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IFYOU OWN A COMMODORE VIC YOU 
KNOW IT CAN DO ALL THIS. 
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What those extra lew dol
lars get you is a simple little 
device called a Commodore 
VICMODEM. 

It connects your tele
phone to your VIC 20'" or 
Commodore 64'· computer 
(resulting in something aptly 
called telecomputing), giving 
you access to information 
such as you see on the 
screens to your right. 

Normally, you'd have to 
type a short program into 
your computer to help it make 

the final transition into a 
telecomputer. 

However. when you buy a 
VICMODEM, you ' ll find we've 
included a free software pro
gram . You just load it into your 
Commodore Datassette 
Recorder. and presto (give or 
take a moment or two), you 
have access to a vast library 
of information and games. 

Speaking of free, 
Commodore also includes a 
free subscription and a I ree 
hour's time on CompuServe'· 

and Dow Jones News! 
Retrieva l Service: a free trial 
offer on The Source,SM and a 
discount program offer with 
Comp-U-Store and General 
Videotex Corp. 

Let's see. Did we leave 
anything out 7 Oh, yes. Along 
with CompuServe comes a 
free membership in the 
Commodore Information Net
work. This is your HOTLINE to 
Commodore. (How often do 
you get to speak directly to a 
manufacturer?) Through it we 

Certain otters subleC1 to change COITlDUServe IS a trademark 01 CompuSer"e, Inc and H & R Block Co Dow Jones News Retrieval Service IS a registered Irademark. 
of Dow Jones & Co . Inc The Source IS a service mar..: 01 Source Telecompullng COIPOrallon, a subsidiary of Reader's Digest Corporation. Inc 



BUT DID YOU KNOW FOR ABOUT $100 
YOU CAN ALSO GET IT TO DO ALL THIS? 
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can answer any questions you 
might have about your com-
puter. or pro- • 
grammlng, or 
anything else 
Commodore
related, via 
electronic 
mail. 
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GAMES 

WORLD BOOK 
ENCYCLOPEDIA 

for programming tips, Public 
fI1IIl Domain Software, and 
Rill" technical support. 

investment of around $100. 
Some computer com

panies think it's reasonable to 
ask as much as $500 for tele
computing capabilities such 
as ours . 

--

THE COMMODORE VIC 10, The Commodore Informa
tion Network is also your di
rect line to the Commodore 
Bulletin Board, which 
Commodore owners use to 
keep in touch with each other. 

A REAl. COMPUTIII fOR THE PRICE or A TOY. 

However. with the 
Commodore VICMODEM seil
ing for around $100, we feel 
we're being a whole lot more 
reasonable. Don't you agree? 

Altogether. these little ex
tras we've included w ith our 
VICMODEM add up to a value 
of $197.50. A nice return on an 

These are lust a lew examples from our eXlslJr'lg library of software aV311ab1e for the VIC 20 
U.S.A.- PO Box 500, Conshohocken, PA 19428, Canada- 3370 Pharmacy Avenue. OntarIO, Canada M1W 2K4 
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Winning at 'Wizard of Wor' and 'Gorf! 
By John Madden. 

In our first Challenge of Champions. Ray Johnson 
of Los Angeles defealed Tony Sarkis of New York 
and David Hayes. a student aI Cal Tech. defealed 
Brian Anderson. a student at MIT. 

,.,s the sporiscaster for CBS Video Games. I get a chance 
A to walch some of the best players in the country 
in the "Challenge of Champions." 

Here's some of their winning strategfes. 

WI.ard of Wor"': You start 
with three worrlors. The 

object of this game is to defeat 
the Wizard. his 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 tnteresting move you might want to try. Get out 
into the maze fast. zip out of the r-- .... ---,..-:-, escape door. come back in 
through the opposite side. If 
you're quick enough. you'll be 
in periect position to blltz your 
opponent's three worrlors 
before they can score any 
points. The ultimate shutout. 

Another variation ts to work 
together. Make a pact not to hit each other (acctdents 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 kno ... you're up to the challenge.' 

Gorf lM is four boards in one game. Your father will enjoy this game 
because with a little luck. he'll be able to go through the four boards 

a couple ot times. but atter the third level it starts to get faster .. . and faster. 
That's when you separate the players from the parents. You start out 
aggressively and after 10.000 poinls the bombs and torpedoes start to 
come hot and heavy. so be prepared to change to a defensive game 

The record high score Is still 32.700 by Horace Eckerstrom (9/ 82). which 
gives you some idea of how hard this game Is. 

