into the computer age. $29.95 

GAMES FOR WHEN YOUR BRAIN NEEDS A WORKOUT 
Sargon II- The ackno~edged computer 
chess champion. A claSSIC! $29.95, 
$34.95, $39.95 

Reversal- Surround your opponent 's 
piece and it joins your attack $29.95, 
$34.95 
GO-An ancient strategy game of enClr' 
clement. $29.95, $34.95 

Finat Confl ict- Command a robot army 
In the final battle I $34.95 

Championship Golf - Choose your 
club, the direction, the slroke. $24.95 

King Cribbage- A computer age version 
of a grand old card game. $24.95 

Tetrad- Tic-tac-toe. in four dimensions' 
$24.95 

GAMES FOR WHEN YOU WISH YOU WERE SOMEBODY ELSE 
Crime Stopper- Solve the hllacked heir
ess caper- belore midnight. $34.95 

Crystal Caverns- Fabulous treasures 
beneath the crumbl ing mansion' $34.95 

Microscopic Journey- BaUle a deadly 
lumor- from Inside the bodyl $34 .95 

Star Traders- Enter the world of inter
galactiC profiteering. $24.95 

Al ib i- Quesllon suspects to solve Col. 
Farrington's murder' $24.95 

Klondike 2000- Plot lor a share In an 
abandoned gold mine- on Mars' $24 ,95 
$24.94 -

- ----m-"-~ 

And look for new games at your Hayden Software dealer's 
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WHEN IT COMES TO COMPUTER 
HAYDEN DOESN'T 

PLAY AROUND. 
If you want to learn to type faster, more accurately, come to Hayden. 

If you want to teach your preschooler basic math, come to Hayden. 
If you want to program your Apple, come to Hayden. 
Whenever you want more from your computer, come to the store that 

carries Hayden Software. You'll find thoroughly proven programs, with clear, 
understandable documentation. 

All because Hayden believes that educational software is serious 
business. 

MlCROTYPING II 

Ever Wish you could type faster. 
more accurately? Your computer to 
the rescuel You'lI learn the touch 
method faster than you mght sus
pect And watch your computer 
entry Improvel $29.95 

MUSICAL MATH 

Full cotor. HI-RES graphics, anima
tion, sounds and songs make thiS 
the perfect computer math game to 
Introduce pre-schoolers to baSIC 
math skills. A musical, Vibrant alter
native to dull flash card dnlls. $34.95 

OTHER EDUCATIONAL SOFTWARE 
THE PROGRAMMER'S WORKSHOP FOR 

APPLESOFT'" BASIC 
A complete toolkit for wnllng programs In Applesott " BaSIC. $49.95 

HOW TO PROGRAM IN APPLESOFT' " BASIC 
Use your Apple computer to learn how to program. This twelve

lesson. Interactive tutonal Will teach you everything 
from baSIC programming fundamentals up to advanced 

HI·RES graphics $49.95 
CLASSROOM GRADE MANAGEMENT SYSTEM 

A complete grade management and reporting system for the 
classroom teacher. $149.95 

microMath for Kids 

A senes 01 coorful, animated math 
exercises for kids presented in a 
game-like style. AddltKln, subtrac
tion, multIPlication, and diVision, 
each getting more and more com
plex as the child's skills Improve Will 
challenge an adult too' 
microAddition 
Count apples as they fall from a 
tree. $29.95 
microSubtraction 
Learn to subtract as eggs crack and 
birds fly away. $29.95 
microMultiplication 
Watch rabbits multiply. $29.95 
microDivision 
Boats and schools of fish teach dIVI
Sion $29.95 

Available al your local dealer, or caUloll free: 
1-800-343-1218 

(In Massachusetts, 617-937-0200) 
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THE THIRD 
DIMENSION 

The illusion of depth is 
perhaps the most difficult 
graphic simulation a computer 
programmer can create. From 
the earliest days of vector 
graphics, with its crystalline 
linework, the designers of 
coin-ops have attempted to 
add a sense of distance and 
perspective to their creations. 

A couple of games boasting 
"3-D" capabil ity have been 
showcased recently_ Sega's 
Subroc-3D and Stern 's Dark 
Planel. Unfortunately, the 
only th ing these games seem 
to prove is that the game de
signers have yet to master the 
third dimension _ 

Subroc presents a flickering 
imitation of distance that 
doesn't fool the eye for an in
stant. A weird, scarab-shaped 
space craft, the Subroc, can 
engage the enemy in the sky, 
at sea level or underwater. In 
each of these stages. it is a 
standard dogfight-target con-

1p<11-llii' >P up the enemy in 

DARI( PLANET 

the cross hair and blast away. 
Dark Planet , on the other 

hand. offers an artificial lunar 
landscape as part of the game 
cab inet's interior, while a 
rather ordinary video game is 
projected beneath it. It looks 
like videogame designers 
have a way to go before 3-D 
can be considered more than a 
novelty_ 

Beyond the technical prob
lems. however. there is st ill 
another question that remains 



to be answered . Games re
quiring "scope " sighting de 
vices rarely sell in arcades, 
where players like to stand 
around and watch other garn
ers before consigning their 
token to a coin-op's insatiable 

maw. Three·D and other "to
tal environment" games, 
which completely enclose the 
participant within the game it
self, will rad ically alter th e 
ambiance of the arcade -

+-,;ho,uld they ever develop to 
that level of popularity. 

Actually, 3-D gamesareata 
rather awkward stage 

just now. The technology 
is stili not quite up to the 

d!;:=-dre,.1T1S of the coin-op 
game designers, 

with the result that a stickler 
for accuracy might quibble 
about whether any pay-for
play machine IS truly three
dimensional at this time, With 
the way that breakthroughs 
keep coming in the hardware 
field, though, it may not be 
too long before the coin-op 
companies can cross th is 
thresh hold. 

The company that caught 
the tail of Buck 's comet is 
Sega. The company's eye
splashing Buck Rogers, Planet 
of Zoom evokes the image of 
the hero qu ite effectively. Not 
only is Zoom the aptly named 
body in the cosmos, but th is 
first -person cockpit contest IS 

the most visually gripping new 
coin-op this season. 

This is a mult i-scenario 
game, but the real thrills come 

::E::';:::~::::J..,~d;u~ri~n:g.:;th~e~"trench" scene. 

BUCK 
ROGERS ZOOMS 
THROUGH SPACE 

With the return to promi
nence of Buck Rogers, space 
adventurer and cosmic swash· 
buckler of the first order, via 
two seasons of prime-time 
TV, a videogame bearing 
his moniker has 
become quite 
viable. 

During 
this phase, the arad-
er must pilot his ship 

through a maze-like death 
valley, encountering huge 
" floaters", biped space ships, 
which must be dodged with 
hairpin accuracy. As might be 
expected, the action heats up 
as play continues. 

The Planet of Zoom subtitle 
leads one to the conclusion 
that Sega plans - dependent 
upon the succec;s of this title 

naturally, - an entire series 
revolving around the space 
pioneer whose broken cosmic 



.' 

alarm clock awakens him in a 
far-future war zone. 

This seems only fitting, in 
view of the hero's longevity, 
as a series slar In other media. 

ATARI'S LATEST 
SF: FOR 
SUPER-GAMERS 

Someone at the Alari coin
op lab has obViously diSCOV
ered a mission In life: testing 
the skil ls of the top arcaders to 
the limit, dispensing with the 
arcade novice In a matter of 
seconds_ The so-called "play
ers ' games," designed to chal
lenge the top-echelon players , 
is growing in popularity by lhe 
minute. Cases in point Quan
tum and liberator, Atari's 
shiny new coin-ops are a pair 
of videogames that make De
fender look like child 's play by 
comparison. 

So popular has the Jungle 
Hunt concept proven - mov
ing to the top 10 in the coin
op charts with the proverbial 
bullet - that a second game 
using a virtual duplicate of the 
original 's play me-
chank has been 
introduced in a 
clever, iplastic 
disguise. 

Pirate King is the same type 
of swing-from-the-masts
and-swim-the-ocean adven
ture as Jungle Hunt, but the 
characters are pirates and the 
setting is, of course, the open 
sea with galleons galore. The 
hero swings from mast to 
mast in quest of his ultimate 
goal , 

THROUGH THE 
JUNGLE 

This is the year the coin-ops 
go swashbuckler, with j<Jngle 
safariS , medieval quests and 

Following directly on the 
heels of the t remendo usly 
challenging Gravitar comes 
Quantum, yet another con
test employing the highly 
sophisticated thruster-style 
play mechanic. This contest 
dares you to fly rings around 
your outer space targets, en
Circling them as a means of 
capture. Again, Quadrascan 
graphics are cal led in to play to 
leave a clear after-trail that 
doesn 't fade - sort of sky
writing in space . 

Libera tor, mean while, uti
lizes the most magnificent 
graphics seen on any of the 
new Alari science - fiction 
games - and we're dealing 
with some heavy hitters in 
that line -up - to create a res
cue contest that inaugurates 
the adventures of the Alari 
Force. The Force is a group of 

ORIGINAL JUNGLE kiNG 



pirate voyages multiply· 
ing in the game par· 
lars. The trend 
started with 
Taito 's Jungle 
King, in 
which a 
jungle 
lord in 

costumed. comic book heros 
produced in concert with 
another Warner Communica· 
tions property, DC Comics. 
Several Atari Force adventures 
have already appeared in 
comic book form in both DC· 
produced comics (such as the 
Superman/ House of Mystery 
saga in January 's DC Comics 
Presents) for newsstand sales 
and in specially published 
smaller· sized booklets en · 
closed in specially marked 
Atan 2600 home games. 

The comi c hasn 't hit its 

stride yet, but the top talent 
behind it promises the best is 
still ahead. 

loincoth swings from vine to 
~=~...:~vine , swims crocodile· infested 

waters, and scales trees, 
in order to rescue a 

fair maiden from can
nibals. 

Problem: the Edgar 
Rice Burrough 's Es

tate - holders of all 
rights pertaining to Tar· 
zan - screamed bloody 
murder. After some re-
tooling, the game was 
miraculously reborn as 

Jungle Hunt. It's the same 
but with the hero met· 

amorphosized into a 
white hunter in pith helmet. 

SIN BAD, 
WITCHES AND 

WIZARDS 
Several new titles are 

banking on the arcade 
salability of the multi· 

scenario adventure 



theme. Traditionally, a good 
adventure took too long to 
fin ish to be profitable in an 
arcade setling, but as game 
time lengthens and the search 
for more diverse themes can · 
tinues, companies are turning 
to the traditional quest con
cept to attract an audience. 

Two of the most interesting 
games, in terms of graphics 

52 Electronic CialMS 

and play value, are Sinbad 7 
and Witch 's Way_ Whether 
these offbeat titles can survive 
the coin-op shake-out that 
seems inevItable, in light of 
the huge amount of products 
confronting players and oper
ators, will tell us alot ab
out the future of coin-ops and 
what we will be playing in the 
arcades in a year or two. 

THE SUPERHITS 
The surest sign that a game 

has made it, is the release of a 
"deluxe edition " or sequel. A 
deluxe edition is, essentially, 
the same contest with enough 
variation to elim inate any 
strategic tricks developed by 
the best players, while provid
ing superior sound and 
graphics to add to the fun. 
Unlike out-and-out sequels, 
such as Stargate (following 
Defender) and Donkey Kong 
Jr, (which continues the saga 
of the great Nintendo gorilla), 
special editions are more of a 
salute to a particular game's 
success. 

GILDING THE 
GOLDEN 
GOBBLER 

Undeniably the most suc
cessful coin-op in arcade his
tory, Pac-Man continues to 
insp ire variat ions on the 
theme from Midway's factor
ies. The most interesting of 
the three new Pac-titles pre
viewed recently for the elec
tronic gaming press is undeni
ab ly the offspring of t he 
group, Pac-Baby. The gob
blin' toddler game is the first 
true hybrid video-pinball 
game - that is, the play on 
the screen is affected by what 
happens on the table. 

For more information on 
this unique crossbreed, check 
out an upcoming installment 
of " Pinball Palace" in EG, 

Super Pac-Man is a maze 
chase contest of another 
stripe. It features widely sepa
rated fru it and other objects of 
the gobbler's gastronomical 
desire. You 've got to play th is 
one to realize how truly off· 
beat it really is! Super Pac
Man 's a genuine de
parture from 
from 



maze-chase 
games of the past. 
Finally, there's the 

first official fac
tory-authorized en 

hancement ki t, Pac-Man Plus. 
This upgrade is manna from 
heaven for Pac-Maniacs who 
have pattern -played the orig
i.nal one into the ground. The 
ghosts are faster and more 
random , the maze disappears, 
monsters become invisi ble 

The Coin-Ops 
and an entire jack-in-the-box 
full of extra surprises, awaits. 

He eats and eats - but he 
just keeps on going. 

SON OF ZAXXON 
The most startl ing game 

graph ically , of 1982 was 
Sega ' s Zaxxon, Its three 
quarters perspective and in
credible simulation of depth 
makes it something to see, but 
more than a little difficult to 
play, With the coming of the 
Cale ca home vers ions, 
however, garners are learning 
the strategies and becoming 
more familiar with this eye
popping quarter-snatcher. 

So successful is Zal( l(on, 
that a deluxe version, appro
priately dubbed Super Zax
xon will soon hit arcades. 
Boasting even more vivid col
ors and dramatic imagery, it 
also offers an even more chal
lenging test of the arcad
er 's skills. Dramatic, 
pulsing colors have 
replaced the paste 
dimensionality 
of the original 
with spectacular 
explosions and outer 
space scenes. 

If you loved the original , 
you 'll have to give this one a 
shot. And another, and 
another, and. , . 

Atari struck coin -op gold 
with its vertical blast-up Cen
tipede. The California manu

facturer ob 
viously fe lt 
it deserved 

a follow-up, and 
has dubbed it M il-

lipede. It 's even more 
intriguing than the 

original, while boasting a 

melange of new and familiar 
characters. 

The most Significant change 
is the downward-scroll ing 
mushroom field and the bee
tle, who poses a most perplex
ing problem. If you destroy 
the beetle, the field scrolls 
down a notch. If you fail to do 
so, the bug begins passing 
over mushrooms, transform
ing them into indestructable 
flowers, 

There are earwigs and bug 
spray and an assortment of 
new touches that should en
thrall die-hard Centipeders. 

Those who want 
a fuller description 

of this enticing 
new game can 

find a thorough 
1Ir,"'''''' run down in this 

issue's " Insert 
Coin Here" coin-op 

machine review 
column. 



A-MAZE-ING 
CUTIES 

Whether they be maze 
chases, jumping games or 
climbing contests - even 
shoot-outs in the depths of 
the cosmos - the majority of 
new coin-ops have all been in
terbred with the latest rage in 
arcadeland - the "cut ie" 
game. Culie games feature 
great graphics, resolu-
tion, whimsical, 
adorable charac
ters, and an irresist
ible attraction to 
stacks of quarters 
and tokens. 

These machines 
are designed 
around a simple 
concept: if the 
action is adorable 
enough , the characters 
charming and graphically car
toon ish enough, you can' t 
lose. If it's a great game, the 
bells and wh istles are an 
added kick. If the game is only 
so-so, the whole thing is cute 
enough that, well, who cares? 

Maze games are especia lly 
susceptible to the cUle-ization 
process. Ey~s from Rockola. 
Mr. Do out of Universal and 
several other titles use familiar 

play mechanics. For instance, 
Mr. Do is a charming variant 
of the gobble, dig and cute 
concepts. 

Perhaps the most successful 
is Sega's Pengo, which stars a 
fetching little penguin being 
chased around a maze con
sisting of ice blocks. The kick
er: Pengo is able to alter the 

topography of the maze by 
sliding the blocks into new 
positions. even trapping his 
adversaries when the job 's 
done well . 

F. LEA COIN-OP 
Okay, imagine M idway 's 

Tron , only instead of light
cycles and tank mazes , you've 
got dogs and fleas in a quartet 
of contests. Weird . Definitely. 
The latest videogame from 
Pacific Novelty (creators of 
Th ief - a Certificate of Merit 
Arcade Award winner for best 
coin-op audio/ visual effects 
- and several other games) is 
called F. Lea . While there's 
nothing new about it , it's 
charming ambiance makes it 
worth a try. 

The player can choose any 
of the four games, all of which 
are take-ofts on the existing 
machines. Fleas do the Tar
zan -thing, for example, in 
their own, unique fash ion . In
slead of swinging from grape 
vines. the indomitable F. lea 
leaps from dog to dog by way 
of their tails. 

5HORTORDER 
COOKING 

Midway's Bu rg er Time 
approaches the cu te game 
from an entirely different 
direction. Remember that old 
bit with the conveyor belt car
rying the food, which had to 



placed down, layer upo 
layer? Burger Time emulat 
that notion to a certain degree 
by asking the gamer to create 
the fattest , most mouth 
watering hamburger imagin
able, 

First comes the roll, then the 
burger - and then the play 
gets really serious. The food
stuff continues to scroll across 
the bottom of the screen with 
points awarded for every 
hamburger completed. The 
more rel ish, onions, etc. laid 
down, the more points. 

Burger Time relies more on 
a cute "concept" as opposed 
to cute execution. The charac
ters here are no Saturday 
morning wonders, but the 
idea itself will sell th is game. 
And in a world ruled by 
McDonalds, who 's to say 
what will happen? 

Q- BERT'S 
CUBES 

Perhaps the best blend of 
whimsical characters and 
solid, innovative game play, 

however, is to be found in 
Gottlieb's enchanting lates~ 
a " Bert, the home rights to 
wh ich have already been 
snapped up by Parker 
Brothers. 
a' Bert is a furry little crea

ture with a snorkle-snout 
whose arena consists 

of a pyramid of 

colored 
Little Q' Bert 

can jump from 
cube-top to cube

top, and each jump 
triggers a color 

change running through 
a full ra inbow sequence. 
The object is to turn all 

the cube-tops 
same 

I lies 
in an assortment 

of snakes and 
other disrepu

<e<o ...... --.!ables that scam-
per around the pyramid

like maze in search of Q. Bert. 
If they catch him, he loses a 
life and starts again . 

The excellent meshing of 
enchanting game characters, 
gorgeous graphics and good, 
full-bod ied game play make 
Q' Bert a solid entry in the 
world of the coin-op cuties. 

POPEYE GOES 
COIN·OP 

America 's most famous old 

POPEn 

salt has finally turned up in a 
coin-op game, with all the 
friends from the original 
newspaper strip by Segar -
Wh impy , Bluto , Olive and 
even the Sea Hag. 

Olive stands at the top of a 
multi -level playfield divided 
by short stairways and tosses 
hearts that the one-eyed 
sailor, Popeye , most catch . 
Flies in the ointment naturally 
include Bluto, who can only be 
vanquished by having Popeye 
down one of the strategically 
placed cans of spi nach and 
gain ing temporary super 
strength . 

The animation and sound 
are flat-out cartoon-quality, 
and though the game play 
may not engross gamers from 
start to finish, the visual magic 
does. Nintendo looks to have 
one of the hottest new titles 
around with Popeyo - a 
game too cute to fail. 
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FL YING THROUGH 
TIME AND SPACE! 

The concept of the Immor
tal soldier is as old as armed 
conflict itself. With each new 
call to arms, he rises from his 
grave, takes up the arma
ments of war and fulfills his 
endless duty - battle through 
time itself. 

Certainly the most offbeat 
of the new shoot-outs is Cen
turi's Time Pilot, in which a 
combination Red Baron and 
flying Dutchman engage in 
decade-spanning warfare in 
the sky. 

The contest begins with the 

most primitive type of aerial 
warfare - the World War I 
circa dogfight. Using joystick 
controls and totally authentic 
firing techniques, you move 
through progressively futuris
tic modes of the traditional 
dogfight. 

World War II fighters, MiGs 
vs. US Tiger jets, Vietnam-era 
sky combat and, ultimately: 
war in space! Time Pilot is not 
only an excellent action game. 
but a visual history of air war
fare. 

FLOATING 
THROUGH THE 
SEVEN WONDERS 

Fast Freddie from Atari is 
quite a guy. He loves to travel, 
and his favorite mode of 
locomotion is hang-gliding. In 
a multi-scenar io graphic 
wonderland, areaders guide 
Eddie over treacherous terrain 
in search of the most wonder
ful sights on earth. Whether 
he's wafting over the Sphinx, 
cruising the Taj Majal or ski
ing the Alps, Fast Freddie is 
fast , fun and the perfect 
change-of-pace cOln-op ex
perience. 

5«i Electronic Games FAST fREDDIE 

FAST fREDDIE 

Points are gathered simply 
by keeping 01' Eddie afloat
but as most players discover, 
th is is definitely easier said 
than done. So get your wings 
ready, and do some real sight
seeing. 

POSITION IS 
EVERYTHING 
IN LIFE 

Sega's phenomenal success 
with Turbo has revived a 
game genre that was pre
viously considered dead as a 
dodo. 

Inspired by the newfound 
interest, Atari has created the 
most graphically spectacular, 
realistic first·person driving 
videogame any arcader has 
ever seen. Called Pole Posi
tion. this is a straight·ahead 
racing co."test, making the 
passing of cars being the 
objective, with everything 
from curbs to road signs avail· 
able in numbers sufficient to 
keep the player from getting 
too much acceleration. 

Whether the driving games 
can make it in the arcades will 
probably be decided by this 
game. 

THE COIN-OP 
"SLUMP" 
AND YOU 

Don't be alarmed by any
thing you may hear about a' 
"coin-op slump". Actually, 
popularity of the games has 
never been higher - and it's 
still growing. What has hap
pened is that the increase in 
the number of machines in
stalled in arcade and street 
locations has increased faster 
than the coin-op audience, 
resulting in somewhat lower 
per·machine earnings figures, 
and a corresponding reluc
tance by operators to buy 
quite as many new titles as 
there were a year ago. 

For arcaders, this means 
that there will be a short-term 
slowdown in the appearance 
of new machines. Yet con
sumers are likely to benefit in 
the long run, because manu
facturers will essentially give 
up trying to market the "me, 
too" machines and stress in
novation. to attract the notice 
of operators, and ultimately, 
the players. 

G 



Winning at 'Wizard of Wor' aDd 'Gorf! 
By Jobn MaddeD. 

In our tirst Challenge of Champions, Ray Johnson 
of Los Angeles defealed Tony Sarkis of New York 
and David Hayes, a student al Cat Tech, defealed 
Brian Anderson, a student al MIT. 

a.s the sportscaster for CBS Video Games, I gel a chance 
oft. to watch some of the best players in the country 
tn the "Challenge of Champions: 

Here are some of their winning strategies. 

Wizard 01 Wor": You start 
with three worriors, The 

object of this game is to defeat 
the Wizard, hts henchmen and 
your opponent. This is a game 
you can play alone, or two can 
play simultaneously. When two 
play. you have to worry about 
getting zapped by your oppo
nent as well as the Wizard, and his gang. 

Here's an interesting move you might want to try. Get out 
into the maze fast. zip out of the 

r--...,r---.... --:c-, escape door, come back in 
through the opposite side. If 
you're quIck enough, you'll be 
in pertect position 10 blitz your 
opponent's three worriors 
before they can score any 
points. The ultima1e shutout. 

Another variation is to work 
together. Make a pact not to hit each other (accidents do 
happen, of course) and go for the record score: 99,500 by 
Frank Merollo ( 10/ 82) and Buz Pryzby ( 8/82 )~ 

'These are two tough games, but 
I know you're up to the challenge! 

G od'· is four boards in one game. Your fa1her will enjoy this game 
because with a little luck, he'll be able to go through the four boards 

a couple of times, but after the third level it starts to get faster ... and faster. 

HII it high 

That's when you separate the players from the parents. You start out 
aggressively and atter tO,OOO pOints the bombs and torpedoes start to 
come hot and heavy. so be prepared to change to a defensive game ptan 

The record high score is s1i1l32 ,700 by Horace Eckerstrom (9/ 82),- which 
gives you some idea of how hard this game is. 

Both Wizard of Wor and Gort are made for the Atari~ 2600 System.'· 
( Look for Intellivisiono versions soon,) They're really tough, and the more 
you play them, the more you'll like them. 
e 1983 CBS Inc: ~Gort and "Wiza rd 01 War" are reglslered lrademarks 01 Bally/ MIdway Mlg.iI~f 
" Alart" and Alorl 2600 Sy!i.lem·· Orit lrademorltSOI Alo.rl , Inc 
"'ntelllvision" 1$ a trademark 01 Mallei. Inc 
'High scores as ollhis prtnllng 



COMMAND 1"1-46 FORCeG OF p;tfRKNCS'S ANO eVIL... ORTH6 
HeROIc OEFfiNO.:F:C9 OF RIGHT" ANO .7USTI'C/:. IT'S YOU I< CHOle!:, 
WITH THe M"W s.:r:.7OE "'~ GAME C4R7RIOGIF. ~U CAN 136 
THe' COBRA COMMANoe;R, "'ReCTING THe GIANT COBRA Ii:OSOT, I31<AAI
ING LA~N BlAST.S ANO veNo," 80tt1fBS' AbAINSf roul< UNR6-
LeNilNG R;)e G.t . :1""'. OR AS ';. :r. :ro~ 'YOU FIGHT F'0f< THe &xl' 
OF MANKINO EReCTING L4GER SNIELPS' A NO POUNDING THe 
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PI-A"'f:R~ WI'-I- coBRA WIN THe BATTLE, Of< WII-l. THe G£XX)GUYS 
TRIUMPH IN THE' eND ? IT'S UP TO rou , eNLIST" TOOA Y! 

COMING 
SOON 



JOIN "Tl-4e I$WAGEO£IS RANk'S OF Trie G. I. JOE: F(APIO
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WHILE: Pf?oTeCTeO 6Y LAS"ER ,mIE/.P.s: ~ P"Ar' AS C08~A 
COMMANOeR STIlU6GLING fO~ WO~LO CVMINAilON WITH 
LASEiii' BLAS'T.S' ANO WHOM BOMBS: TAKe ON Tfie 
COM pureR, or< ONe Of( 'TWO OTHer< PLAYERS'. FOR GOO(J 
OR SAl'- /lIGHT Of< WRONG, THE' FATE OF TIlE WORLP IS 

IN YOuR HANDS'. 

For yOu' Ala" Video Campyl6f $ ySUtm ' " and Sea's VoOeo ArCade no 

~MRKER BRO. HERS 7i/E O/IES 7b BEAT 
~y-_",,-,·,, " ._,,,S. .. ""-,,,, Co _",,W_~5'j_~ ••• _ 
,-" 
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AZTEC 
Oatamost/Apple 11148K disk 

Here's your chance to follow in the 
footsteps of globe-trotting adventur
ers like Alan Quartermain and Indiana 
Jones. Aztec is a high-resolution action 
adventure in which the solo player 
must penetrate to the depths of an 
ancient temple, retrieve a priceless idol 
and bring it safely back to civilization 
so you can sell it for a hefty fee. 

The program generates the temple 
by picking eight floors of eight rooms, 
each chamber contain ing up to three 
levels. Since there are 32 possible 
arrangements of the floors, Aztec 
offers players a satisfying variety. Or 

to put it another way, if you can't solve 
one version of the temple , you can 
always begin the quest again with 
another. 

The gamer controls the on- screen 
character with the keyboard . There 
are two modes, regular movement 
and fight/attack, each with its own 
group of one-key commands. Under 
ordinary conditions, the well-drawn 
digital explorer can walk, run , change 
direction , set a dynamite charge, 
crawl, jump and cl imb. Pushing " F" 
sends the character into fight mode, in 
which condition he can inch forward , 
step back and spin around, draw a 
weapon (gun or machete) , lunge or 

slash with the blade, or fire the pistol. 
Though it sounds like a lot of keys to 
memorize, the process isn 't all that 
hard. After a few games at the lowest 
of the eight possible skill levels, you' ll 
have your soldier of fortune leaping 
chasms, climb ing winding staircases, 
and battl ing the 10 different monster 
types which guard the temple . 

The maze and all f igures within it are 
seen in profile, with one room visi ble 
on the screen at a time. This keeps 
suspense at a high level during the 
game, because a player never knows 
what he or she will find in the next 
section unt il the on -screen hero 
actually gets there. 



When in the movement mode, the 
adventurer must search through piles 
of rubble and the chests which dot the 
maze-like temple. M any contain noth 
ing, but sometimes you may find a 
st rength-building elixi r, weapons (bu l
lets must be found separately from the 
pistol) and the coveted idol. Dynamite 
is one of the powerful weapons at 
your command, capable of blasting a 
hole th rough walls or floors at need. 
Two warnings: Get away from the 
blast area qUickly, and don 't blow up 
things you may need on the trip to
ward the temple's exit. It's nQ good 
find ing the idol if it can't be brought 
out of its resting place. 

The procedure for setting a dyna
mite charge is not sufficiently ex
plained in the brief rules folder. This 
can cause a lot of frustration for those 
who don 't stumble on the fa irly simple 
routine. All you have to do is set the 
little guy on the screen· crawling and 
then, when his hand is extended in 
front of him, push "P" to set and light 
the explosive. At times, quick action 
with the dynamite is the only way to 
get out of one of the trap rooms or 
defeat the more powerful creatures 
which bar the way to the trophy you 
seek. 

Despite some superficial similarities 
to Muse Software 's Castle Wolfen-

Search the 
Sacred Aztec 
Temple for 
the Jade Idolr 

But Beware 
of the Guards! 

stein, Datamost's Paul Stephenson 
has given adventure gamers some
thing new - and delightful - in 
Aztec. The variety of monsters and 
traps, the range of possible commands 
and the attractive graphics make this 
one of the computer gaming events of 
the year. It's the kind of contest you 
want to play again immediately after 
you finish the last round . 

(Steve Davidson) 

ASTROCHASE 
f irst Star Softwarel Alari 400 & BOO 
32K 

First Star is a new company named 
after the highly-prized master of the 



First Intermission for Astro Chase Initial view of the solar system in Astro Chase 

Atari computer, Fernando Herrera, 
winner of the First Star Award from 
the Sunnyvale company itself. It has 
released its first game - and, wow, is 
it something else! 

Astro Chase requires someth ing 
closer to a book than a review in order 
to explore all the nooks and crannies 
of its ground-breaking design . 

As the computer plays the " 1812 
Overture", we see a beautifully ren 
dered Earth street with a saucer 
parked outside the house closest to 
the foreground . A door opens, and 
from the house steps an astro-fighter 
in his mylar space-garb. He moves 
underneath the parked spaceship, 
where a tractor beam lifts the warrior 
into the craft itself. It blasts off, and 
the first phase of the battle begins. 
This is but one of seven different inter
missions between each battle. 

Your mission sounds simple: De
fend the Earth. It isn ·t. Among the 
various types of spacecraft you must 
fend off are Ramatrons, Firetrons, 
Ramalons, Firelons, and jet versions of 
all four. But remember your prime 
directive ; keep those graVity-drawn 
space mines from reach ing - and 
blowing up - the planet of which we 
are all so fond . Some of these beggars 
can actually travel through planets! 

Sound grim? It is, but the gamer 
does have some healthy defensive 
weaponry. There is, of course , your 
saucer, which is capable of what First 
Star has dubbed " single thrust pro
pulsion" - a technique which allows 
the player to steer the ship in one 
direction and fire in another - any 
other, in fact. Shields can be activated, 
and energy grids are available to re
supply fuel. It's even possible to trap 
an enemy craft between two parallel 

ASTRO CHASE 

planets, where it will bounce back and 
forth forever. 

There are an astounding 36 skill 
levels in th is game and omn i
directional scrol ling, but the real beau
ty of Astro Chase is the beauty of it. It 
is perhaps the most graphically mag
nificent computer video game yet cre
ated . Fernando Herrera is more like a 
painter than a typical graphiC de
signer, and it shows. The solar system 
and the interm issions are breath
taking. 

First Star does, indeed, have a star 
on its hands, and many more games 
like this will make this fledgeling outfit 
shine all the brighter. 

(Bill Kunkel) 

BAJA BUGGIES 
Gamestar! Atari 400 & 80017 6K 

Put flat-out, this is the best racing 
contest, in terms of graphiCS and game 
play, ever designed for a computer 

system. Baja Buggies is a re incarn
ation of Night Rally from the now
defunct software house, Arcade Plus 
(wh ich gained fame and fortune with 
the gobble game, Ghost Hunter). 
Arcade Plus may have bitten the dust, 
but the night race game it developed 
has survived admirably , al l spiffed up 
with balloon tires and a daytime desert 
landscape. 

Desi gned for Gamestar by Dan 
Ugrin, Baia Buggies is a perfect exam
ple of what can be accomplished with 
a mere 16K on the Atari computers. 
The landscape and horizon line scroll 
subtly , clouds shifting position with 
every snake-like twist of the road . 
The play-action is miraculous. 

Discarding as it does the trad itional 
paddle controller used for most driving 
games in lieu of a joystick, Baia is an 
anomaly. First-time participants are 
invariably impressed with the graphics 
and the sense of realistic drifting mo
tion built into the program. But it 's 
only when the arcader actually grabs 
hold of the wheel - er, joystick -
that the marvelous playability 'and 
realism of the game become crystal 
clear. In other words, this one looks 
good - but it plays great. 

This is position racing, and the ob
ject is to use the top-mounted radar 
scanner to determine both your loca
tion and the leader's - be he the 
notorious Mario Sanddun i, the love
able A.J . Cactus or the reckless Parnelli 
Pothole - and pass as many other 
dunies as possible to reach the front
runner. 

One gripe is that when you ulti· 
mately do reach the head of the pack, 
you just might expect skyrockets and 
fireworks, but instead - pffffft. Ah , 
well , we are picking nits, I suppose. 







BAJ 

BAJA euCGIES 

88 offers players six levels - three 
Am and three Pro -as well as a sextet 
of courses and five difficulty levels. 
Until somebody does it better, this is 
the best piece of racing computer soft
ware in town. 

(8ill Kunkel) 

MONSTER MASH 
Software Farm/ Apple 1I/ 48K disk 

It's the middle of the night, and 
monsters are rising from their graves to 
threaten Any town , U.S.A . in Dave 
Eisler's unusual action contest. The 
arcader uses the numeric keys to open 
and shut the gates which section the 
graveyard-like playfield , and to oper
ate the so-called "monster mashers" 
built into each headstone. 

The creatures, at least at the start of 
the action, enter the graveyard from 
the upper right corner of the screen 
and wend their way toward the exit 
located in the lower left corner. The 
idea is to manipulate the gates (by 
pushing keys 1-4) so as to trap the 
creatures in front of the monster 
mashers (activated with keys 6-9). 
Novices can operate all gates with one 
key and all mashers with another. 
Once you 've become reasonably 
practiced, you may want to attempt 
the advanced version, in which each 
gate and masher is controlled by a 
single key. 

Four types of creatures haunt the 
playfield. Claws are the basic, heavy
duty monster in the game, and they 
are worth more if they are destroyed 
as close to the entrance as possible. 
Smokeys are just the opposite ; you'll 
score more if you catch them near the 
exit. Eggs' can be ignored, since their 
escape doesn 't saddle the player with a 

penalty, but an egg turns into a snake 
if it is broken. The snakes are worth 
three times as much as Smokey, but 
each reptile counts as two escaping 
creatures if it gets through. 

Also moving through the graveyard 
is a succession of visitors. Killing one by 
accident immediately ends the game. 
Letting 10 monsters escape unharmed 
has the same effect. 

In the past, EG has treated arcade
style games which utilize a keyboard 
control system very harshly. This t ime, 
the control scheme is ent i rely 
appropriate to the distinctive play 
mechan ic. Plainly , joystick contro l 
would only have been satisfactory in 
the basic game. Dave Eisler has done a 
fine job of developing a contest that 
isn 't just a rehash of someone else's 
creativity. M onster M ash will not be 
the only great game in most gamers ' 
software libraries, but it does offer an 
intriguing and satisfying brand of ac
tion you're not likely to find on many 
other disks. 

(Steve Davidson) 

MINER 2049ER 
Micro Fun/ Apple 11148K disk 

One of the few th ings surer than 
death and taxes is that you 'll be read
ing a lot about this multi-screen cl imb
ing contest in coming months. Miner 
204ger, the inspired creation of Bill 
Houge, will be produced for nine dif
ferent computer and videogame sys
tems, so the entire home arcad ing 
nation may well be battl ing through 
this one before too long. 