Both Wizard of Wor and Gor! are really tough. but I know you're up to 
the challenge. 
Cl 19&J CBS Inc 'Gorf'" and Wll o rd 01 Wrx- a re regb lered trademarks 01 lally/ MIdway MIg 



Setting Some Standards 

By ARNIE KATZ 1 Electronic Games maga- 6. No full-time employee of 
zine will carry no adver- El ect ronic Games will A few issues back, I tising for firearms, alco- ~.ccept a consulting fee or 

sou nded off about holic beverages or any other service payment 
something referred to as other product or service from any electron ic 
the Electronic Garners' Bill wh ich is not appropriate game-related enterprise, 
of Rights . I'm happy to say it for our family readership nor may they hold stock 
got a strong positive reac- with its large segment of or other financial interest 
tion from readers and repre- readers under 21 years of in any concern whose 
sentatives of the industry age. products they must re-
alike. 2. Electron ic Games will not view in the pages of the 

A few folks did raise one accept advertising for a magazine. 
question, though . They home video game car- Many of the policies out-
pOinted out that although I tridge, computer game, lined in the pledge are an 
set some fairly stringent stand-alone device or outgrowth of rules already 
guidelines for manufactur- coin-op which is, in the in effect at Reese at the time 
ers and retailers, I had said judgement of its editorial of this magazine's founding. 
nothing about the electron ic board, offensive. Others are newly developed 
gaming press. 3. Electronic Games will not to deal with situations wh ich 

They have a point. In fact, publish an advertisement are exclusive to this field . All 
I bel ieve that the people containing sexually ex- of them have caused a few 
who create the magazines pl icit written or illus- scary moments - and 
and books about our hobby trative material. prompted uS to exercise a bit 
have especially serious 4 Electron ic Games will of self-restraint at times -
obligations to the arcading neither review nor rec- but we feel they are neces-
public. That's why one of ommend for purchase sary if Electronic Games is to 
the first things we did at any electronic gaming remain the heartbeat of the 
Reese Publishing Company hardware or software hobby, a reliable and truth-
when we started Electronic that has not been· thor- ful source of accurate in-
Games was to establish the oughly tested by an EG formation about the world 
principles under which we ed itor. You will never of electronic entertainment. 
intended to operate. read a "review" compiled The fast -growing nature 

It would be presumptuous from a press release in of our hobby makes it 
of me to dictate standards to this magazine. necessary to constantly de-
my journalistic colleagues, 5 The editors of Electronic velop new standards and 
but I can speak authorita- Games pledge to review policies in order to deal with 
tively about the way we every item fairly and ob- the most rap idly-changing 
here at EG see our responsi- jectively, giving no favor pastime in history - elec-
bilities to you . Call it our or preference to any tronic gaming! 
Pledge to the Readers : company or individuals. 6 
, Electnx!lc G--. 

Volume One. Number Th,rt .. n 
Much. ,,.) 

Editor 

uecuhwe Editor 
StIlKl.ln/ce/ 

5efI~ (ditCH" 

Jorc~ WOf/~ 

TKhn,w D,rKlOf' 
H~ry B Cohen 

SlrateJ)' EditOf 
Franle Tetro Jr. 

west (out Ed,tcm 
Les Pdul Robley 
DaVId U.SU8 

Associ~le Editor 
&11 Hl!lfIetn.ln 

COfItflbwb"l Ed,lon; 
Tom B~fOTd 
C Ron ChiJm~liJ," 
SIt'W' D,Y/dson 
rr«y FormMJ 
I.e,sh Goldstem 
Tom HIr1dtfeld 
Chd,lene Komilt 
Rich Ptarl 
W'" RJchirdson 
Rofer Sh.rpe 
CiP~in Sticky 
Rlcic Tellerbaush 

(d,lotllJ Asshtant 
USoI Honden 

Art Director 
Bt n H,rvey 

GnphlC ConRlltuou 
Creatly! Concepts 

los AnlelM 
N,tion,J AdYertisi"l Oirector 
11m Iknder 
6115 RusUmS Oaks Dnve 
A&oora, CA 91301 
aJ3) 87) , )'116 