The Apple II edition, nicely pro
grammed by M ike Livesay, has 10 sce
narios which incorporate just about 
every climbing game wrinkle you can 
imagine - plus a few way-out sur
prises. The first scenario has ladders , 
the second adds a system of slides, the 
th ird introduces an elevator and so 
forth up to the cannon, wh ich makes 
its debut at the tenth level. 

The on-screen sourdough, who 
goes by the moniker of Bounty Bob, is 
moved along the various platforms 
using the joystick. A flick of the stick in 
the appropriate direction will send him 
up or down a ladder. Bounty Bob leaps 
straight into the air when you press the 
action button, but combin ing the stick 
and button permits him to leap over 
chasms and deadly mutants with ease. 

No previous Apple II game can 
match the fluidity of Miner's control 
scheme. Lining up the character in the 
correct position to use a ladder some
times causes problems in other games, 



but not in this one. Some players will 
find it necessary to rein in their natural 
enthusiasm, lest they send Bounty Bob 
over the edge w ith a bit of over
zealous joysticking. 

Unlike most other cl imbing games, 
the idea of Miner 204ger is not simply 
to get to the top of the screen in one 
piece. Bounty Bob, as a good prospec
tor, must cove r every inch of the 
playfield in order to move on to the 
next. Mutants with a deadly touch 
provide the main obstacle in the early 
going. They can be defeated,however, 
if Bounty Bob first picks up one of the 
tempting apples scattered around the 
screen . This causes the mutant to get a 
silly smile on its face and turn blue. 
Until the beast turns red once more, 
Bob can steamroll it for points . 

One of several attractive frills is a 
five-position high score listing. It even 
carries over from play session to play 
session. Another good idea is that the 
player custom-al igns his joystick to a 
program when the disk is first booted. 
It on ly takes a couple of seconds to 
perform this operation , but it appears 
to enhance control significantly . 

A hearty welcome to Miner 204ger, 
new king of the computer cl imbing 
games. 

(Arnie Katz) 

K-RAZY KRITTERS 
CBS Software/ Atari 400 & BOO/ cartridge 

K-Byte's latest batch of cartridge 
programs for the Atari computer sys
tems prove pretty conclusively that K
razy Shoot-out was no " k-razy one
shot" . Particularly engrossing is K-razy 
Kritters, the most challenging variant 
on the old Space Invaders theme to 
come along in ages. 

The playfield consists of vertical 
rows of caged demons. The gamer, 
armed w ith three laser bases, must 
destroy the cages, then dodge the in
vulnerable creatures he just released . 
Periodically, a base star fl ies by and a 
shot on target is good for a free base. 

The trick here is to take out the mid-
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die rows first. The higher the demon 
cage, the more horizontal range the 
creature within has. Clearing up the 
middle leaves the side rows to block 
the escaped creature from moving too 
far east or west. Once the center is 
clear, start to work on the edges, 
where you blast and run to the far 
opposite end of the field and hide. By 
the time you reach the rows at the far 
right and left , even the most far
roving monsters should not be able to 
scarf you up. 

The action, as in all CBS software 
(K - Byte) games, is frenetic. Play 
mechanics are smooth as silk, and the 
sound and graphics are charming. All 
this, and the convenience of cartridge 
playas well! 

In light of the expense of disk drives 
and the time consumed by tape load
ing, the American computer-game 
hobbyists are obviously drawn to car
tridge games, and players can expect 

to see more and more during the com
ing year, as the computer business 
spreads from specialty computer 
shops to convenience stores and malls. 
Right now, there is a limited K capacity 
for these games due to the expense of 
chips, but the companies that are turn 
ing them out are continuing to prove 
that a great job can still be done in this 
format. .Count K-razy Kri tters among 
the best. 

(Bill Kunkel) 

SOCCER 
Thorne-EMIIAtiJri 400 & BOO/ 16K 

How about this one, sports fans? 
Here's a soccer simulation for the Atari 
computers in cartridge form that plays 
even better than Intellivision 's version, 
allowing for two-player human teams 
and a solitaire version . Sound like a 
dream? Well, in its own subtle , under
stated way, EMI has been producing 
some of the best computer game 





software on either side 
of the Atlantic , and 
this title , along with 
Submarine Comman
der, are the flagships 
of the line, with these 
unique offerings. 

Two, full-sized, 11-
player squadrons fill 
up this silky-smooth 
scrolling playfield at 
totally realistic speed. 
Players can pass, drib
ble and blast shots at 
the net. But beware of 
the computer-moved 
goalie-this guy will 
make Hubert Birken
mier look like he's got 
arthritis . He leaps, 
dives and deflects vir
tually everything shot 
right at him . 
Best bet for mere hu

mans is to just duck 
around hirn--5ince the 

computer goalie will 
come out to meet 

the ball-then blast 
a pass across to a 

waiting center posi
tioned in front of the 
net. The positioning 
of players, however, 
may well prove the 

most difficult aspect 
of this game for the 
American players to 
handle. Players tend 

to bunch up, leaving wide open gaps 
for the skil led computer-driven Brits 
to punch through. Spread out your 
team-heaven knows you have 
enough players-while leaving at least 
a pair of defenders back to help the 
goalie. 

Whether videogamers will take to 
this beautiful sports simulation better 
than the American sports fans have 
taken to the real thing is still an un
answered question. The bottom line is 
this, however; the biggest vacuum in 
the Atari computer software universe 
is in sports games, especially good 
one-player simulations. And they just 
don't come any better than Soccer. For 
fans and open-minded garners, this 
one is unquestionably recommended. 

(811' Kunkel) 

POGOMAN 
Computer Magic Limited 
Atari 400-BOO-120014BK disk 

Animals that hop - kangaroos, 
frogs and rabbits - currently loom so 
large in the world of electronic gaming 
that it is easy to forget that human
kind, too, has a similar method of 
locomotion : the pogo stick. Though 
skateboards, mopeds and other less 
teeth-rattling methods of transporta
tion have largely made the pogo stick 
passe in the real world , this venerable 
kid's toy is still going strong in the 
computer universe, if th is engaging 
solitaire contest is a fair index. 

Those sobersided arcaders who de
mand hyper-realistic themes in their 



games wil l probably want to shy away 
from this one. Few games are based on 
a wackier idea than the one which 
inspired this release by the company 
which made its debut about a year ago 
with Kayos . You are responsible for 
directing the activities of a five-man 
team that is attempting to help the city 
save energy by shutting off streetlights 
during a summer heat wave. Why this 
worthy task must be accomplished by 
zany looking characters bouncing 
along on pogo sticks is never ade
quately explained, but when the pro
gram is this charming, who cares? 

There are three types of jumps 
possible; regular, high and long. The 
ordinary jump is suitable for leaping 
over the animated obstacles which 
start showing up after the player has 
tallied 100,000 points or is heading 
through the city for a second round . 
The long jump enables Pogoman to 
clear some of the bulkier stationary 
obstacles , such as parked limousines, 
which might otherwise keep him from 
completing his watt-saving tour of the 
city. High jumps, on the other hand, 
are the only ones which give the 
lamp-douser enough altitude to switch 
off a streetlight. 

Pogoman gives much greater re
wards for intelligent selection of jumps 
than it does for sheerspeed. Each crash 
knocks one of your five Pogomen out 
of the game and starts the scori ng 
cycle for streetlights over again at 
1,000 points . Each turned-off light is 
worth 1,000 points more than the 

previous one, as long as you don 't 
collide with anything. 

Once a Pogoman turns off a light, it 
stays that way until every light in the 
city is dark. The program then resets
after awarding the player a bonus of 
30,000 points - and the action begins 
once more. A new menace, in the form 
of a pesky bird, makes its appearance 
during the third circuit of the metropo
lis or at the 200,OOO-point plateau, 
whichever comes first. 

J.R. Man (programming), Andre 
Strichak (screen graphics) and Terry 
Feinberg (music) have all done them
selves proud with Pogoman, though 
the visuals could have been a tad more 
refined in view of the graphic capabili
ties of the Atari computer systems. 
Still, this is an amusing program that 
poses a sterner test of arcading ability 
than might at first be obvious. 

(Arnie Katz) 

LOVERS OR STRANGERS 
Alpine Software/ Apple 1// 48K disk 

Despite the faintly provocative t itle, 
this is not one of those sexy home 
electronic games that have raised 
hackles from coast to coast in the last 
six months. Rather, it is a compatibility 
test that indicates how well the two 
halves of a couple mesh in a wide 
range of areas, including communica
tion, romance, values, sex, work, 
money, spirituality and play. 

Of course, any such test should be 
viewed more as an interesting diver
sion than as a definitive analysis. Sti ll , 

the computer's capability of collating a 
large amount of data very quickly 
makes it more indicative than the 
quizzes printed by Readers Digest and 
the like. Questions and scoring were 
formulated by Dr. AI Byers and Dr. 
Annette Long, Directors of Associates 
for Psychotherapy, Inc. 

The test itself is reasonably quick 
and easy. There is a series of multiple 
choice questions which are answered 
Simultaneously by both members of 
the couple using the Apple's numeric 
keys. For each question, a participant 
must choose an alternative for him- or 
herself and then guess how the spouse 
will answer the same query. The pro
gram holds more questions than are 
needed for anyone questionnaire, so 
lovers or Strangers will be at least 
slightly different each time you play. 

Although there is absolutely nothing 
salacious about Lovers or Strangers, it 
wi ll probably have most appeal for 
EG 's older readers. The complete ab
sence of graphics and other window 
dreSSing will undoubtedly make the 
game less attractive to many action
oriented arcaders. This is a solid piece 
of software which demonstrates that 
"adult games" don 't necessarily have 
to mean products like the late, un
lamented Custer's Revenge. 

It may only seem to be a matter 
of semantics, but "adult", sexually 
sophisticated" and " erotic" are dif 
ferent from "smut" and "sleaze" . 

(Sieve Davidson) 
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Shoot rEm Up in Space: 
Does it Live Up to its Name? 

'

he letters S.£. U.f.S. (pronounced 
5005) stand for Shoot 'Em Up In 

Space. That's a pretty accurate de
scription of at least one factor in this 
multi-faceted war game simulation of 
futuristic combat, but it is far from 
telling the whole story. Indeed, it 's 
even a somewhat misleading title . 
Economic factors as well as strategic 
planning are as important to the out
come of th is game as the shooting. 

But the shooting is managed in a 

By NEIL SHAPIRO 

unique manner - combat takes place 
in real-time , almost arcade-like 
fashion . Still, th is is certainly not Space 
Invaders. 

The first thing likely to strike a new
comer to this space war game is the 
absolutely beautiful hi-resolution 
strategic map. While it's true that a 
map is not the territory, these come as 
close to catching the starry "feel" of 
intergalactic space as anything I have 
seen in either computer or board 

S.EJ,U.S. features a colorful playfield 

10 Electronic GArMS 

games . The stars almost seem to 
corsucate on the screen . Armchair 
space farers familar with telescopic 
views of such things as the Orion 
Nebula will find the finely detailed veils 
of nebulosity breathtaking as they 
glow on the video display. 

While the rule book describes the 
playing field as being "hex-gridded", 
thankfully, the hexes themselves are 
not drawn onto the display. While it 
may take half a game to get used to 
determining where the hex boundaries 
are, it is well worth it, in this case, to 
give the artwork full play. 

Six types of " terrain" are detailed on 
th is strategic map. The bright stars 
(those surrounded by glowing nebu
lae) are commercial and economic 
centers with great starship-producing 
capability. The major stars are systems 
containing an advanced planet with 
starship facilities. Disk-shaped minor 
stars have planets less capable of star
ship production . The pin-point single 
stars have no planets; the clusters of 
small stars, asteroids and debris also 
contain no planets - and neither of 
these last two types can produce star
ships. 

There are six varieties of starships 
that may be produced, and these may 
be arranged into light, medium and 
heavy squadrons. A light squadron is 
made up of the three fighter classes 
(light, escort and destroyer fighters) . A 
medium squadron contains at least 
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one battle-cruiser (light or heavy) as 
well as fighters. A heavy squadron 
contains cruisers and , perhaps, a 
battleship. 

Each of the squadron types has its 
own graphic symbol so the player can 
instantly see its complete makeup on 
the roster text display. 

Each style of squadron moves at a 
different rate of simulated speed , 
which the computer monitors via 551's 
new Rapidfire system of inputting 
moves from the keyboard. Time units 
automatically pass during the game, 
and an on-screen clock gives the play
er an indication of this feature. 

Whenever it is a squadron's turn to 
move, it is highlighted on the strategic 
display. At the bottom of the map a 
small display appears which shows the 
squadron's graphic symbol and indi
cates how many ships of each type are 
in that squadron. Then the countdown 
clock begins to tick towards zero. 
Before time for that squadron to move 
runs out, you must hit one of the 
directional keys. The direction keys are 
laid out in a compass pattern (which is 
always shown on-screen) of the num
bers 1 through 6 arranged in a coun
terclockwise circle around the number 
O. Going Eas1, for example, would be 

to press "2", going West would mean 
pressing "5" and standing still would 
be "0" , 

While each squadron moves one 
sector (hex) at a time, some squadrons 
are fas1er than others. Light squadrons 
can move every four time points, 
medium squads every six, and heavy 
squadrons can only move every 12 
time points. This results in a realistic 
simulation of movement as a function 
of strength in arms, although I for one 
had a hard time accepting that large 
spaceships should, necessarily, move 
slower than small ones. 

As your ships move through enemy 
star systems, you automatically cap
ture them. They change in color to 
show who is the owning player. Bright. 
major and minor star systems - with 
their spaceship producing capabi lities 
- are considered resource centers. As 
long as you own a system, you receive 
its resource points. A minor star system 
produces 10 production points every 
40 time points ; a major star system 
gives 12 every 21 time points ; and a 
bright star system yields 11 production 
points in just 11 time points. During 
the game, the computer keeps track of 
the accumulations of these production 
points. 

As you gain production points, the 
computer allocates squadrons of just
built reinforcements to your fleet. 50 
you can expect a lot of jockeying 
about for control of these ali -impor
tant resource centers on the strategic 
display. When two opposing squad
rons try to move into the same sector 
of space, the game shifts to combat 
display mode. 

Just before combat begins you di
vide each ship's energy points among 
its shields, weapons. and ranging sys
tems. This, in effect, customizes each 
ship's offenSive, defensive, and man
euverability qualities. 

Now choose either a champion from 
your ships to meet the opposing side's 
champion - or go for a battle royal in 
which all the ships on both sides fight, 
with the flagship of each fleet under 
the players ' direct control. (Playing 
.solitaire, the computer can only go the 
champion-against-champion route.) 

The direction of movement of your 
vessel on the combat display is con
trolled by the game paddle. lithe other 
ship comes into range and is within a 
90-degree cone-of-fire of your ship, 
the ship will automatically fire a hom
ing missile. Or if you can manage to 
point directly at the fast-mOVing 
enemy, a press of the game-paddle 
button fires a burst with your devas
tating beam weapons. Bar graphs on 
the side of the combat display track 
and compare the damage levels of the 
two ships. An indicator beneath the 
bars tell you when your beam weapon 
is ready to fire. 

Three scenarios and maps included 
with S.E.U.I.5. allows you to get ac
quainted with the game mechanics . 
The f irst scenario , " Battle in the 
Pleiades," uses a stunning strategic 
map to simulate an invasion . " The 

The roster provldH all needed statistics These are the ships of S.E.I.U.S. 
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Great Battle" is a free-for-all of ship 
combat and capturing resource cen
ters . "The Final (Maybe) Battle" fea
tures a vast array of ship types. 

Once you've enjoyed the canned 
scenarios , S.E.U.I.S. really gets in 
teresting because it allows' you to 
concoct your own game by modifying 
almost all of its many variables. This is 
one distinct advantage some comput
er war games have over board games ; 
it is possible for the player to become 
an automated designer. 

First thing you can do is to choose 
from six maps included on the disk. 
Then you design the fleet you want to 
use. You can either create an entirely 

new fleet with as many squadrons as 
you deem fit, or you can modify any of 
the fleets from the canned scenarios to 
fit your needs. 

You can change the styles of the 
various ship types that make up the 
squadrons to fit your own ideas of 
what a fighting starship should be. 
And once you have altered the ships, 
you can even change the way in which 
the resource centers generate produc
tion points. You can change both the 
number of production points that a 
resource center produces and the 
number of time points in which it will 
produce that figure . 

Then you deploy your fleet - made 
-------------------------------, up of ships you have designed - on a 

PR[JfEEEH] ~~L J[JY ETH~~ 
' The Supr Slick IS the ()(lly st ick to use actual mlcro

swicheS. which oeste an ease of play that Will astound 
you Bill Kunkel , ELECTRONIC GAMES MagaZine. MarCh 1983 

One Time 
Replacement 
Joystick Control 

map of your choice , to fight over 
resource centers that work how you 
want them to, via combats that follow 
the parameters you think they should. 
This is one of the most powerful means 
we have seen yet of using the comput
er in a war gaming situation . 

There are only two drawbacks to the 
game. The combat phase can become 
somewhat repetitive if you only play 
against the computer. Avoid the onset 
of boredom by moving the computer 
to one of three playing levels so it 
always has a skill advantage. The op
tion of actually shooting your oppo
nent's pieces in war gaming goes way 
back to H.G. Wells, whom in his Little 
Wars rulebook, used cork-firing, toy 
cannons to score against the enemy, 
tin soldiers. But, if the coordination of 
arcade shooting doesn 't appeal to you, 
you'd be better off passing th is one by. 

The pseudo-h istorical background 
explanation contained in the rules, 
while very well-written, failed as a 
background intra to this game. 

All in all, this new war game marks a 
milestone in the development of the 
war gaming art. The player is now 
working hand in hand (or at least 
computer to computer) with the 
game's designers. 
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"We challenged 
Jeff Mintor to develop 
a game you could never tire of ... 
you could never beat." 
" It tops any grid type game." 
" It is set in space." 
" It is almost unbeatable." 
" Jeff achieved level 13 .. ,he developed 

G rldrunner ," 
"Maybe you can do better," 
" It's packed with excitement." 
" It's filled with challenge," 
" It tests your reflexes to the maximum," 
" It pushes your anxiety tolerance to the 

maximum." 
For the ultimate In excitement and 

challenge, see your local computer or 
games dealer today, 

Send us your highest score and we'll send 
you a certificate of merit, Beat Gridrunner 
and we'll send you a Gridrunner shoulder 
patch, And, we will publish you in the 
Gridrunner Hall of Fame, 

VIC 20 and CommOClor8 64 are registered trademarks 01 Commodore 
BUSiness Machines. . COPyright HES 1983 



I s the thought of assembling (and 
paying for) a well-stocked library of 

videogame cartridges keeping you 
from buying the home vldeogame 
system you've been pining for? With 
the price of videogame cartridges 
be ing what it is right now, many 
people just can' t afford as much varie
ty as they'd like in their game libraries. 