New '1'0'" 
ActYettU.i"I MAMIei' 
Ann M,rtlno 
23S p,rk A~n~ South 
New Y(){k, NY 10003 
(21}) 77U)800 

ChiC. 
Ad ... ertlil", Rtpt'Hef\U.tIYe 
Milton Gerber 
}607 North P1rnd~ 
Arlrngton Heights., It 60004 
(1111 198·303} 

Coordlnltor 
/(,JU!11!I!fI CIrt.1!t 

Director 01 R&d Accounts 
Joseph MUCClgfOSSO 

SUbscriphon M,n .. er 
RI!I1J AdJ., 

Publisher 
Jay Ro~n'reld 

Co-Publisher 

[ditonll Olfector 
BrlKe Aplt 

bewtive Ad .... rtlslnl OJrKtor 
8ru!.e MIshkIn 

!'reduction MIIniler 
L.turrfl Ann ~~JU!f 

CI((uIIIIO" DIrector 
WIII.,.m 0 Sm,th 

tlluilraloR B,,, 
'rank fmml 
Arron Epsleln 
Nfl,l Mt.P~f!lrs 
Ray (ago 
DavId PrtslOl1fl 

Co...., lltu$tr;at on 
Marlr &. Sl~""fl Gerber 





MS. PIGGY 
MEETS ATARI 

Atan has combined talents 
with the Children's Computer 
Workshop, a subsidiary of 
Ch i ldren 's TeleV ISi on 
Workshop, to produce carts 
for both the VCS and 5200. 

The folks over at th e 
Workshop responsible for 
such popular kideo shows as 
Sesame Street and Electric 
Company, are now teaching 
kids by providing them with 
" fun, informal learning 
opportunities, " says Paul 
Firstenberg, President of the 
Ch i ldren's Computer 
Workshop. 

The child-tested , age
appropriate , d iscovery
or i ented games w i ll be 
designed to produce an 
"environment in which a child 
can learn educational skills 

• Iltctronk Gamn 

while involved in a fun , 
colorful activity, " according to 
Michael Moone, President of 
Atari 's Consumer Electronics 
Division. 

The jointly-created games 
by Atari and CTW wil l be 
released shortly, in mid- '83 , 
and will star " Kermie and the 
gang" . 

JOURNEY ESCAPES INTO 
DATA AGE 

Data Age, the VCS-com
patible software producer, has 
just become the first company 
to combine the world of 
videogames with the Rock 
and Roll universe by signing 
American supergroup Journey 
to an exclusive contract. (In
terestingly, Journey records 
for CBS Records, who also 
a videogame subsidiary.) 

The newly -created Data 
Age design team has created a 
state-of-the-art contest in 
wh ich arcaders must safely 
escort, via joystick, the band 's 
five members through 
hoardes of groupies, greedy 
promoters, photographers 
and agents. But fear not, help· 
ful roadies turn up periodically 
to help the harned rockers to 
their escape vehicle - a rock
et ship based on the group's 
scarab logo. 

Using the VCS 's audio 
capabilities to their fullest, the 

group's music will playas 
background accompaniment. 
Moreover, Data Age hopes to 
be the first home videogame 
company to sell one of their 

,..,..1WIIr ___ =_ --- . 

titles to the COin-OP world, 
where the extended graphic 
and sound capabilities could 
turn an excitIng game into an 
explosion. 





CALL FOR 
MS. PAC-MAN 

Now videogamers will be 
Just a phone call away from a 
selection of VCS-compatible 
cartridges, once they sub
scribe to GameLine - an 
over-the-phone service that 
expects to be going full -blast 
by mid- 'S3 . 

Players initially buy a special 
" Command Module" cart 
(about $39.95) , plug It into an 
Atan VCS and connect it to a 
working telephone . Upon 
registering, the new member 
can down-load one of the 30 
games available each month , 
for play sessions lasting about 

DESIGN YOUR 
OWN GAME! 

Sroderbund Software has 
created The Arcade Machine 
to guide you, step by step, 

10 IIKbonIc: G.1M1i 

MINES OF M INOS 

40 minutes each, at a cost of 
$1 . 

The roster of games rotates 
each month and is scheduled 
to include pre-release carts 
from major game publishers. 
The two-way system makes 
possible the most extensive 
prize contests ever, in which a 
good percentage of Game
line subscribers will win ev
erything from T-shirts to col
lege scholarships. 

The initial shipment of 
"Command Modules " are 
available to EG readers only in 
a charter-member subscrip
tion offer, followed by a rap id 
expan sion of the phone 
games in mid-'83 . 

through the design of a 
computer arcade-style game. 
Even if you don't know how 
to program, Sroderbund still 
prom ises you ' ll be ab le to 
animate full-color monsters 

ARCADIA TO 
CHANGE NAME 
The Supercharger, the 

RAM cart that increases the 
graphic resolution capabili
t ies of the Atar i VCS, is 
manufactured by a company 

FIRE BAll 

as well as create dramatic 
explosions and sound effects. 

Your completed games will 
contain automatic scoring, a 
colorful title page, one or two 
player options and " fast and 

COMMAVID 
RELEASES 

TWO MORE 
Commav id has released 

two more Atari-VCS compati
ble games, 

M iss ion Om ega strands 
you on a dying Earth, and re
quires you to fly to an artificial 
world built to rescue our 
planet's population and sup
pl ies. Mines of Minos ask' the 
arcader to pilot the last re
maining robot through maze
like mine corridors, There, he's 
stalked by aliens as he strug
gles to reassemble pieces 
of other robots to form hIS 
own squad of fighters, and 
disperse all aliens from the 
mine. 

called Arcadia. At the same 
time, Emerson has re leased a 
new videogame system called 
the Arcadia 2001 . 

Sounds confusing, you 
say? Well , Emerson agreed, 
and so Arcadia is now being 
called "Starpath". (Since the 
Emerson Arcadia 2001 made 
Its way onto reta il shelves 
before the Supercharger, the 
Emerson team has squatter's 
rights to the much sought 
after name. 

Starpath , by the waf , is 
releasing a slew of new 
titles including a D&D-style 
special, Oragonstomper. 

smooth arcade -s tyle anl 
mabon". The disk works With 
the 4SK Apple II Plus. 

Give it a try; th is just may 
be what you would-be game
makers are looking for . 





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

Electronic 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 National Home Arcade (set 
to debut next month) salutes the achievements of the 
lords and ladies of livlngroom gaming, the National Van
ity Board will monitor the triumphs of the kings and 
queens of the coin-op videogaming world, 

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

1 . Set the record. 
1 . 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. Mail your score report to: Electronic Cames, 235 
Park Avenue South, Sixth Floor, New York, N.Y. 
10003. 

ScOl'e Report Ponn ___________ _ 

Name of Player (Please Print) 

Player's Address ____________ ___ _ 

Name of Game ______________ _ ___ _ 

xore ______ _ _____________ _ 

Name of Arcade _______ _ ________ _ 

Arcade Address _____ _ ___ _________ _ 

Arcade Operator's Signature ____________ _ 

---------Here Are the Arcaders to Beat! ---------

_n.(At.vI) _Ix (Centuri) Om.p bc. (Midway) ZaxxOll (SegaiGremlin) 
Dennis Hranitzky Darnel Stephens Rick Klin Barry 8egos 
Grapevine. TX Piqua,OH Hamilton, MT Coventry, RI 
Record: 9,600,500 Record: 585,778 Record: 1,779,300 Record: 1,148,900 

MI .. II. Com ...... d (Aton) _0 ._ (SegaiGremlin) starph (Williams) Tron (Midway) 
Joe Fernandes Eran Foote Mike McCrary John Carver 
Artesia, CA Spokane, WA Albuquerque, NM Holly Hill, FL 
Record: 52,246,260 Record: 101,450 Record: 64,830,268 Record: 1,554,836 

Centlped. (At.vI) _ (Midway) aolaobon (Williams) Solar Fox (Midway) 
Darren Olson Jim Hart Steve Harris Rick McClellan 
Calgary, Canada Jacksonville, NC Gladstone, MO Columbus, OH 
Record: 15,207,353 Record: 1,237,500 Record: 115,935,000 Record: 221 ,110 

star CUtIe (Cinemi.tronics) .,..Dv& (Alan) n..., (Pacific Novelty) 
Jack Haddad, Tony Garza Dwayne Undsey John Carver 
San Jose, CA Redding, CA Holly Hill, FL 
Record: 12,536,960 Record: 3,499,010 Record: 389,890 

era, GI_ (Nlchlbutsu) Do k., Konll (Nlntendo) Kkk_ (Midway) 
Jim Wright Steve Sander1 Rich Turkishev 
lake Orion, MI Clifton, MO Manitov Springs, CO 
Record: 487,150 Record: 863,500 Record: 4.429,555 