Nonetheless, 1983 may well be re
membered as the year that home 
videogaming met cable television . And 
judging by reactions in test markets, 
it's a match made in heaven . 

At least three na tional cable
videogame networks will be in opera
tion by this fall , available to just about 
anyone who wants one (and is ser
viced by a cable TV system). Although 
your cable system will probably carry 
only one game service, so you won't 
be able to choose which one you want, 
they all have the same basic structure . 

As with a cable movie network, the 
subscriber pays a monthly fee and gets 
a special cable adapter that allows him 
or her to receive the service. All three 
systems offer at least 20 games a 
month , available to subscribers 24 
hours a day, as often as they want to 
play. Games are alternated regularly, 
but each company promises to be 
responsive enough to subscriber de
mand that the most popular games will 
stay active on the service for as long as 
people want to play. 

Playcable, a product of Mattei , Inc. 
and the General Instruments Corp., 

THE WIZARD 

got a jump on the competition by 
opening for business in late 1982. As 
of th is writ ing, it's still the only game 
channel in actual operation. 

To subscribe, you must live In an 
area serviced by Playcable, and own 
either an Intell ivision un it or a Super 
Sears Video Arcade . Playcab le pro
vides everything else you 'll need, from 
the cable adapter to the games cata
log, instructions, and keypad overlays. 

The current library is promising, 
featuring a total of 31 games, including 
Star Strike, Lock 'N Chase, and virtual-

Iy all of Mattei's impressive Intellivision 
sports games. And , although nothing 
is official yet, there's a good chance 
that Playcable will eventually expand 
its library to include games from other 
producers as well. Fees for the service 
should run between $8 and $13 month· 
Iy, depending on the area. 

Not to be left out of videogaming 's 
hottest frontier, Atari is busy planning 
its own cable system In a Joint venture 
with the folks at Time-life. There 's no 
word yet on the fee, or the name of the 
new system, but it will offer between 
20 and 30 games via a cable adapter 
that plugs into the VCS 2600's car
tridge slot. (You have to buy the VCS.) 

The system will feature Alari's hot
test games, and promises at least one 
new title a week to keep home arcad
ers on their toes . Subscribers will also 
have the opportunity to test out new 
Atari t itles before they're released into 
general circulation . As an added bonus 
for adventure-oriented game lovers, 
the 64K computer on the other end of 
your cable hook-up allows for con
tinu ing games. 

The Games Network, third company 
in to the arena, has scored highly suc
cessful in several test markets . 
Although this network won ' t be 
featuring Atari or Mattei-produced 
software, it wil l offer the most diverse 
initial programming, drawing its titles 
from the best of microcomputer, VCS
compa t ible , and coin-op t i tles . 
Acco rding to Jim Summers, Director of 

A wide variety of gaming and educational software obtainable via cable 



By TRACIE FORMAN 

From submarines to chess super-program Sargo" - all vIa cable TV 

Program Acqu isit ions, "Wherever 
there's a good game, we' re gonna go 
get it!" So far he 's living up to his 
word : The Games Network has 
already snapped up nearly all the top 
Apple-compatible games. 

A major difference between this 
system and the other two IS that you 
don 't have to buy any hardware to 
subscribe. A one-time installation fee 
of $50 will provide you with all the 
equipment you need . This can be 
particularly attractive if the worst hap
pens and your hardware breaks down , 
because the company will replace the 
unit quickly and at no charge to you . 
(This, understandably, does not apply 
to joysticks, wh ich you have to buy 
yourself.) Fees will be approximately 

$14, and at least five games will be 
introduced, each month. 

Cole co has yet to jump on the cable 
video game bandwagon , but that 
doesn't mean it's been letting the 
other major companies capture all the 
prizes . They ' lI soon be unvei ling a 
service called In-Room Video, which 
will provide ColecoVision u nits to 
hotel rooms throughout the country. 

The way it w ill work is that guests at 
several major hotel chains will be able 
to reserve a room with a ColecoVision 
game unit for a min imal extra fee. 
When they check Into their room s, 
they'll be given between one and three 
cartridges, which they can use for the 
duration of their stay. Extra cartridges 
will be available on a rental basis. 

A trio of game selections available to the cable-gamer 

This should prove ideal for famil ies 
travelling with children as well as 
diehard videogamers . The idea has 
already been tested successfully at 
large hotels throughout the country, 
such as Howard Johnson's in New 
England and an unspecified hotel near 
Disneyland. It should be widely avail
able soon, so ask your travel agent for 
details. 

Not only will the new cable-gaming 
systems bring more people into this 
exciting hobby, but for those of us 
already involved this is an idea whose 
time has come. So next time you're 
tired of watching free TV reruns or 
cable movies, t ry switching on to 
something new - videogames via 
cable. e 



(Ed. Note: Ron Dubren is a double 
threat - a writer and a freelance vid
eogame designer. He wrote The Video 
Master's Guide to Centipede (Bantam 
Books) and his new Alari VCS
compatible game, Guardians of Trea
sure will be marketed by U.S. Games 
and Fisher-Price. A coin-op game co
designed with the Dave Nutting As
sociates group will be released short
ly by Bally/ Midway.) 

MILLIPEDE 
Atari 

Not another sequel! Yup. Atari has 
spawned another creepy-crawly 
game, Millipede. Emerging from the 
cocoon of Centipede, this sequel chal
lenges the player to take on a gallery of 
old and new enemies. It's new! It's 
bigger! It's faster! Cut out the sequel 
hype, however, and what are we left 
with? 

A good sequel shouldn't be merely a 
jazzed-up version of the original. To 
keep the regular player interested , the 
follow-up must offer novel play ele-

MILLIPEDE 
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Second 
Generation 
Centipede 

By RON DUBREN 

ments not found in the mother game. 
On the other hand, it must remain 
close enough to the original to bring 
back the players who made the original 
a hit in the first place - and set it all up 

with more challenging game play in 
order to reignite their interest. 

Atari also sought to weed out any 
flaws or weaknesses in the original 
program. The new versions thwart 
such classic tricks as the Blob and Side 
Feed Game strategies, that were 
utilized by devious Centipede players 
in the past. 

In light of this, let's take a look at 
how Millipede meets these criteria . 

The mushroom playfield is no longer 
fixed but scrolls downscreen, one level 
at a t ime, with the completion of each 
attack wave. This advance makes it 
that much more difficult to keep your 
cannon's play-zone open for freedom 
of movement. But, alas, the advance 
of the mushroom field also occurs 
when you hit one of the new adver
saries, the Beetle. A simple strategy 
appears obvious: don't be suckered 
into shooting the beetles. Forget the 
points and just keep those mushrooms 
at bay. Right? 

Wrong. The wizards at Atari came 
up with a clever means of thwarting 
this tactic. If a beetle is not eliminated, 
each mushroom it passes over is trans
formed into a flower, much as the 
scorpion (here reincarnated as an ear
wig for some inexplicable reason) in 
the original poisoned the 'shrooms. 
The flowers - unlike the mushrooms, 
poisoned or otherwise - cannot be 

CENTI PEDE 





shot away. If any mushrooms become 
floriated in the shooter's zone, it 's 
pan ic t ime as the cannon 's movements 
become severely limited for the rest of 
the assault wave . This can happen be
cause the Beetle f irst appears in the 
shooter's zone. It enters at the side and 
travels down, then across the bottom 
level before rising up and floriating 
every mushroom in its path - unless 
you waste it first. This will, of course , 
trigger the downward scroll ing of the 
flowers and 'shrooms one notch. To 
counter this advance-scroll function , 
the designers were kind enough to 
allow players a shot at making the 
mushroom field retreat. All you 've got 
to do is hit the mosquitoes, wh ich 
zoom downscreen diagonally at ran
dom intervals. 

Another new feature is the bombing 
run, wh ich is inserted every few 
waves after killing off an entire 
Millipede. Bombing runs may 
consist of bees, dragonflies 
and/ or mosquitoes. Both 
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the bees and dragonflies leave mush
rooms in their wake and descend in 
dangerous clusters at high speeds. The 
bombing run serves to replenish the 
mushroom field at a much faster
than-normal rate . 

Several other nice touches in this ex
cellent follow up should be noted. The 
inchworm, when shot, causes all the 
adversaries to move in slow motion for 
several seconds, giving the gamer a 
breather from the fast and furious 
game play , and some time to rack up 

CENTIPEDE (COIN-OP) 

points. This is the counterbalance, in 
terms of fairness , to the overwhelming 
number of bombing runs. Speaking of 
fairness, one of the game's nicest 
cosmetic changes is the shading of the 
shooter'S zone in order to better visu
ally deliniate your territory. Also, Atari 
has introduced the same sort of op
t ional difficulty level settings, as found 
in Tempest. 

There's lots more, such as the DDT 
bombs, but this is only an article - not 
an entire book devoted to the sub
ject . So you 'll just have to f igure out 
the more elusive elements yourself. 

Now, when are they coming 
out with M egapede?-well , I 

made the ed itors of EG no 
promises on that one. 
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Eons ago, an advanced civilization was forced to escape 
Earth. Now the Xevious people are returning to reclaim 
their heritage. They have already secured key loca-
tions on Earth. And fighting hard for the rest. 

It's up to you to win back the world. You're 
alone at the controls of your SOLVALOU super 
space fighter. Look out! The deadly BACULA 
resistor shields are all around you ! The lOSHI 
death squad can sting you with energy blasts. 
The enemy's awesome ANDOR GENESIS moth
er ship can destroy you. A seemingly endless 
cast of foes keep coming at you. 

You fly a search and destroy mission 
over all types of terrain bombing Xevlous 
ground entrenchments, zapping air 0ppo

nents. And the Xevious forces just get 
trickier as you get better ! 

Can a single heroic fighter save 
Earth? Find out when you play 
Xevious, new from Atar i. 

' Traoema~ and (l Namco 1982 Cl 983 Alar l. Inc AU rtghls reserved 



• 
How to Get 

Your Favorite 
from Game Room 
to Living Room 

By ROGER C. SHARPE 

A merica is a society of scavengers, 
ever on the lookout to reclaim 

some vestige of past days gone by. 
Whether it's a work of art , baseball 
cards, or even a favorite old sh irt that 
has seen better days, we all tend to 
collect, or at least accumulate our 
individual hoards of thin gies and 
doodads. 

Some do this for personal pleasure, 
others because they believe it's a 
worthwhile investment. Sometimes 
there 's a sense of nostalgia or fascina
tion attached to the objects we keep . 

One collectible likely to appeal to 
most EG readers is so obvIous you may 
have overlooked it - arcade games. 
Even if you have a home videogame 
system , and buy all the latest car
tridges as they're released , or own a 
full array of electronic hand-helds, it's 
still not the same as the pay-far-play 
machine. Atari 's Pac-Man is okay, but 
it's tough to really compare it to the 
Bally/ Midway model which inspired all 
the fuss . And how many other coin-op 
amusements are there that have not 
yet been duplicated, or can 't be? 

Every coin-op machine ever made is 
a limited edition, with a finite number 
produced no matter how successful 
the model. So there may be an addi
tional incentive to bflng one (or more) 
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of them into your home. What may be 
a surprise to some is how easy it is to 
own a real piece of the arcade. 

In general, the widely held assump
tion has always remained that the 
machines are somehow, off limits, or 
at least too expensive to ever consider 
for purchase. In fact, there seems to be 
a notion that coin-op games are part of 
a separate world , and that when a 
particular model has outlived its use
fulness and disappeared from the 
scene, It is resurrected elsewhere for a 
new group of players. 

Well , I 've got to tell you that this just 
is n ' t the case . Admittedly , some 
games are easier to find than others, 
but where there 's a will, there's prob
ably a way. 

Start with the 1930's, when the in 
dustry first geared up and attained a 
wide level of popularity . The initial 
efforts of Gottlieb in 1931 , called Baffle 
Ball , or Ballyhoo, a '32 item from Bally 
are two games which, if found, have a 
presence that sets them apart from the 
crowd . And if you don 't think there 
was a crowd, realize that in 1932 alone, 
dozens of companies tried to capital ize 

on the pin game boom, and produced 
more than 100 different coin-op mod
els. 

Other notable achievemen ts during 
this growth period included the legen
dary Harry W ill iams' Contact, which 
brought the first kick-out hole as well 



as real mechanical action into play in 
1933 . Another was Bally 's Rocket 
(1934) . This unit struck out in another 
direct ion and became the first pay-out 
pin game. 

If you're wil ling to dig a li tt le into the 
history of the coin-op industry, there 
are any number of models which 
might someday show a greatly in
creased value . The determining factors 
are accessibil ity and whether this 
category of Americana, in general , will 
ever interest the caliber of serious 
collectors who bring instant credibili ty 
to a fie ld of collectibles. 

Until th is happens, if ever, you 
might want to set your sights on such 
models as the World War II "conver
sions" made when the industry shut 
down to devote its manpower and 
factory space to the production of 
bomb sights and other similar parts to 
help the war effort. The few machines 
released during these years were cal
led conversions because old models 
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A close -up look at the playing surface 
of an antique pinball machine 

were rev ived as new machines by 
salvaging parts, refurbishing compo
nents above and below the playfield 
and changing the artwork. 

As for t hose games which im 
mediately hit the streets after the war, 
Bally's Victory Derby, a one-ball pay
out console, was first, wh ile Gottlieb 
came through with Stage Door Can
teen in 1945, and Chicago Coin hit the 
streets with Kilroy. 

Before going any further, there's an 
important comment that must be 
made abou t the models already men
tioned, as well as some of the other 
older units; they fall far short of the 
razzle-dazzle electron ics found on to
day 's mach ines. Th is doesn 't mean 
they aren 't worth the effort or don't 
pack their own special appeal, only 
that they are a different breed of 
equ ipment that's not for everyone. 

Fal l ing i nto th is ca tegory is 



• 
Gottlieb's Humpty Dumpty (1947), 
wh ich brought flippers to pin games 
and forever changed the face of coin
ops. Then there are the "wood rails" of 
the 1950's; named for their cabinetry, 
they have become prized over time 
because so few can be found in good 
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working order. It 's the later games, 
however, where the search is a bit 
easier and the choice expands from 
just p i nball to also In clude 
videogames. 

How about the first commercially 
successful video machine, Pong, re
leased in 1972 from Nolan Bushnell 's 
newly formed company, Atari? Even in 
10 short years , th is machine has 
earned a solid place in coin-op history 
that should add to its value over time. 

Looking at the major videogame 
companies during this t ime, you might 
have a desire to grab onto an Atari 
Sprint 2 (1976), which was one of the 
more successful driving games. Star
sh ip 1 in 1977 was Atari's first game 
w ith a space theme, while Football 
int roduced tracball play to the arcades. 

Rival companies, including M idway, 
boasted special offerings such as the 
long-popular Sea Wolf, a periscope 
video machine, and even 
the original 
Space Inva
ders from 
1978. Exidy's 
Death Chase 
(1976) was 
a driving 

game that caught a whole lot of atten
tion because the purpose of the act ion 
was to hit people on the screen and 
maneuver around the resulting tomb
stones. You wouldn 't even go wrong 
with Cinematron ics ' Space Wars 
(1978), which premiered vector 
graphics in videogames. 

A bumper and drop targets from 
Will iams' Black Kn ight 

Thisis by no means a complete list of 
the good titles from that period. In 
fact, you probably have your own 
personal favorites which long ago dis
appeared from view and are waiting to 
be discovered in the back warehouse 
of a local distributor or game retailer. 

Since demand for old coin-ops at 
this time is still fairly low, prices 
shouldn 't be too bad given the relative 
age of the equipment. Add to th is that 
many people aren 't actively seeking 
these " prehistoric" rel ics and prices 
should be in the affordable $200 to 
$600 range , depending, once again, 
on the knowledge of the seller and the 
condition of the game . 

Pinball has, at least so far, cornered 
the real interest and attention. Flipper 
games enjoyed a rebirth of sorts in the 
mid-1970's that made them a desir
able and even chic commodity for 
home purchase. Their popularity also 
gave rise to the coin-op game restorer 
and retailer, a business which grew in 
step with the times. 

One of the most eagerly sought 
after and highly-prized possessions for 
coin-op collectors is Fireball , which 
almost became synonymous with the 
idea of pinball machines. Besides dis-



for people who 
take their games 

seriousl~ 

discwasher ® 

• Rugged design for durability. 

• Contoured hand grip for comfort. 

• High-speed performance for quick 
maneuvering. 

• Fast action thumb trigger fire button 
for right or left handed play. 

• Compatible with your 
Atari®* 
Sears Te/e-Games ®H 
Commodore Vic-20 ®*** 

and other game systems. 

• Extra long cord 
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• 
tinctive and colorfu l graphics, th is 
1972 release featu res multi-ball play , 
zipper fl ippers (wh ich close up when 
the ball hits particu lar targets) and a 
spinning disk at mid-field. Whether it 
is indeed the consummate pinball 
machine of all time, many fee l, is 
a debatable subject. 

In 1975, Bal ly unveiled Wizard with 
the likeness of Ann -Margaret and Ro
ger Daltry on the backglass as a sum
mer tie-in with the movie " Tommy". 
The following year, Ba lly brought out 
Capt. Fantastic, which prominently 
disp lays Elton John at his pinball play 
ing best. Both featu red technological 
innovations taking place which should 
have earned a greater amount of rec
ognition and credit for development of 
the art and science/ pinball industry. 

Another good example of an in
novative, yet overlooked, game is Dyn 
0 ' M ite, produced by Allied Leisure 
in late '75. It was the first pinball 
machine that integrated electro 
mechanical componen ts with solid
statc electronics-a true harbinger of 
what was to come. Soon after, M irco 
Games unveiled the short-lived Spirit 
of '76, a totally electronic flipper game 
only sligh tly ahead of its t ime. There 
was also Bally's now classic Eight Ball 
(1977) which was the company's most 
successful modern era pinball machine 
and featured memory and recall pro
gramming for the playfield targets and 
values . The same year found Gottlieb 
changing over to solid-state electron
ics with Cleopatra. Two short years 
later, Williams brought speech to the 
games via Gorgar. Not to be forgotten 
was Atari' s venture into pinball . The 
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California company released The Ata
rians in 1976 and chan1!ed the shape 
of flipper games . And then there 
was Williams' Black Knight (1980) , 
wh ich took pinbal l into dual-level , 
multi-ball play, further embell ished by 
magnets under the field as well as 
speech and a ran ge of other special 
light and sound effects. 

My story, so far, may have piqued 
your interest and curiosity, but you 
may be wondering how and where to 
begin the quest. 

Just check the Yellow Pages listings 
under " Amusement Devices" for local 
distributors and retailers in your area 
where you can begin your hunt. For 
the most part, these will be the same 
people who supply the game rooms 
around town with their equipment. 

Other avenues to explore include 
the classified advertising section of 
your newspaper, flea markets and 
garage sales and - possibly the most 
di rect route - your favorite arcade. 
Talk to the owner and see if he's 
interested in getting rid of one of hIS 
games that you have your eye on. 

As for the condit ion of the games, 
check them out thoroughly to make 
sure that all parts are in good working 
order. Look inside the cabinet to see if 
all the wiring and circuit boards seem 

MR. & MRS. PAC·MAN 

to be well main tained. Ask for the 
game's instructional booklet (which all 
have) so that you can read up on the 
game and its various featu res. Find out 
if there is any service you can expect 
when you get the game home and 
something happens to it. 

By and large, pinball machines of 
recent vintage should be in the 5300 to 
$700 range , depending upon condi
t ion. Videogame machines might run a 
few hundred dollars more if the game 
is sti ll a viable earner on location . The 
importan t starting point is to under
stand that new machines cost the 
operator from abou t S2,OOO on up to 
53,000 and more - so backtrack from 
there when framing a price and deal 
you can live with . 

These are just some of the basics 
involved in getting the real M cCoy for 
personal use . 

That's when the fun begins, beheve 
me, since I have eight pinball machines 
of fa irly current varie ty and five more 
antique games from the '30's. They're 
fu n to have, a true kick for friends who 
come over, and somehow make the 
prospect of leaving the arcade that 
much easier because of the realization 
that you 're going home to your own 
games. You can share in that feeling as 
well. Just take it a step at a time. 6 





Read the hottest news of your 
favorite hobby in Eledronic Games Magazine's 

Sensational Bi-weekly Newsletter! 
When executives in the electronic gaming world want the 
lowdown on the latest developments in their field , they 
turn to Arcade Express. the bi-weekly newsletter from 
the same folks who bring yo u Electron ic Games 
Magazine. It' s a " must read" for gamers who really want 
to be in the know about their favorite hobby. 

Arcade Express zooms into your mailbox every two 
weeks, packed with hot -off-the-press news about every 
facet of electronic gaming-programmable videogames, 
stand -alone devites , computer games and coin -ops. Plus , 
Arcade &xpress presents the inside, behind -the
scenes news of the major corporations that make up the 
videogame industry. Best of all, Arcade Express gets 

you the big stories while they' re sti ll hot! 

Each eight-page issue also features dozens of no
nonsense reviews of all the latest games. First , fast and 
factual-just what you 'd expect from Electronic Games. 
But with Arcade Exp .... s. you 'll know what 's really 
happen ing almost as fast as our editors find out. 

Arcade Express wil l never be available on any news
stand, but you can get it home delivered for a substantial 
saving over the single-copy price of $1 .50. Get six 
months of Arcade Express-13 bi-weekly issues-for 
just $15.00 (save $4.50) or subscribe for a full year
that 's 26 issues-for the low price of $25 (save $14.00). 

Don 't end up on the outside looking in , 
read the latest news in 

Arcade Express every two weeks! 
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You won't put a quarter in 
a parking meter, because 
you don't like the 

attract mode. 



You tell your fellow 
canoe-ists you'd rather use::::~~ 
a joystick than a paddle. 

You stand next to the 
automatic bank teller, 
waiting for the 
vanity board to 
hit the screen. 

., ven videogames can get to be too 

.. much of a good thing at t imes, 
After all, this is supposed to be a 
hobby, not a way of life, Going 
overboard and devoting all your t ime 
to the playscreen definitely has a 
tendency to make the games less 
enjoyable, rather than more so, To 
relate it another way, even the most 
pleasurable pastime is more fun when 
it is one of a number of activities rather 
than turn ing into an all-consuming 
passion that blots out everything else, 

The real question, as astute readers 
have no doubt guessed already, is how 
to tell if you are in jeapordy of turning 
into a videogame monomaniac, It isn't 
always easy to spot the danger signals, 
The time to prevent this is before 
you 've become a video zombie, not 
after. 

Accord ingly, Electronic Games has 
spared no expense to comb the coun 
try, making detailed observations in 
the field relating to th is situation. Our 
trained observers have fanned out 
across the land and unearthed exam
ples of what can happen when some
one goes at electron ic gaming a bit too 
single-mindedly. 

So, now you 
know that 
you've been 
playing 
~I.~d~r.n.ni· C 
games too 
much when. • • 
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By BILL HEINEMAN 

Stalking the Tomb of Tutankham 

A s you enter the hall of the guild 
of free adventures, you will see a 

sign on the wall with the guild's motto; 

" What is not nailed down 
is mine, 

whatever I can pry loose 
is not nailed down. " 

You are greeted by a guard who 
asks, " Are you a member?" You reply, 
" No, but I would like to join." The 
gua rd then escorts you to the 
membership desk, where a tall man of 
possibly elfish descent is seated. The 
tall man says " So you want to join the 
guild do you? We can arrange that, 
but f irst you must pass this simple test. 
Sign on the dotted line." 

You sign the paper without reading 
it and soon regret the rash act because 
it gives the guild the right to send you 
to those pearly gates if you fail your 
test. The " simple" test sounds easy; go 
to Egypt and find the tomb of Tutank
ham, discover the Golden Death Mask 
and bring it to the guild as proof of 
your bravery , cunn ing and lack of 
common sense. 

You are armed with a laser (laser!? !) 
gun that can ki ll anything. The laser 
also has one weird property (probably 
rigged by the gu ild so you won 't come 
back) - it can shoot East and West but 
won 't fi re North and South. The elfish 

man says, " You must now go on your 
mission, and if you don 't return soon, 
well. .. " He makes an odd gesture 
with his hand and utters, "Live long 
and prosper." 

After days of search ing in the desert, 

you come across the great pryamid of 
Tutankham. The pyramid is buried in 
the sand except for the apex, and it 
t akes some digging to ge t to the 
doorway. Upon entering you find a 
warning, " Abandon all hope to all ye 
who enter here!!" Under the sign rests 
a tarnished old lamp. Remembering 
Aladdin's tale, you rub the lamp and 
a genie appears, saying, " Wrongo!", 
whereupon the genie vanishes. Look
ing at the now shiny lamp you see, " In 
case of death , tap lamp." You tap the 
lamp and the genie reappears and 
says, " In case of emergency stupid!!" 

You enter the doorway. Walking 
down the corridor, you hear a crash 
behind you. The door behind you has 
sealed you in forever. You light your 
lantern and see an archway that fills 
with white smoke and a deadly cobra 
emerges. You shoot it quickly, but 
another takes its place. And another 
and another and another. Seeing you 
are getting qu ickly outnumbered, you 
run East toward the treasure. You see a 
corrido r t hat has many doorways 
ahead, so you dash into it. A thing that 
looks like a bird comes toward you 
from the south. You aim and ... I hate 
th is gun . 

You move to the East. The bird is 
West of you, so now you like this gun. 
Where do you go next? You see a 
white archway whose interior is pure 
black and enter. What have you got to 



lose? You feel weird for a moment 
and ... BINGO!!. . you are teleported to 
the south side of the room and 
promptly ejected out of the south 
arch. Oh no, there are snakes and birds 
and things that look like flying pota
toes all around me. Oh well , al l that 
can happen is the genie will strike me 
down or tell one of his awful jokes. 
Here goes. Tap. 

* .. .. BOOM!!!! * .... 

Wow!! What was that!! Every living 
th ing but you is wiped out in a brill iant 
flash of light! Heck, with a lamp like 
this you don't need a gun. Tap. " Sorry, 
only one to a customer!" Feet, run like 
you've never run before! You run and 
run until you find a massive wooden 
door on the east wall. You try to push, 
pull, kick, and scream "Open sesame" 
but the door is hopelessly locked . You 
run back, firing in both East and West 
directions at all times, and f ind the key. 
You run back to the door and shove 
the key in the lock. The door opens. It's 
the Map room , complete with map. 

The second room is certainly worse 
than the first. There are more critters 
that want to invite you to be dinner 
and more North-South passages into 
which you can't fire. The room also is 
divided in two, one half with passage 
and corners and the other with noth
ing at all. You get a key and enter. 
You can get by the empty room by 
running to the East and shooting con
stantly to the West. 

The door opens to a chamber filled 
with dragons and faster moving 
monsters than previously encoun
tered . You fight bravely, but they 
get you and rip you to shreds. 
You feel light-headed as you are 

t --! 1 I i -I ~ , 

TUTANKHAM PLAYFIElO 

flying in a black void . A voice says 
"Now you did it. I'll have to revive you, 
and while I'm at it, I'll recharge your 
lamp for you . 

Where is my orange smoke? 

... II .. poop· .. , 

You emerge from the orange cloud 
gagging and choking and resume the 
battle. 

The fourth chamber has monsters 
that defy belief : blue/ red dragons, 
multi-colored swirls and other wackos 
that make this maze a grueling test. A 
strategy based taking 

your time will keep you away from 
death's door and onward to the trea
sure. You now insert the last key into 
the fourth door and inside you find ... 

The Golden Death Mask of 
Tutankham 

Your quest is over. You look straight 
up and see daylight and a rope that 
comes down from the hole. The rope 
has a message tied to it: 

I think you should climb this . 
Signed, 

King Tutankham 

You return to the guild with the 
Death Mask of Tutankham, proof of 

your bravery, a great hero. Well , 
who knows what lies ahead? e 

E~lc Games 9S 



J ust got back from a luxurious vid
eo fishing trip with several other 

medical acquaintances, and it sure did 
wonders for the old doc's health. Why, 
I feel forty years younger - so if this 
column reads like it was written by a 
10-year old, you 'll understand . 

Heh heh. Yep, the old Doc is feeling 
his oats. So let's prime the pump with 
our lead-off question th is month . 

Q: I iust purchased a Co/ecoVision 
video arcade system. Can Coleco 
make cartridges such as Pac-Man, 
Defender and Galaxian or does Atari 
hold the sole rights to them? Is Coleco 
planning an emulator for the 5200? 
Are any companies planning on 
making compatible cartridges for the 
ColecoVision unit? Finally, in your 
opinion, which third-wave system is 
better? 

(Stephen Rose, Montreal, Canada) 
A: Boy, you sure ask a lotta ' 
questions I But that's what I'm here 
for. First off, Atari holds exclusive 
home rights to the aforementioned 
titles . As for Coleco making a 5200 
emulator, we'll have to see how the 
2600 peripheral stands up in court 
before we start talking about 
further add-on work-alikes. 

Several companies - including 
the leading software manufac
turers in the field - have 
leaped at the opportunity to 
create ColecoVision-compat
ible games, so watch for 
them about the middle of '83. 

Your last question is, of 
course, the roughest. The Coleco
Vision and 5200 are both, to an 
extent, unproven. Coleco has, how
ever, released their emulator and the 
5200 adapter seems a bit further 
down the road . Frankly, the two big
gest problems we seem to find with 

By THE GAM E DOCTOR 

the 5200 is the lack of compatibility 
with other Atari -produced systems! 
The joysticks are eccentric to the 
extreme - you'll either love 'em or 
hate 'em, but you won 't ever feel in
different. 

Perhaps even more significantly, 
however, the 5200 runs on an RF 

Expansion M odule #2 for the Coleco
Vision is the Turbo steering wheel 
with gas pedal. One of the Coleco 
joysticks 15 employed to shift gears 

switch that is compatible with no 
other existing system. Every other 
programmable and computer system 
uses a standardized RF except the 
5200. 

If you're shopping around for your 
first videogame, however, give the 
5200 a once-over - especially 



gamers who aren't looking to get into 
personal comput~rs . Both systems 
have their pluses and minuses. The 
ColecoVision joysticks are rather 
troublesome, but they are largely 
interchangeable with standard VCS
compat ible type controllers. However, 
- before you pop for that deluxe 
controller to use with your Coleco 
system, make sure that all nine of the 
input sockets are wired, since many of 
the VCS controllers on ly partially wire 
the sockets, rendering them useless on 
other systems. 

Q: I've been thinking about buying 
an Atari 400 and later on I may want 
to purchase an 810 disc drive. I've 
read that you can hook up a disc drive 
to the 400 ;urt as you would a 410 
tape drive, but my mom says you 
can 't. Who 's right? 

(Drew Gil/ow, address unknown) 
A: You're right, Drew, as long as 
you've got a new 16K system. Still, 
most games on disk require 32K, so an 
upgrade board would be your best 
bet. 

By the way, it 's also possible to 

80th the Alar! 400 and 800 can be "daisy-chained" to link cassette and disk 

" daisy chain" the 410 and 810 to the 
400 and transfer your programs on 
tape to disc in a matter of minutes. It's 
all part of the computer hobby - just 
as with any other pastime - the 
enthusiast is always looking to trade 
up to better and faster, and sl icker 
versions of whatever it is you 've got. 

Q: I was wondering if you know of 
any home videogame systems or any 
home computers making versions of 
Tempest, Robotron , Dig-Dug or 
W izard of Wor? 

(Chuck Moore, Portsmouth, OH) 
A: Tempest and Robotron are not 
yet available, though somewhat 
similar games can be had at this time. 
Tubeway II from Datamost has a lot of 
the Tempest feel without ripping off 
the original , and the doc has already 

TEMPEST 

seen a programmable version of a 
Robotron -like game in development. 

Dig-Dug, meanwhile , should be 
available from Atari fairly soon and 
Wizard of Wor is available in no less 
than three versions . For VCS owners, 
CBS Videogames has a good version, 
while Astrocade has a virtual duplicate 
of the original under the t itle The 
Incredible W izard, designed by Bob 
Ogdon. The ultimate version of it, 
however, is available on disk for the 
Atari computers from Rocklan . This 
one is, indeed, like taking a coin-op 
home. 

You will also want to investigate the 
CBS and Rocklan versions of Gorl. 

Q&A QUICKIES: Jeff Dotson wants 
to know about the 5200 tracball , 
whether it w ill be interchangeable 
with the joystick and what the price on 
the VCS emulator wi ll be. Questions 
we got, answers ... not so many. Atari 
is continuing to re lease contradictory 
information regarding the 5200. The 
tracball isn't ready and we have no 
idea when it will be. The emulator isn't 
ready and the cost on that is still way 
up in the air. Currently, the 5200 is at 
the crossroads . In the very near future, 
we'll have a much better idea of where 
the system stands. Right now there 's 
the 5200 and a quartet of old game 
titles sl ightly modified from the com
puter program versions. The doctor's 
crystal ball is still cloudy on this one. 

Again on the 5200, Robert Ague 
wonders if a keyboard will be avail
able . However, si nce the 5200 is 
essentially the Atari 400 without a 
keyboard - as Atari ' s market ing 
seems to feel the public isn't ready for 
computers yet - it seems doubtfu l 
that they would go through all that 
trouble to merely recreate the 400 in a 
clever plastiC disgu ise ... By the way, 
Robert, regarding your back problem : 
I usually have a pol icy against giving 
free medical advice, but your com-

Continued on page 108 
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It's Turtle-Saving Time! 

TURTLES 
Entex / S50 

Old timers used to say that when a 
turtle bites, he won 't open his mouth 
until it thunders. I'm not sure about 
that, but I do know that once you get a 
taste of Turtles, the hot new stand
alone from Entex, you won 't be will ing 
to turn it loose for at least that long. In 
fact, I don't think a thunderstorm 
would pry most gamers from this 
delightful diversion! 

Almost a year ago, Nick Underhill, 
vice president of Entex, said that the 
increasing popularity of arcade games 
was forc ing hand-held manufacturers 
to be more innovative. He said players 
were becoming increasingly sophisti
cated, and gave this as the reason for 
the public demand for more challeng
ing game play. 

Entex, like many other manufactur
ers of hand-held electronic games, is 
no stranger to arcade-style action. In 
1981 , Entex's Space Invaders was a 
foreru nner of current state-of-the-art 
stand-alone games. The unit still looks 
and plays well in 1983, although tech 
nology has advanced far beyond the 
1980-'81 level. 

Perhaps it was the success of Space 
Invaders that sent Entex back to the 
arcades for fresher themes for its line 
of hand-held games. Whatever the 
philosophy behind the move, Entex 

By JOYCE WORLEY 

has secured licenses for stand-alone 
versions of some of the most success
ful arcade titles. These licenses became 
the backbone of the Entex 1982-'83 
library of electronic games. Defender, 
Crazy Cl imber, Spiders, Stargate and 
Black Kn ight Pinball all appeared in 
elegant table-top sizes. Super Cobra, 
licensed from Konami, won a Certifi
cate of Merit for excellence of design 
in the Fourth Annual Arcade Awards 
competition . And the hits just keep 
on coming! 

Turtles, patterned after the Ko
nami coin-op, will keep gamers 
glued to the controls, at least until 
it thunders. Entex's programmers 
did an outstanding job of trans
lating the pay-for-play game to 
miniature size . 

Arcaders must save as many 
baby turtles as possible, rescu
ing them fom their hidey
holes and taking them to the 
turtles ' safety house. A maze 
occupies the tiny playfield, and 
eight mystery rooms within 
it are filled with a ques
tion mark. You just don 't 
know what's within 
until you enter. 