-.. .... (Williams) Frenz, (Stem) T .... pest (Atori) ~(Alari) 
Marvin Norton Jim Howell Eric Clayberg Francis Haggerty 
Safford, AZ McHemY,lL Fredericksburg, VA Cresskill, NJ 
Record: 49,367,750 Record: 1,914,777 Record: 1,697,634 Record: 162.400 

p",,_ (Midway) "-(SegaiGremlin) V......- (Centuri) Loopin& (Venture Line) 
Dave Marsden Dave McPhee P.W. Gunter Bruce Boulden 
Santo. TX MunCie, IN Dillwyn, VA Frankfort, IN 
Record: 14,880,210 Record: 507,230 Record: 1,045,610 Record: 449,500 

__ bIe (Stem) GaIap (Midway) WluM of Wor (Midway) SpAce FiNIoinI (SegaiGremlin) 
Jason Itzler Jack Pardo Johnny Thatch Bobby Henderson 
Cliff'ide Park, NJ lansing, MI Marietta, GA Belle Chasse. lA 
Record: 8,410,500 Record: 5,102,380 Record: 398,000 Record: 128,520 
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* THE NATIONAL * 
ARCADE5COREBOARD 

THE BEST 5(OR1i5 FOR POPULAR VIDEOGAME5 

Photos of readers ' best scores are really pouring into the 
offices of Electronic 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 rankings listed 
here show that they 're hitting the joystick hot and heavy in 
a bid for national recognition . 

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 hol 

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 EI~c· 
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 VCS) - Game #6 * Grand Prix (Activision) - Game #4 * USAC Auto Racing (Mattei) - Course #, * Spacechase (Apollo) - Game #1 * Defender (Atari VCS) - Game #1 * Space Hawk (Mattei) - Game #, 
(auto· fire, if deSired) 

14 f lKtronlr GamH 

THE HONOR ROLL 

UI'O/OdJsse,/Dd,sse, '/Game # 1 
1. 1,.'. - Lee Raymond, no address given 
2. 1,575 - Jim Peterson, Farmington Hills, M I 
3. 1,4.1 - Marlon Burns, Chicago, IL 

Asteroids/AWi/AWi VCS/Game # fj 
1. 1",990 - Ed Semrad, Waukesha, WI 
2. 1.5,lI10 - Bob Clarke, Racine, WI 
3. 13.,4&0 - Bob Prindle, Erie, PA 

Grand Prlx/Adivision/AWi VCS/Course # 4 
1. 1.,5.&8 - Mike Ratledge, Charleston, SC 
2. 1:1.:71 - Ed Semrad, Waukesha, IL 
3. 1:17:01 - Isaias oanegas, New York, NY 

USAC Auto Racing/ 
Mattttlllntellivision/Course # 1 . 
1. :1.5:1 - Ken Barley, Canby, OR 
2. :1:55 - Jerry Kurfess k ,Jackson, MI 
3. :1:55 - Bob Allen, Sarasota, FL 

Spacech .. e/Apollo/Awi VeS/Game # 1 
, . 185,075 - Tom Garcia, Whittier, CA 
2. .',100 - Ed Semrad, Waukesha, WI 
3. 45,500 - Adam Krlic, Medford Lakes, NJ 

Defender/AWi/Awi VCS 
1. 4,717,850 - Ed Semrad, Waukesha, WI 
2. 4,181,500 - Charles Own Jr., Little Rock, AR 
3. :1,00:1,850 - Art Childs, Gaylor, MI 

Space Hawk/Mattel/lntellivision 
, . 10,14:1,040 - Luc Labelle, Manitoba, Canada 
2. 5,110,&&0 - Steve Connelly, Boone, NC 
3. 1,515,5&0 - C.R. Murtha, 51. Petersburg, FL 



Available in cassette, and 
cartridge for the Atan 400/800 
computers. 

Other titles soon avail-
able for the VIC 64, 
IBM-PC and the TI 99/4. 



JeHerson Services. Inc. (Bus Lints) 

GAMES HOP 
ON THE BUS 

Gaming enthusiasts making tracks 
through Minneapolis, MN will def
initely want to bus it, thanks to an 
independently-run busline that's now 
operating there. 