The gamer controls 
the mother turtle 
who goes into 
room to pick up 

the turtlette' =::::::::::====:::;i~ inside. Like ' .. 
a tabby cat 
moving kit
tens to a 
better spot, 
gamers 
must 
carry 

#;-.: . .... , ,. 



the turtlette to a safety house appear
ing in one corner of the screen. But all 
is not cabbage leaves and strawberries 
for the little reptiles. Two beetles pur
sue the turtle around the course. This 
pair of meanies are joined by two more 
as the game progresses, because there 
are two mystery rooms containing 
beetles instead of turtlettes . Once re
leased, they also take up the chase. 

The turtle has a defensive weapon. 
"Bug bombs" temporarily immobilize 
attacking beetles. Only one bomb can 
be on-screen at a time. The player has 
three bombs when the game starts , 
but gains additional ones by passing 

over the flashing bonus 
square in the center 

of the playfield . 
When all 

eight rooms 
are open, a 

new maze appears with eight more. 
There are a variety of ways to score. 

Gamers get 20 points for rescuing 
... ;:""'" turtlette from a mystery square, 

and another 30 points for drop
ping it off at a safety house. 
Freezing an attacking beetle 
with a bomb is good for 20 
points . Gamers also get 10 

points as compensation 
when a turtle is cap-

, - tured by a beetle -
;- : • but we don 't recom

mend th is as a point
gaining strategy! You 
start with fou r turt les, 
and gain an add itional 
one for scoring 1,000 

points. A 
cheery melody 

plays as the on-

screen turtle races through the maze. 
Enter a mystery room containing a 
turt lette and hear a happy tune. Going 
into a room with a beetle replaces the 
music with a grinding sound. 

Various controls let the gamer 
choose normal or mute play and pick 
between two skill levels. A separate 
control speeds up or slows the action 
with in each skill level, to increase or 
decrease the difficulty. Play singly or 
head-to-head with another gamer. In 
two-player mode, one person mans 
the turtle and the other controls the 
movement of one of the beetles . 

Th is is a fast game even at its 
simplest setting . The beetles zip 
around the screen at a furious pace, 
and the turtle is hard pushed to stay 
ahead . It's better to outthink them, 
rather than trying to outrun the bee
tles. Since they 're programmed for 
pursuit, arcaders can sometimes entice 
all the insects to one side of the unit, 

then race over to the other side to 
pick up or drop off his precious 

cargo of lethal bug bombs. 
A little advance planning on 

room raids is also a big help. There's 
always a beetle in one of 

the corner rooms, and another in 
a side room . If you should 

stumble on a beetle in a 
corner room, where the 

maze makes a straight 
getaway more diffi

cult, escape can be very 
hard. Therefore, it makes 

sense to rescue the baby turtles 
from side rooms first , since these 

are the easiest to flee when you hit 
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the room with a beetle. 
Only one bug bomb can be on 

screen at a time, so plan carefully 
where to drop them . Directly in the 
path of an oncoming monster is the 
best place, but putting a bomb in a 
corner is certain to trap an insect. 

The most important single piece of 
strategic advice is to keep moving. 
Don't stand still or the bugs will get 
you . Although the way seems wide 
and clear along the outer edges of 
the playfield , don 't stay there all the 
time. Pass over the center square as 
often as practical to build up a good 
supply of bug bombs. 

Turtles is one of the best arcade 
translations we've seen so far this year. 
The graphics are bright and easy to 
see. The turtle is an appealing little 
creature, and the beetles are angry red 
blobs with tiny black eyes. The joystick 
controls are smooth and responsive. 
It's simple to operate, easy to under
stand, and completely appealing! 

JUNGLE ADVENTURE
WOODMAN. 
SAMURAI VS. NINJA 
Thumb Gamesl Masudaya Corp./$42.95 

Palm-sized games hit the United 
States in a big way in 1982. Some 
mighty midgets did reach market be
fore that date, of course. Game-play
ing wristwatches and calculators were 
introduced in the late 1970's. This was 
closely followed by space-age pocket 
watch-games, early on in the 1980's. 
Now when someone says he has time 
on his hands, he may just mean one of 
the hand-held marvels that not only 
tell the hour but also provides a few 
minutes of entertainment while you 're 
waiting for time to pass. 

M ost of the un its are si milar in 
design. They measure roughly 2'/' -by 
4-in. and slide neatly into a sh irt pock
et . Designated " Play & Time", or 
" Time & Fun", or " Game & Watch" by 
various manufacturers, they can be 
found in stores everywhere in the 
country for prices ranging from $20 to 
$50, according to the speci fic capabil
ity of each. 

Thumb Power Games went to 
Masudaya Corp. for its quality line of 
palm games to be distributed in this 
country. These games are excellent 
representatives of th is class of gaming 
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JUNGLE ADVENTURE WOODMAN 

device that incorporates several ad
vanced features. 

Jungle Adventure-Woodman is a 
two-game unit with watch and alarm 
functions. The melody alarm plays 
"Yesterday" - a nice way to be 
brought back to consciousness. The 
watch provides AM and PM marks, 
and a 30-minute stop watch with lap 
counting system. An energy -saving 
function blots out the screen display. 
when not in use to save batteries. 

In Jungle Adventure , the gamer 
must help the on-screen hero save a 
fair maiden from the ferocious gorilla. 
The boy must jump from a tree to a 
swinging vine. An alligator sometimes 
appears, but if he hits the serpent in 
the head, the beast moves off. As the 
boy swings toward the gorilla, the ape 
tries to block him with its left arm. Hit 
the ape's arm, then jump to where the 
lady wai ts. Take her hand, then leap on 
the vine and swing back to the tree 
and safety. Score five points each time 
you hit the alligator or gorilla, 20 
po ints for reaching the gi rl , and 
another 50 points if you can get back 
to the tree w ith her. Lose 10 points 
each t ime you fall . The game ends 
after three minutes, but I guarantee 
you'll want to try another round ; it 's 
that cute! 

The second game is Woodman . Try 
to cut as many trees as possible whi le 
aVOiding a lion 's attack. When the lion 
attempts to kill the woodman, he must 
climb the tree to escape. This is a 
simple game, not too difficu lt. Each 
hack at the tree scores five points, and 
you earn 50 points for felling it. Every 
attack by the lion costs the gamer 10 
points. 

The animation in both games is a 
little rough , consisting of rather crude, 
black and white draWings set against 
the backdrop of a Silvery LCD screen. 
But the play-action is very appealing, 
especially in the Jungle Adventure sce
nario, and the unit gives lots of enter
tainment when it's not busy telling the 
correct t ime. 

Samurai vs. Ninja is an accurate 
timepiece that will wake you up for 
breakfast. Wh ile you 're waiting for the 
bacon to fry, have a look at its really 
unusual two-level game, which utilizes 
a dual color screen system. The samur
ai is in a garden with the princess. He 
maneuvers right and left, trying to 
attack the Ninja with his spear. 

Stab the Ninja and knock him down 
for one point. It you aCcidently strike 
the princess, you lose three seconds of 
game time. Accumulate 30 points, and 
the next playscreen appears. The Ninja 
disappears behind the ceiling, and the 
Samurai must try to spear him, gues
sing where to attack. If successful , the 
Ninja falls from the ceiling and you 
score 10 points. Fail and the Ninja 
moves to the left of the ceiling, where 
he's worth only five points , if you can 
st rike him down . Then the screen 
returns to game #1 . Continue moving 
from the garden to the inside of the 
bui lding and back again until nine 
rounds are completed, or the total 
score reaches 999, whereupon the 
game ends. 

The line draWings in this game are 
very fine and the introduction of a t iny 
amount at color to the LCD screen is a 
welcome innovation. In game #1 , the 
princess is red, and all other game 
components are black. Game #2 is 
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done entirely in red line drawings 
against the white LCD screen . 
The game's unusually diverting . Not 

only will you have fun , but th ink what 
a kick it is to whip out one of these 
classy attention-getters when some
one asks you for the time! 

BB-10 BASEBALL GAME 
CALCULATOR/CLOCK 
Casio/ S29.95 

At x -:;0 

" • -' c + 

7 8 9 

C:ASIO ~ BB m~ 
It 's spring! The weather is getting 

better and summer is on the way . The 
teams are in the ballparks, and across 
the land, the cry of " play ball" wafts 
on the gentle seasonal breezes. 

CASIO 'S CALCULATOR/ BASEBAll GAME 

Sitting in study hall , doing tomor
row 's algebra assignment, the ballpark 
may seem a thousand miles away. But 
Casio has a way to bring the action 
closer to home. The " (asio BB-10 
Baseball Game" is a combination cal 
cu lator/game/clock that makes a Stan 
Musial out of anyone. 

The baseball game calcu lator is 
wafer-th in to fit neatly into a shirt 
pocket. The full-function calculator 
has eight-digit capacity and full float
ing decimal point. The buttons are 
small but easy to use, since each one 's 
function is very clearly marked. After 
you complete that math assignment, 
switch to the t ime mode to see how 

many minutes are left in t he study 
period . A large clear readout gives the 
hour, minute and second . Then , when 
all your homework is finished, turn to 
the game display and see this un it 
really sparkle! 

The usable playscreen measures 
1'/. -by 2-in. - a large playfield as 
vest-pocket games go. The arcader 

r NOW! YOU CAN ORDER DIRECT FROM telesoft, inc. & SAVE: , 

FRE E! 
STICK STAND 
WIth FASTBALL 

~\ ~ .. 
~v; .-

REDUCES 
HAND 

& WRIST 
FATIGUE 

(With purcha se 01 $ 6()00 
or more A $6" value r) 

~ 
SuperCNrger $45 00 
CommUnI$! Mutants 14 95 
51,11(:1(!e MISSIOn 14 95 
Fi reball 1495 
MlIllImaste, 17 95 

1,,2 Electronic G_ 

~'~ 

~ 
~TTt!. L J!.Lo!CTP,C ruCS 

INtElliViSiON 

Pl11al l 
Mt~mill1" 
CllOllpcr Command 
Barnstorming 
Stampede 

" " " " 00 

Ol!ySseyl Video Gm1e $ 165 00 
Ouest For The Rmos 4( 00 
UFO 28 00 
PICk Axe Pele 28 00 
F."com f lonters 28 oa 
Smtt llefecns 

W VOIce 
K.C ·s Kraxy CI\ase 

..... VOla! '4 00 
Aaobll ..... VOl« .4 00 

~;,~' ~A~ 
'.",m,," ' 26 00 l:i!I ~ 

COMPLETE 
COMPUTER 

LINES .. . 
CALL! 

[Dcon"nodortt 

Tt'X3 ' ~ 
(n'lrUmen" 
~cDrnrnodore 

Freeway 
Tenms 
Skiing 

00 
" 00 
" 00 

[COLECO) 
COiecOYiSlOn 
Donkty KonO 
' m ", 
To"'" 
5mlll1 ActIOn' 
SPice h ry 
Venture' 
Mouse TrIP ' l"" ",. 
CosmIC Avt tw;ler' 
lu Vegas 
H()fse RlOng 
C~ lIInl 
Coleco For A\.in 
Coleco For Manel 

5188 95 
30 50 
.49 15 
69 00 
26 75 
30 50 
2675 
26 75 
26 15 
26 15 
30 50 
30 50 
3050 
CA.ll 
CALL 

Crelture \II wOlce •• 00 
AfCiide \II VOIce .4 00 
Bowhng.rBtlskettlil l 20 00 

'fIGE..'lWIOf!'; 
Miller Z()4 9!r 525 !Ie 

(tol Ala'i VCS] 

~_ER"IRO""'~"HE"'RS" 
Frog~ r 52760 
SIal WI;;" ,.,.,.,.,,=- 27 60 

(JMAGIC) 
Oemon Anack $23 00 
Stir Voy.r ZJ 00 
COsmiC An ZJ 00 
Riddle 01 The SP'lIn~ 23 00 
AtlantiS 2790 
tllC~ ShOl 18 00 
File Fighter 18 DO 

""~U.'RRVISIDN. 
rml~ ""'7 ~::a ~r:rome $~~ ~ v_____ Cross Flit 2110 

.. -.....- PIM\eI PiilrOl 19 90 
Miner 204ger 54995 Ging51er Alley 21 10 

(10' CoIecOVlSlOn) QUIck Shot CAll 

M~~~I?\Ie 26 00 
SUII Sln~ 31 00 
Su Battle 31 00 
Mvaflte Ounoeons 

8 DrlgOns 
S~e SPinans 
T,on Dead"" DISC 
N8A Bas~!t~1I 
p 8 A 80 ...... no 
Sub-Hunt 
Srylu 
S PoJ~e Ih wll; 
UtOPlI 
Ntgt\1 Stalkee 
NFL Footba ll 
Pin 8,,1 
AulO Raang 
"" Others 

3100 

'47' 2600 
2600 
2600 
2600 
2600 
3100 
3100 
3100 
2600 
Zt 75 
2600 
CAl l 

* okJtac· 
Mu! elliSe 
Gopher An~~ 
Tow!nrlg Inl!rno 
Weird 8rld 
Ccmando Rim' 
Word lapper 
Snu~ N Pe<: k 
Space Joc:key 

SZZ 90 
"90 
"90 
"90 
"90 
"90 
"90 

"'" ·Whlie Su~es [ as! • 

tete ~of·t~ II.C-
P.O. Box 3456, Troy, MI 48084 

Oelentler 528 50 
PK-Man 28 50 
Advenh.ne 24 2) 
MISSII. Comm,m Cl 24 25 
Su~ Breakout 24 25 
SUpefm~n 24 25 
Soate Inva<kl$ 24 ~ 
Adventule 1 28 50 
M vtmul t 2 28 50 
SUr Rliders 28 50 
All OU\!rs CALL 

CARTRIDGES fOR SZOO 
Pac-Mill! $32 00 
Giluran 3200 
Ml s~ Commantl 28 75 
Space Invilders 28 15 
SIal Ra,('m 28 75 
Soccer 28 75 
All Others CAll 

ACCESSORIES 
Shelt Stand 
1fm 
Alan JO'! Sl ICk 
WICO JOy SII( Io. 
WICO Reo Bill 

Jo ~ Sid. 
Wico TrICk Ball 

1699 
1200 
620 

"50 

"" Alall Commando' 52 DO 
Milrry Mole Accessor.es CALL 

Commodore 64 (5Ptcl~ ) 
S499 95 

CBS Software 
(For Afjn ' 00-800) 

KIUY Snootout $36 00 
K,1l't Kntte's 36 00 
K-Star Pal rol 36 00 
Ke lly AntlU 36 00 
Boull1ers & Bomtts 36 00 

{For VIC ZOj 
K-Star Panol 36 00 
KlalY Antlks 36 00 

ORDERING 
INFORMATION 

Checil. Money Drdel, Mas
terCard, VISa 81"1d C O D 
OIders accePled All orders 
Shipped U"P 5 MichIgan 
residents add 4% sales tal( 
Hours 8 a_m to 7 P m Mon
day Ihrou\3h Friday All 
pflCes subjecI 10 change 
Without nOllce 

F", - VISA & MASTERCARD 
ACCEPTED 

-No Returns Without AuthOrizatlon-

CALL FREE 1·800·255·200II IN MICHIGAIIl -800·742·4242 IN CAIIADA 1·313·524·1030 



controls the visitors, facing the com
puter-managed home team in a 10-
game series. Every game has nine 
innings, and each home team is more 
experienced than the last, so the 
arcader must use more and more skill 
to keep winning games in the series. 

The remarkably unique play field de
sign features a diamond and outfield, 
incorporated within a divided screen . 
The baseball diamond and outfield are 
pictured in the lower two-thirds, com
plete with batter, pitcher, catcher and 
seven fielders in clever line draWings. 
The upper third of the screen holds a 
side view of the pitcher faCing an 
overhead picture of the batter and 
home plate. The pitcher winds up and 
lets fly. The gamer uses the batting key 
to swing. After each throw, the read
out shows strikes, balls and outs. 

Movement on the diamond corre
sponds to the action in the upper third 
of the screen. When the batter swings 
in the overhead view, the motion is 
displayed on the diamond. If he gets a 
hit, the screen flashes and a runner 
appears on base. 

In the bottom half of the inning, 
your team takes the field, and your 
pi tcher squares off against the home

Conunued on page 110 

400 
16K . . ..... $199 

32K ...... $274::: 

4BK ...... $359::: -. • ,. Non·Alan Ram 

410 ~ecorder S7400 
810 D,sk Dme $429 00 
822 p"",er 5269 00 
825 p"nt., 558900 
830 Modem $15900 
820 P"nle' $25900 
850 Interface $169 00 
CX40 JOyst'ck, IPa") 51800 
CX8S3 Alar. 15K Ram 5119!5 
One Vea' E.dttrlded Warranty 57000 
CX481 Enten.,n8r Pac~ age 56900 
CX482 EOl.K:alor P",ckage $1 3000 
CX483 Programmer Package $5400 
CX484 CommunlCatOl Package $34400 
..... ,on 32K $8900 
A.lon 48"- $1 3900 
A.lon Ram 0'$1\ (1 28KI $39900 
Inlec 48K Bo.ard $14900 

Inlec J2K Board 51400 

USED VIDEO GAME CARTRIDGES (for Atari VCS ) 

)Il 
ATARI'" 

You MUST Send A 
Self-Addressed , 

STAMPED Envelope To 
Receive Our Buying 
& Selling Price List 

Print Clearly . 

Smart 10-' , ~ 1104: 12· 15 l.; Hi-Adults 
Add 50C P/I1em lor Handl./Ship. • ._-53.00 Maximum 
6'H'11o Saknl Til. tor Calif. Resxtents 

SEND TO: TOTAL AMOU NT 
(please print) L:..= =-1 

_____ STAT~ ZIP __ 

ENClOSED 0 CHECK (] MONEY OROER 
CHARGE MV 0 VISA 0 MASTe RCHARGE 

-"'. HOME COMPUTERS 

AlARI' BOD 

\ 4BK , 
\ 

$499. 
GAMES 

Pac Man $3300 K - BVTE 
Ce"t,pede S3300 K·razy Shoot 0...1 .. 
Caverns 01 Mars $3200 .. 53200 

K-razy K" nel' . .. $32.00 AsterOIdS $2900 K·razy Antics S3200 MlSs.le Command $29.00 
K·SI.' Patlol S3200 Slar Raiders $3300 

Delenoel $3300 
complete line of Galaltlan 53300 

ON-LINE WICO Jawt)fe.kel $2700 
SoItPOln $2700 

.Joy Sticks Wizard and II'Ie PnnceS5 $ 2900 
The Ne~t Slep 534.00 and MISSion Aslero.d 52200 
Mouskattack $31 DC 
frOOger $3100 Trackball 
Ahe" !Jo'ce BOl< $ 10900 

computer mail order 
east BOO-233-B950 

In Pa. Call (7 17)327,9 575 
77 E. Th ird St., Will iamsport, PA. 17701 '.z 

BOO-64B-3311 west 
In Nv. Call (70 2)58 8 ,5654 

P.O. Box 6689 , Stateline NV. 89449 



"SCRATCH AND MATCH~~ 
Over $1,000,000 in Prizes! 

Pick up your valuable game tickets 
each time you visit your local particlpal1ng 

Video Connection Store. Scratch oft 

Match your play area to pictures 
on the poster at your participating 
Video Connection Store , and you 
can win the following INSTANTLYI silver play area. 

2 Grand Prizes 
RCA 45" gianl p rojection LJiI"" ioo""'l 
TV set model PGR20Q II 
(S3.395.00 approximate 
retail value) 

~ 
4 SecondPr!zes 
RCA Portable Video 

.. ' , Cassette Recorder 
;.¥ ModelVGPI70 
,. (SI.400.00 approx· 

imate retail value) 

3 Third PrIzes RCA 
Video Camera Model 
CCOl 5 (SI.4oo.00 approx
imate retail value) 

4 Fourth Prizes 
RCA Vl\leo Disc 
Player Model 
SGT075 (5300.00 
approximate 
retail value) 

3 FIlth Prizes 
RCA 13" TV. Sel Model 
EGR333W ( S479.99 
approximate retail 
value) 

10 Sixth Prizes 
Texas Instruments ........ 
Personal Computer I~ 
Model W -4/ A 
( 5450.00 approximate retail value ) 
5 Seventh Prises trip IIckets for 

two anywhere 
Continental 
Airlines flies in 
DomeslicUSA 

100 Eighth Prizes Jack Adams 
Adventure Package Games ( Adven
ture cartridge and casselle model 

9 ,000 Eleventh Prizes 
6 Month Subscription to Video 
Magazine (SIO 50 approximate 
retail value) 

1,000 Twelfth Prizes 
6 Month Subscription to Electronic 
Games Magazine ( SI5.00 approx
Imate retall value) 

133,333 Thirteenth Prizes 
A Video Casselle I-Night 
( Monday-Thursday) 
Movie Rental movie of 
your choice trom dealer's 
existing inventory. ( 55.00 
approximate retail value) 

PHM304IT) (S49.95 
approximate relail 8,000 Fourteenth Prizes Galactlcoln 
4 000 NI th P 4 _ 500 worth S5 00 on purchases of any 

• n 1",8S product at Video Connection store 
Atar! Game Cartndge 01 h i 1 d 
your choice from store's were game 5 p aye 
existing Inventory 80,000 Fift •• nth Prizes Galacticoin 
(525.00 approximate 100 worth $1 .00 on purchases 01 any 
relaH value) product at Video Connection store 
4. ,000 Tenth Prizes where game is played 
Video Connection blank 200,000 Sixteenth Prtzes Galac· 

approximate retail value) chase of any product at Video Can
nechon store where game IS played 

vtdeocasselle ( Sl500 \lcom 50worlh\lflycentsonpur- ~ 

ae sure to allo enter the "Second. Chance Sweepstakes" to win two prizes; (1) Two Continental Airlines 
tickets to the South PacUtc , and. (2) T'wo tickets anywhere Continental AirUnes mes world. wid.e. 
No purchase necessary. You must 1)e o" er 18 years 01 age to play. Otflctal rules , restrtettons, and. any ad.d.l
tional prizes posted. at each participating stoi e . Void tn Ohio and wherever else prohlblted. 

outofevery wins instantly. 



CALIFORNIA 
Cltru, Height. 
6966 Sunrise Blvd 
Gr.nMta Hili, 
18121 Cha1sworth 
La C.nada Flintridge 
520 Foothill Blvd 
lawndale 
15820 Hawthorne Blvd 
MHI Valley 
312 Town & Country Village 
SIn Jo .. 
Capitol Square 

CONNECTICUT 
Brldgoporl 
3851 Main Street 
o.nbury 
Commerce Plaza 
Falrtlekl 
Heritage Square 
Groton 
176 Bridge Street 
W .. t Hartford 
Corbins Comer Shopping 

Parttade 
W.,tport 
.... Church Lane 

DELAWARE 
G,..,.wlil. 
Greenville Shopping Center 

DISTRICT OF COLUMBIA 
W .. hlngton. DC 
5039 Connecticut Ave., N.W. 

FLORIDA 
Clearwater 
1907 North Hercules 
Coral SDrlng, 
Royal University Plaza 
F"'M~ ... 
4460 " 0 .. Cleveland Ave. 
l·rvo 
Village Vendor Shopping 

Plaza 
S. Pu.aden. 
6800C Golfport Blvd South 
Seminole 
9104 Seminole Blvd 

GEORGIA 
CoIlego Porte 
5893 Old National Highway 
MarI.tta 
Sprayberry Crossing 

Shopping Center 
Ro ..... 
1&40 E. Old Alabama Ad 

IWNOIS 
Ch~ 
99-42 S. Western Ave . 
Chlc_ 
1368 E. 53 Sf. _ Pioinoo 

621 W. Golf Ad. 

INDIANA 
Evan,riU. 
Lawndale SI'lopping Center --11..0 N. State Ad. (At . 135) 
Richmond 
Gateway Shopping Center 

IOWA 
0.. Moin .. 
Apple Valley Shopping 

Center 

PLAY TO WIN AT ALL 
PARTICIPATING VIDEO 
CONNECTION STORES 
NATIONWIDE. 

LOUISIANA 
Kenner 
321 W. Esplande Ave. 

MARYlAND 

Bethesda 
Hechinger Plaza 
Cockey. rill. 
9731 York Road 
Columba. 
long reach Shopping Center 
Frederick 
Frederick Towne Mail 
lowl. 
Free State Mal l 
G.ttherlburg 
2M N. Frederick Ave. 
,,It,.1II1 
Calverton Shopping Center 
KIn.lnglon 
10632 Connecticut Ave. 
MIII.,..,IIII 
326 Benfield Blvd. Plaza 

Rt. 3 Benfield Blvd . 
OInoy 
18268 Village Mart Or. 
ReI.t.,.town 
117080 Reisterstown Ad . 
Rock.,.U. 
807 B Aockvll ie Pike 

MASSACHUSETTS 
Bo.ton 
230 Newbury Street 
Brockton 
362 Belmont Street 
N. O.r1mouth 
K·Man Shopping Plaza 

Faunce Comer Road 
North Rudlng 
Atlant ic Shopping Center 
North SWln ... 
55 James Reynolds Ad . Rt. 136 
Pembrok. 
2&4 Church Street 
R.nd~ph 
Aandolph Shopping Center 
Bur1lnQton 
2710 Cambrtdge Street 
Sougu. 
639 Broadway 
Solem 
SoW Loring Avenue 
Wlymouth 
Shaw's Plaza 
Wore .. t., 
12 .. 1 MaIn Street 

MICHIGAN 
Farmington HIli. 
25898 Mlddlebelt Rd . 
M~I.on Height. 
1425 W. 14 Mile Ad. 

MINNESOTA 
Btoomlngton 
Loehmann 's Plaza Shopping 

Center 

NEBRASKA 
Omah. 
Orchard Plaza ..... 
South Lincoln Ave. 

NEW ..JfRSEY 

Chony Hili 
1250 N. Kings Highway 
HIII.d.l. 
128 Broadway 
Parsippany 
Troy Hilts Shopp ing Center 

NEW YORK 

Albany 
1796A Western Avenue 
Albony 
Wolf Road Shoppers Pm 
Brooklyn 
192" Avenue U 
Cedamurst 
nA Columbia Avenue 
Clifton Park 
Fire Road Plaza 
Croton-on·Hudaon 
Shoprlte Plaza 
DoIm .. 
12S Adams Street Ea,' Northport 
528 LarktJel d Aoad 
Ea •• Meadow 
187 .. Front Street 
FI.hklll 
Dutchess Mall , At . 9 
Franklin $qual'8 
727U Franklin Avenue 
Fra.h MNdow. 
185-22 Horace Hard ing Exp. 
G...., ..... 
1 Glen Cove Road 
Lathan 
883 New Loudon Aoad 
Mamaroneclt 
17. East Boston Post Aoad 
_ok 
27 Merrick Avenue 
Middle Villogo 
7s....t8 Metropolitan Avenue 
Naw YorI!. 
209 Columbus Avenue 
Ov.t., Bay 
2gi Audrey Ave. 
PuriRlYar 
100 North Middletown Road 
PlalnNw 
1123 Old Country Aoad 
Rocbllll Centre 
21 North Park Ave. 
So1'lllo 
203 N. Montauk Hwy. 
Schnoclody 
123 Canal Sq. 
Tonaw.nd. 
2788 Sheridan Drive 
W.nt.gh 
117'" Wantagh Avenue 

WlUit:ton P.rte 
310 Hills ide Avenue 

NORTH CAROUNA 
GoId,boro 
281" CaShwe ll Drive 

OHIO 
Stow 
"'972 Darrow Road 
Wad.worth 
217 Great Oak Trai l 
Willowklt 
29102 Lakeshore Blvd. 

OKLAHOMA 
Enid 
516 W. Broadway 

PENNSYLVANIA 
Chambersburg 
23 Nonh Main Street 
Oro ..... 
Dresher Town Plaza 
DuBo" 
sandy Plaza, At 255 
Fa"'I.' Hili, 
203 Uncoln Highway 
F ... lervllle 
Feastervi lle Shopping 

Center 
Flour1own 
1862 Bethlehem Pike 
Monlgomorvvlllo 
202 Maft(et Place 
No_ 
s..", Montgomery Avenue 
Phllodolphlo 
7319 Castor Avenue 
Pltt.burgh 
Greentree & Cochran Road 
Tl'8xlertown 
Trexler Mall 

RHODE ISUND 
John.ton 
1.78 Atwood Ave. 
Middletown 
567 East Main Road 
Notth Klng.lown 
Post Aoad Plaza 

TEXAS 
A ...... ,10 
Wellington SQuare Shopp ing 

Cntr. A .1eo 

VERMONT 

Brattllboro 
Main Street Gallery 

VIRGINIA 
Allxandrla 
8736 Cooper Aoad 
Arlington "",,5A Wilson Blvd. 
F.lrf.x 
11212 Lee Hwy. 
V"lnlo 8ooc11 
College Part Square 
V"lnlo 8 .. ch 
Tlmbertake Shopp ing Center 

New Franchises available 
1-800645·7439 (In N.Y. 516-364-9520) 

offer by prospectus only. 

Over 170 dealers nationwide 
bringing you the products and knowledge of the 21st century. 



~[!J~ --"'--
INTELI .. (VISIOt·t'AND COLEC.O"G-A/..1 AND 

CARTRIDGES. GET ~fAi(ftMl) FOR YOUR 
~lJIJilVIDfO GAMES 
FOR INFORMATION CALL 

OR WRlrE~ 
~"§I?lb~f>' 
~P,O, BOX 3011 

HUNTING-TON STATION 
N~W YORK 117tf6 
TEL. 

ATTENTION 
VIDEO GAME OWNERS 

VIDEO GAME REPAIR 

MODELS: 

ODYSSEY II 

INTELLIVISION 

2600& 2600A 

Includes all parts, labor and shipping 

• All replacement parts meet or exceed manufacturers specifications 
• Our e)(clusive 180 day warranty is double aU the onginal 

manufacturers warranlles 
( .. Does not include cabinet parts) 

• All units shipped within 72 hours of receipt--
• All units must pass 16 Point test. plus a gruel ing 2 hour endurance test 
• All units are clean, inspected and sealed, prior to shipment 
• All units shipped fully Insured fo r replacement va lue 
• AU 'un its returned to customer prepaid 
• All repairs periormed by qualified Elect ronic Technicians 

Oealer inquir ies invited 

Nam8 _ ____ _ 

IIddr811 ____________ _ 

City Stlle ____ Zlp ___ _ 

Phone Number ~(----''---________ _ 

Card N umber·~=========== E:rplr.hon Oale 
Signlture ____________ _ 

SHIP TO ' 

"ideo 
(jame 

'Service 
lM:109 AulOm.J"on Df .... ~ 

MT Cl( M(NS. ""~IGN'I 48043 

(313) 792-0030 

A ............. ' 10 to'lChlll. : e Ship prepil<' via Us. mail or U.P.5. 
jar· IIc .. . a EncIoM check-- money order or Visa/Master C.rd and date 
"w ..... ...,.... 
_I.nn •• wlle" (- AU. pe~n.' checl!.a heJd 2 week~ 

READERS REPLAY 
Continued from page 24 

Ed: Last issue, the Intellivisionarles 
were up in arms, this time our 0 ' 
partisans are unhappy with the wav 
EG divides up our coverage. 

Here's the score: The reader poll in 
the back of each issue of EG is our 
prime pipeline to our readers. It tells 
how many of you own which systems, 
how many plan to buy what software 
and how interested you are in reading 
about the different stand-alone, 
programmable, computer and coin
op games. Actually, despite its long 
pedigree, the 0 ' has not made as deep 
inroads into electronic gaming as 
N.A.P., i ts parent co mpany, had 
hoped it would. There iust aren't 
enough 0 ' Owners out there to merit 
more coverage than EG currently 
provides . Remember, each new 
Odys.sey release is reviewed, the 
system has its own section ("Odyssey 
Outlook") in " EG Hotline " and new 
developments , such as the voice 
module (a nd software) and the 
Master Strategy series get heavy 
coverage. 

The bottom line, John, is that the 
quality of the games do not always 
determine the amount of coverage 
they receive. Our editorial pages must 
be skewered in the directions that 
interest most of our readers. The less 
popular systems also get their due -
watch for our upcoming look at the 
" Astrocade Underground ", the 
network of independent programmers 
who created their own games when 
Bally abandoned the Professional 
Arcade System - but, as the Kinks 
once remarked, in a song, you have to 
"give the people what they want. " 

A SWIFTY KICK 
Ordinarily we would not comment 

on a review of one of our products, but 
your review of Haunted Hill in the 
November EG was 50 riddled with 
factual inaccuracies that we feel com
pelled to respond . 

Haunted Hill, available for the Atari 
400/ 800 computers is wri tten in 
machine language, and not 8ASIC, as 
you concluded. The BASIC cartridge is 
required , in the disk version only, for 
proprieta ry (protec tion) purposes . 
Moreover, the game runs in 16K, not 
32K as you state , and is one of the few 
games to do 50 in both cassette and 
disk versions. 

Peter Doret 
V.P., SWifty Software 

Ed: Sorry about the 32K error - we 're 
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DISCOUNT 
GAMES - BY MAil 

" WE HAVE IT FIRST " 
" SO YOU HAVE IT FIRST " 

The Others make claims 
But WE Make GUARANTEES: 
If we can'l ship wilhln 72 hours' 

we witt send your money back 
and relund your postage. 

" GUARANTEEO! ! " 

Paim Master Competition 
Joystl~k $12.95 

Supercharger by Starpath 
fur Atlri $49.95 

Wlco Joy Slick $24.95 
Frogger for A1arl $24.95 

Ms. PacMIlJ by Alar! $24.95 
Galax/an by Atari $24.95 

Cen1lpede by Alari 524,95 

ALL PRICES INCLUDE SHIPPING 
* Prices subjett to chanoe WIThout notice * 

Send check or money order 10. 
DISCOUNT GAMES 

1108 East Kalell • . Qrange ,CA 92667 
Galilorma residents add 6% 

Send Sell-Addressed Stamped 
Envelope For FREE Calalog 
Phone mqUirles welcome 

(1141639·6104 
· Wllhm 72 hours 01 venl.ea p.a~men1 

APRIL SPECIALS 

C' ' i 
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SENO ' 2 FOR COMPLETE CATALOG 
REFUNOABLE ON FIRST SALE 

18516 ADD ISON '"='" 
SOUTHFIELD , MICH , 48075 -
(3131-26 1-0615 

101 Electronic. GamH 

so used to the 16K cassette/ 32K disk 
format that it sometime slips in 
against our best efforts. We also regret 
giving the impression that Jacknow 
- or " LeeJack", the only name by 
which we 've ever known him - is 
running the show by himself, He now 
apparently has built Swifty into a 
growing enterprise, 

On the question of Haunted Hill, 
however, . ,frankly, Peter, since my 
BASIC cartridge was being employed 
in the running of the program, I looked 
to it as a natural excuse by way of 
explaining the horrendous p lay ac
tion , What you 're telling us, therefore, 
is that the worst play action we 've 
ever seen on a modern piece of com
puter software was accomplished with 
assembly language?! I sugges t this 
otherwise laudatory game be rework
ed by a programmer with at least a 
modicum of knowledge regarding on
screen character m ovement and 
perhaps then re-release it. Until then, 
it 's just bad programming without any 
excuse. 

Sorry, Peter, but we have to call 
them as we see them. 

INSIDE TRON 
My friend told me that while playing 

Midway's Tron. he selected the tank 
maze and there were no tanks - only 
Recogn izers. I also heard that in the 
1/ 0 Tower con test , a Solar Sailor flies 
overhead. Could you confirm or deny 
this - and perhaps publish a photo? 

Lance Layson 
Calhous, GA 

Ed: Your friend is obviously a very 
good player who has penetrated the 
deeper, darker secrets of the Midway 
masterpiece. As for photos - why 
spoil the thrill of seeing it for yourself? 
C'mon, Lance. you can make that 
Solar Sailor take wing! 

DEPARTMENT OF CORRECTIONS: A 
couple of items got by us last time. 
Gorl, by CBS Videogames, was a Cer
tificate of Merit winner in the Best Sci
ence Fiction category and was inad
ve rtently left off the list of winners, 

There was also a slip-up in the tag
lines given to several of the products in 
January's" Reader Replay." For those 
who were confu$ed by th is mistake, 
we hereby present the Intell ivoice 
Speech Synthesis Unit in all its fu ll
color glory. 

A quick way to correct the si tuation, 
however, is to switch the identificat ion 
over both the ColecoVision and Intel
livoice units in our January issue, and 
you 'll have everyth ing in order. 