Based in the Minnesola city with 
routes southward, Jefferson Lines, Inc. 
has pulled out the rear seats on some 
of their commuter buses, and replaced 
them - but of course! - with Pac
Man games! 

Daniel Prins, President of Jefferson 
Lines Inc .. explains that he'll try just 
about anything to keep his customer's 
patronage. " People just love the 
game-equipped vehicles ," notes 
Prins. " Right now, I'm grappling with 
the question of whether to continue 
with Pac-Man on the buses, or take 
my six-year old son 's advice and go 
with Donkey Kongl" 

Keep on truckin' Mr. Prins! 

ACTV ROLLS 
INTEL CARTS 

The first Intellivision-compatible 
cartridges from the team over at 
ACTV have just hit the shelves, much 
to our delight. 

New arrivals, which by the way are 
a bundle offun, bring Pitfall, a jungle 
adventure designed by Steve Crane 
and a calf-roping extravaganza, 
Stampede by Bob Whitehead, to the 
Intellivision-owning community for 
the first time. 

*Most Popular Videogame Cartridges* 
Position 

This Last 
Month Month 

1 1 
2 4 
3 10 
4 

Game 
Pitfall 
Donkey Kong 
Donkey Kong 
Advanced Dungeons 
&DragonS@ 

5 11 Demon Attack 
6 7 Frogger 
7 8 Major League Baseball 
8 12 Zaxxon 
9 Earthworld 

10 5 Berzerk 
11 6 AdYenture 
12 Venture 
13 K.C.'s Krazy Chase 
14 9 Star Master 
15 3 Night Slalker 

System 
Alari VCS 
ColecoVision 
Alari VCS 
Intellivision 

Atari VCS 
Atari VCS 
Intellivision 
ColecoVision 
Alari VCS 
Alari VCS 
Alari VCS 
ColecoVision 
Odyssey' 
Alari VCS 
Intellivision 

Manufacturei' 
Activision 
Coleco 
Coleco 
Mattei 

Imagic 
Parker Brothers 
Mattei 
Coleco 
Alari 
Alari 
Alari 
Coleco 
Odyssey 
Activision 
Mattei 

*Most Popular Computer Programs* 
Position 

This Last 
Month Month Game System Manufacturer 

1 1 Slar Raiders Alari 400/800 Atari 
2 3 Pac-Man Alari 400/800 Alari 
3 2 Castle Wolfenstein Apple II Muse 
4 4 Jawbreaker Alari 400/800 Sierra On-line 
5 Choplifter Apple II Broderbund 
6 David's 

M idnight Magic Apple II Broderbund 
7 5 Missile Command Alari 400/800 Alari 
8 6 Centipede Alari 400/800 Alari 
9 8 Wizardry Apple II Sir-Tech 

10 Bandits Apple II Sirius 

*Most Popular Coin-Op Videogames* 
POSItiOll 

This Last 
Month Month 

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

10 

Game 
Donkey Kong 
Tron 
Zaxxon 
Ms. Pac-Man 
Dig-Dug 
Robotron 
Jungle Hunt 
Tulankham 
Joust 
Donkey Kong Jr. 

Manufacturer 
Nintendo 
Midway 
Sega 
Midway 
Alari 
Williams 
Taito 
Stern 
Williams 
Taito 

Readers Choose Top Games 
Since mere quantity of play doesn 't necessarily equal actual popularity, 

Electronic Games bases its standings on the votes of its readers. These 
lists of most popular games are based on the more than 1(X)() Reader Polls. 
We update the " picked hits " itsts in every issue of Electron ic Games. 

So send in your votes! 



WE COUL ... ., HAVE SAID 
I ... BE ...... ER. 

Blowing your own hom is one 
thing. But when unbiased, inde
pendent editors and writers 
te ll their readers how terrific a 
video game is, you can believe 
it. Because they've seen 
them all and played them all. 
They know what they're 
talking about. 

And Threshold'," designed by 
Warren Schwader, is one game 
they're all talking about. 

When you assume the con
trols of Threshold (a Tigervision 
video game designed for the 
Atari- VCS~system), you be
come commander of a space 

attack ship exploring the galaxy. 
But be prepared to fight. 
Because you're about to be 
attacked by up to 12 different 
enemy forces, bent on blowing 
you into never, never land. 

If you're to survive the 
onslaught, your reactions must 
be split second, your strategies 
flawless, and your will to win 
enormous. 