The final problem concerns a winner 
in the Computer Division of an Honor
able Mention - Air Strike, The game 
was incorrectly credited to " London" 
Software, which is another company 
al together, Th e real producer was En
glish Software. 

Letters are just about our favorite 
thing here at EG , so keep 'em flying. 
Even though it's impossible to answer 
individual letters - and still put out a 
month ly, full-color magaz ine - we 
read everything that comes through 
ou r door in the mail sack and ap
preciate it all - pro and con. 

Who loves you? EG loves ya l 6 

QIlA 
Continued from page 99 

plaint about a bad back just set me off, 
Sit up straight ! Expect my bill in the 
mail. . ,lisa Savignano of Nanuet, NY, 
has heard that the Swordquest series 
can be played on the ColecoVision and 
5200, As far as the doctor knows, 
there is no 5200 verSion of the Sword
quest yet available. though it ca n be 
played through the ColecoVision 2600 
adaptor, 

Q: I 'm going to be 12 in February and 
am going to get a game system as a 
present. With all the new systems out, 
I'm confused about which one to buy. 
I have considered a ColecoVision, but 
you know how moms can be; she 
wants me to get a VIC-20 because it 
has a computer keyboard and more 
educa tional games, but I 'm still stuck 
on ColecoVision. Any suggestions? 

(Summer C. Cook, Foster, WV) 
A: Okay, Summer, if a super game' 
machine (with a soon-to-be-available 
keyboard) is what you want, the 
ColecoVision wins hands down , The 
VIC-20 is truly an attractively priced 
compuler, but does not have a lot of 
internal power or memory, 

As I see it. the basic decision is this; 
do you want a game machine that 
allows you to program a little, or a 
computer that 'll play games as well as 
perform more utilitarian functions , 

As a 12-year old, you might pre
fer to look at a good, upgradeable 
computer, Go to a computer retailer 
and get some hands-on experience 
wi th the Atari, Commodore and other 
systems. Check out the available 
software - a computer with all the 
memory in the world isn't going to be 
of much use if there are no programs 
- entertainment or otherwise - to 



use with it. The software support 
network is very strong with the Apple 
II and Atari computers and is just 
beginning to blossom with the VIC. 

Q: If Atari can put 27 games on one 
cartridge, why can 't the company 
make one game with more than four 
different playfields like Gorf or Ven
ture? 

(Rich Benton, Atlanta, GA) 
A: Whoa, there, Rich, hold those 
computer-driven horses a gosh-darn 
minute! First off, Atari VCS games 
have boasted way more than 27 
games - why, the original Space 
Invaders for the 2600 had over a 
hundred if my fai ling memory serves. 

SPACE INVADERS 

What we are talkmg about here, 
however, is the difference between 
games and game variations. When a 
cartridge is released with a multitude 
of play options such as (invisible 
invaders, shifting invaders, invaders 
dressed formally and informally, ad 
infin itum) we are talking only about 
subtle changes in a stable playfield. 
Games such as Gorf and Venture 
require totally different playfields for 
each of their multi-scenarios. Each 
such scenario requ ires considerable 
computing power and the 2600 just 
doesn't have the juice to generate 27 
totally varied fields at this time . 

The distinction may seem subtle, 
bu t it isn't - not by a long shot. 

Q: In terms of computers, I've heard 
that you can store your programs on 
ordinary audio- tape cassettes. By 
saying " ordinary tape cassettes", do 
they mean the same kind of cassettes 
that music is recorded on? 

(M ark Cowan, Cortez, CO) 
A: They do, indeed, Mark. 
Computer code can be inscribed onto 
audio tape and then loaded via a tape 
drive into the compu ter, which then 
puts the program on line. The down
side to tape-loading is time -
anywhere from several minutes to 

Here are the latest, most exciting arcade 
and adventure games POI has ever offered 

ATARI® computer owners! 

ME'" SWAMP ClIOMP 
life In Ihe Muckedoo Swamp is lough. Ailigalors, 
snapping lurtles, vampire bals and even ghoSIS
all Iry 10 eal you, a hungry defenseless Gorx. If 
only you can make II 10 Ihe feeder sial ion and 
melamorphose, you'll show Ihem whal a swamp 
chomper can do! One or!Wo players. 24K Disk & 
Joysllck/16K Cassette & JoySlick. 

Mosllnnovalive Game of 1982 
(Electronic Games Magazine) 
Moonbase 10 IS a winner every way II's a voice
aclivaled arcade game with three very different 
adventure settings. 1) Navigate the allen mine 
field. 2) Defend Moonbase 10. 3) Attack & destroy 
mother ship. If you win, you get a personal Presi
dential commendation from Earth! Seven levels of 
difficulty Sensational graphics. 24K DISk. Cassette 
& Joystick/16K Cassette & Joyslick. 

NE.'l4 Oipper (Around The Horn In 1850) 

You're Ihe caplain of a clipper ship bound from 
New York to San Francisco, wilh lots of decisions 
to make. You pick vessel, cargo, crew and course. 
Then use your skills to overcome slorms, icebergs, 
Illness, delays, doldrums, mutiny and more! VOlce
narrated, this high advenlure challenges your 
brain and navigalion skills. 32K Disk, Cassette 
& Joystick/24K Cassette & Joysllck. 

Available at leading stores or direct from POI . ATAR)' is a traoem.arfo. ol Alilr\, Inc r----_ 
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53 Tolland Street East Hartford , CT 06108 (203) 28g · 7g03 

$4.99 

JOYSTICK 
" • • UILD 
KIT e 

INCLUOES: 
Plastic Insert. 
Circuit Board. 
Spring 

SWITCHES 

$7.95 

POWER IUPPLIES 

$8.35 

JOYITICK 
RRPAIR 

~~::OES' $3.99 
Plastic Inserts 

Save C.O.D. charges - Use VISA or MASTERCARD 
.... Ian 15 a Trademalk ur Aldrl . Inc 

CALL FOR DEALER PRICING Alan IS a Watn~r CommUniCalllJllS Compan)' 

171 20TH 

lLJ TCVE~I~s!.!.nu. 
East Hartford, CT 06108 

g===~: ==~:==== 

~IUAHI ItHVllIt 
H. T"J-t. ....... ..-.JjI.'lL rl.II'n"" 

1203 , 28e · 7003 

-......... ,!V ·~.:.e::'1 " .. -- . ' 
f699S 

STERK! TO'(;O 
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what seems like hours for longer 
programs. 

Empire of the Overmind (Avalon
Hill), which was originally available 
only on cassette, inspired jokes about 
starting the loading procedure, taking 
a bath, having dinner, catch ing a play 
- in another city - and bicycling 
home just in time for the load to 
complete - wi th an error message 
indicated on the second line. 

Disc drives input the code into the 
memory banks much more swiftly and 

. cartridges are even faster still, and, 
naturally, req ui re no peripherals other 
than an input slot located somewhere 
on the console. 

The up-side to cassette programs? 
They're cheap, almost everyone has a 
player and they open up the world of 
program storage to the novice com
puterist. 

LAST QUACKS FROM THE GAME 
QUACKER : In the wake of EG 's 
tremendous success, we have seen 
scores of imitators taking to the news
stand shelves, boasting rati ngs on 
games that not only haven' t been 
released , but aren' t even designed yet! 
At a recent press gathering, the game 
croaker showed Mike Katz, head hon
cho on the ColecoVision account, all 
about some of the reviews that have 
been appearing in our competitors' 
pages. Mike was, to put it mildly, 
floored. " / haven 't even seen that one 
yet! " he told me as he scanned the 
page. " And that one isn't ready yet, 
either!" 

When game magazines are review
ing games before they're designed, we 
feel the need to inform our readers to 
watch out. Remember your first and 
best source of gaming info: EG, We 
may not be able to fit in every game, 
but what we do review, we've played . 

And that's your old friend, the Game 
Doctor (in Latin, by the way, that's 
" Gamus Doctorus" , but why get 
high-and-mighty, right? See you next 
month - oil those joysticks and keep 
on gaming! 6 

STAND-ALONE SCENE 
Continued from page 103 

town computer-controlled boys of 
summer. The upper third of the display 
lets you pick the pitch, Using an aiming 
method originally introduced in video 
bowling games, a cursor travels verti
cally up and down in front of the 
pitcher. Wind up and throw to the left 
or right of the plate, or aim one right 
down the pipe. You can use one of 



* * * * * * * * * * * * * * * * * * * * Enjoy the fun and realism ot an arcade In * 
* your own home with "ffl:WlY~ ''' '' , the * 
• new video game enclosure! * * * * • * • * 
• • * * * * * • * * * * * * * * • * * 
Custom designed plans are now available for all Atarir:' 
Intellivlslon '~ Odyssey 2 '~ eolecovls lon T~ and Sears 
Equivalent Systems, (with or withoul voice modules). 
Plans Include: layout and culti ng drawings, step-by· 
step assembly drawings and instructions, and a l isl of 
all required materials (obtainable from your local hard· 
ware store for less than 550). 

* * * * * * * * * * * * • * * * * * * 
Please send me set(s) 01 custom p:ans al 
59.95 per sel for my: 
_ Alar! TO. VeS/Alari T .. 2600 ARISears Video Arcade '" 
_ Atari , .. 5200ISears Video Arcade 11"" 
_ Inlell ivision'" ISears Super Video Arcade ' " 
_ lntell lvlsion T"1I 
_ Odyssey 2'" 
_ Colecovls lon T .. 

I enclose $ ., check or money order, (add 
$1.00 lor postage and handling). 
Name: ____________________________ _ 

Street: ____________________________ _ 

Clty: ___________ Slate ___ Zip Ffll':1~lY flRLfl[) 
• MO. residents add 5% state sales lax· 

•• Family Arcade Is in no way affiliated with the above 
mentioned manufacturers or their products 

4923 Powder M ill Road 
Beltsville, Maryland 20705 

••••• 
YOU'RE NOT COINC TO BELIEVE-

OUR LOW-LOW PRICES ON VIDEO CAMES, 
CARTRIDCES, COMPUTERS + ACCESSORIES 

ATARI @ . ACTIVISION (R . APOLLO ,~ • 

VIDEO SPECIALTY STORES 

• • • • • • • • • • • • 

:{r~{!. NIGN c'IN ItlTUItNI! *If-; ... 
~ NOW IN ~o LOCATIONS """-.. 
"7' IN TH E USA ~ AN D CANADA 'T" 
Luera!,Ye Ground-Floor Opportunity to Own Your Own V,deo Spe cIal ly Store In the EXPLOSIVE HOME 
VIDEO MARKET! apercue your own Sales and Rental BU 5lness . featUring Major StudIOS' V,deoca ssettes 
and D iscs. VIdeo Games. Top Brand \IIdeo EQUipment and Many Profitable Video A cceSSOrie s . Total Turn
Key Operation . PubliC Company (NASOAQ. VOEO ) supports you ,n ,IS SUCCESS PROVEN Concept In a 
Malor Growth Qne.lIed BUSiness. """estmeo, required 110m $34.500 Secured by E)I;ten SIYE! Inventol)' . 
Protected Area and Promotlollal M illetlal . ComprehenS ive On Site Training prOVIded . .. NO ROYALTIES! 11-

NO FAA~CHISE FEE! .. For Further Detatls . Calla. Write (InClude Phone Number, 10: M r. l(ramer , Di rector 
01 Markellng . THE VIDEO STATION . INC .. 1740 St3ro'ord St. . Sanla M oruc::o. CA 90404 , (2 1 3) 453·5535 

THE LARGEST CHAIN OF AFFILIATED VIDEO STORES IN THE US & CANADA' 
f ltctronlc Garnes 1'1 
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Thanks to you itsworkingeTheunltedway 

® 

The new dimension In video gat i lei that 
Doubles the Size of yow field of play! 

, 

BEAMSCOPE makes playing 
vkjeo game favorites like 
Asleroids. Space Invodafs Of 
Poe Man. twice os m.JCh tun 
Once you PkJV VIdeo games 
with BEAMSCOPE, you won'l 
eve\' wont 10 PkJV !hem wllhouI 
~ 

Check mesa exciting features: 
~ Exceptional Color 

Oorily. 
INtoils Wlfhoul Tools 
Use Under Notmol 
Ug/11ing. 

Ii? MI~ FlOOr Space 
RequinId. 

Ii? Affordobl'( PT1eecl 
Three (3) Modeb 10 

""""" "om. 
.,.INTERNATIONAl MARKETING SERVICES, INC. 

710 REDMAC ST. PORT RICHEY, fl 33541 

----""......,- ... -........ -
, 12 Electronic e.mes 

(113) "2·3231 O '~ 
INTlttt.~ • • .... RI"*- UIYlCII. M::. 

three pitch control buttons to curve it 
outside, inside, orthrow a fast ball. The 
longer the key is depressed, up to a 
maximum of two seconds, the faster 
the speed of the ball. Depress the key 
longer than that, and the pitch turns 
careless and becomes easier to hit. 

Use of the aiming cursor and pitch 
buttons in different combinations pro
duces nine kinds of throws. Batters 
vary w ith respect to batting eye, hit
ting power and batting skill, depend
ing on the positions in the lineup, and 
pitches should be chosen with these 
strengths in mind. 

The Casio BB-10 offers a reasonably 
pleasant pitching and hitting game. 
The clever split screen displays the 
action convincingly , and the use of the 
bowl ing-style cursor in the pitching 
sequence provides enough of a variety 
of throws to hold the gamer's interest 
for a long time. 6 



I nteraction between the readers and editors of Electronic Games helps make thIs a 
better magazine. The more we here at EG know about who you are and what you want 

to read. the better we can satisfy your needs and desires. That's why we run a Reader Poll 
in every single issue of this magazine. Rest assured that even though we protect the 
anonymity of every respondent to our survey. the editor personally reads each and every 
ballot recei ved . And of course, th is is also your ballot for casting your vote for the most 
popular videogames, computer game programs and coin-op arcade machines. 

Please return th is poll sheet~r a photocopy. if you prefer to keep your Electronic 
Games in perfect condition-to: Electronic Games. 235 Park Avenue South, New York, 
N.Y. 10003 . 

SEX AND AGE : 
D Male D Female Age __ _ 

HOUSEHOLD INCOME: 

o Under $5000 0 $5000-9999 
0 $10,000- 14,999 
0 $15,000- 19,999 
0 520,000- 24,999 0 525,000 + 

MARITAL STATUS: 
LJ Single 0 Married 

NUMBER OF CHILDREN 
IN HOUSEHOLD: 

AGES : 
c:: Under 2 0 3-5 
0 6-11 0 12-17 

Please check off the equipment which you own 
or plan to buy within the next 12 months: 

Own Pl an to Buy 
Atari VCS 
Intell lVISJOn 
ColecoVislon 
Odyssey1 
Atari 5200 
Other Videogame System 
VIC-20 
Atari 400 / 800 
IBM Personal Computer 
Apple II 
Othe r Microcomputer 
Video Cassette Recorder 
Videodisc Player 
Giant Screen Television 
Stereo System 

How many hours per week do you spend playing various electronic games: 

o Less than 2 hours 0 2-5 hours 0 6 -10 hours 0 More than 10 hours 

How much do you spend per week on electron ic games: 

o Under $2 ::::J 52 -5 0 56-10 D Over 510 

How many people, besides yourself will read this issue of Electronic Games: 

My favorite videogame cartridges are : 
1. __________________________________________ _ 

2. __________________________________________ _ 

3 

My favorite microcomputer games are: 
1 . _ __________________________________________ __ 

2. __________________________________________ __ 

3. ________________________________________ __ 

My favorite coin+op games are: 
1. __________________________________________ _ 

2. ____________________________________________ __ 

3. ________________________________________ __ 
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E PLAYERS GUIDE 
TO THE " CUTE" GAMES 
A year ago, the electronic gam ing f ield 
was dominated by the sound of on
screen explosions. Now thanks to games 
like Freeway and Pac~Man . charming 
visuals and lilting sound effects are all the 
rage. This magazine-within-a-magazine 
will help separate the games that only 
look good from the ones that play good , 
too! 

EG'S SECOND ANNUAL 
SPRING GAMING PREVIEW 
Even in a hobby in which the word " new" 
is taken for granted . 1983 is shaping up as 
a year marked by unparalleled excite
ment and product innovat ion . Here's 
your chance to find out now about the 
videogames, computer progams, and 
sland-alones everyone will be playing 
in the coming months. 

ARCADING ON 
THE RIVER 

'Way down yonder 10 New 
Orleans, one of the most 

popular gaming parlors 
floats majestically down 
the M ississippi. Hop 
on board for a first 
class tour! 

CONFESSIONS OF AN 
ARCADE TECHNICIAN 

SECOND-HAND 
VIDEOGAMES, ANYONE? 

What kind of man repa irs Donkey Kong? 
One of our enterprising reporters spent a 
few days rid ing shotgun for a top arcade 
techie to get the faSCinating behind-the
scenes story. 

If a tight budget is preventing you from 
getting all the home arcade games you 
crave, th is article will tell you how you can 
get more for less by dipping into the used 
cartridge market. 

There' ll be plenty of other exciting articles and features 
of interest to arcaders, plus these regular columns: 

* Pusport to Adventure 
* Q6A 
* Inside Gaming 
* Arcade America 
* Computer Gaming 
* Propunmable PAI'ade 

* Switch Onl 
• New Products 

* Test Lab 
* Readen Replay 
* EG Hotline 
* Games Libr.,., 

* Stand-Alone Scene 
* M ini-Arcade Gallery 
* Coin"Op Classroom 
* Strategy Session 
* Insert Coin Here 
* Pinball Palace 



11tERE'S NO ESCAPING 
THE EXCITEMENn 

The human race has met its match! 
The Beebots of Bem and their Killer 

Bees have invadedl Conventional 
weapons do nothing! Nuclear weapons 
do nothing! 

Where do we run? Where do we 
hide? 

Saving the earth is in your hands I 
Your only defense against the 

Beebots is the sting of your earth bees. 
Your only defense against the Killer Bees 
is your Rosha Ray. You have 26 different 
levels of challenge. Each one faster and 
tougher than the one before. I 

the Voice of Odyssey® For one or more 
players - but players who can take it. The 
excitement is endlessl 

digital scoring with memory. I ';' .";;iiii=~;'~ 
sync-sound action when played through I 

Over 52 games 
available . 