And you're also going to love 
the other great Tiger vision 
games: King Kon~and 
J awbreaker~ . 

Get your hands on those con
trols and you may never let go. 

For use with the Atan- Video Computer System" 

Division of Tiger Electronic Toys, Inc. 
909 Orchard, Mundelein. Illinois 60060, Telephone. (312) 949-8100. 

Threshold Trademark of SIc:rra On-Lme lru:. 
Jawbreaker Trademark of Sierra On-Line Inc. 

KIng Kong Trademark of Univeru l Studios Inc. 0 1982 Universal City Studios Inc. 

Atan- and Video Compu tet Systern"'.tre trademarks cJ Alan Inc. 



MORE 
PAC-TAPESTRYI 

At a time when there is so much talk 
about art and science crossing over, we 
thought you would be interested in 
knowing about an extraordinary 
tapestry entitled "In tarivasion" by 
Sheila O 'Hara. 

This monumental tapestry has al
ready attracted a lot of attention and 
shows how quickly Pac-Man has en
tered history! 

Dominique G. Mazeaud 
Modern Master Tapestries, Inc. 

Director 
Ed: Well, we may not know about 

fine art, Dominique, but we certainly 
know what we like -and this tapestry 
is magnificent Readers wishing to in
quire about this or other works from 
MM T Inc. , can reach them at: 11 E. 
57th St. , New York City, NY 10022. 

Electron'" 
ns Park Ave. $ovth 
New YorA') NY /0003 

DEFENDER 

VIDEOCHEA TlNG 
REDOUX 

In your October issue I read your 
article on " How to Cheat at Video
games" and I've got a few more to 
add to your collection. 

In Parker Brothers' VCS version of 
Frogger, your points for forward 
progress do not always register. Other 

DONKEY tcONG 

times, the scoring is erratic in the 
player's favor, awarding more points 
than it should have. This generally 
happens when the replay is triggered 
by hitting the reset switch on the con 
sole, as opposed to pressing the joy
stick's action button . So if you 're in the 
middle of a game and want to start 
over, turn the VCS off, then on and hit 
the action button rather than the re
play switch - unless you like unusual 
point tabulation . 

Also , the timer on Atari 's Night 
Driver is similar to the one in Super
man. A little experimentation will 
allow you to start the countdown 
up to several seconds after play com
mences. 

Sheila O'Hara expresses her Interp(etatlon of "Inurivasion" 

Finally, on Atari 's VCS Defender, 
when in the middle of a big game and 
you feel like taking a break, try this 
one: wait for a wave number that is 
one below a multiple of five (e.g., 4, 9, 
24 , 39). Then exit either above or 
b.elow the planet, where you can re
main as long as desired without loss of 
a man . However, if you wait long 
enough, your planet will be destroyed. 
This is why it is important to wait for 
the right time to "take five ". Every five 
waves a new planet is awarded and it is 
very difficult to survive four waves 

Continued on page 108 
l' l'-ctronk Gamn 



• In 
RETURN THE SCROLL and claim Camelot's Crown! 
King Arthur has made you his heir. 
But, gallant knight, to prove 
your worth, you must first 
journey forth 
AND DEFY ALL PERILS! 
Slay dragons; bargain 
with wizards; 
explore magic kingdoms 
and enchanted forests; 
defeat the evil of Mordred ... 
FIND AND RETURN 
TOARTHUR 
THE SCROLL OF TRUTH! 
KING ARTHUR'S HEIR, designed by 
Marc Russell Benioff, 
Offers •.• 

• Both Puzzle-Solving 
& Role-Playing Intrigue! 

• Superb Graphics, Sound, 
& Color Animation! 

• Hours of Challenging Heroics 
Requires ... 

• ATARI400/BOO with 40K & Disk Drive 
or with 16K & Cassette Recorder 

• One Player & Joystick Controller 
Comes with ... 

• Came Program & Complete Instructions 
• EPYX 30/FOREVER WARRANTY 

Now Available At Your Favorite Dealer •....• 
For the name of your nearest EPYX dealer write: 

"KING ARTHUR'S HEIR" 
EPYXIAutomated Simulations, Inc. 

1043 Kiel Court, Sunnyvale, CA 94086 

EPYX Temple of ApsMi w .. the very first computer 1""'0 
eYer to win the Hobby Industry award for excel~t. EPYX 
pIedses you that ...... excellence in eYer)''''''' you purchase 
from us ••. the VERY BEST in entertainment! 

EPYX 30/FOREVER WARRANTY 
Our 3o.-day Unconditional Guarantee: If your EPYX 
Gilme h.u any defect w~tsoever within 30 dirt of 
purchase, return it to US or your ~IH and we will 
,<pIoce it fFee. 
Our Forever Warranty: If .Jnythinl happens to your 
disk or QSSdtt tape .It Mly time ilfter 30 cLtys, for 
"'Y , ...... , just send h bock with $5.00 for shippinz 
ond we will send you • ,epIocement. 

• ATARI400/BOO is a trademark of ATARIINC. 



Will Your Favorite Game Get Eleded? 

By THE EDITORS OF ELECTRONIC GAMES 

I mmortality is waiting for two outstanding 
videogames. Which ones? Ah, but that's the question 

which the electronic gamers of America must answer by 
voting in the annual Videogame Hall of Fame Election. 

Even a forward-looking hobby like electronic gaming 
should not neglect its own illustrious past. That's why 
Electronic Games magazine decided, last year, to estab
lish a continuing monument to the best videogames ever 
created - the Videogame Hall of Fame. 

Currently running within the select circle are Pong 
(Atari), Space Invaders · (Taito), Asteroids (Atari), 
Pac-Man (Namco/Midway), Quest for the Rings 
(Odyssey), Major league Baseball (Mattei), Defender 
(Williams) and Star Raiders (Atari) . That number will be 
increased by two games as a result of this year's election. 

All you've got to do to participate is fill out the voting 
coupon below and mail it to Electronic Games. The two 
videogame cartridges, coin-op machines or micro
computer game programs that corral the greatest num
ber of votes will be installed in the Hall of Fame. 

In the most recent voting, some of the titles which 
barely missed election included Tempest ! (Atari). Donkey 
Kong (Nintendo), K.C. Munchkin (Odyssey), Astros
mash (Mattei) and Demon Attack (lmagic). Will this be 
the year ~hat one or more of these contenders makes the 
grade? Or will other super-games ride to glory on a wave 
of public support? The answer is up to you: Votel 

Rilles for Voting for 
the Videogame Hall of Fame 

1 Any knowledgeable electronic gamer is el igible to 
vote. 

Z. Only one nomination shall be made by anyone 
person. 

• Any commercially publ ished programmable 
videogame cartridge, coin-operated electronic game 
or microcomputer game software program is eligible 
for nomination. 

4. All nominations must be received on the ballot 
included in Electronic Games magazine. A copy or 
facsimile is perfectly acceptable, if you do not wish to 
deface vour copy of the magazine. 

5. The deadline for nominations for the 1982 Video· 
game Hall of Fame Election is April 1, 19B3. 

6. All ballots should be sent to: Electronic Games, Hall of 
Fame, 235 Park Avenue South, Sixth Floor, New York. 
NY 10003. Ballots received become the property of 
Electronic Games magazine and none can be re
turned. 

Sounds simple? It is. The two games which receive the 
highest number of nominations will be inducted into the 
Videogame Hall of Fame. A complete report of the 
voting, along with some selected comments from readers 
about the games will appear in the September, 1983 issue 
of Electronic Games magazine . 

............................................ 
• I would like to nominate the following programmable videogame, coin-op game or microcomputer • 
• software program for inclusion in the Videogame Hall of Fame: • • • • • • • • The main reason I feel this game merits such an honor is: • • • • • • • • • • My Name • 

• Address • • • • • • Send all ballots, Including copies and facsimiles to: Electronic Games, Hall of Fame, 235 ParkAvenue South, Sixth Floor, • 
• New York, N.Y. 10003. • ............................................ "'-....... 



Defender 
(Williams) 

W hen some future historian compiles a list of the really 
important videogames, look for Defender to appear in a 
place of honor at or near the top of the roll. With the 
exception of Pac-Man, no game has exerted a stronger 
effect on commercial amusement centers over such a 
long period of t ime. 

The reason is crystal clear to anyone who has ever 
staked a quarter on this machine. Defender features the 
type of thri ll-a-minute action that has made the scrolling 
shoot-out - the genre it pioneered so successfully - one 
of the most popular play-formats ever incorporated into 
an electronic game. 

Defender is markedly different from the games which 
preceded it on the coin-op sales chart. Rather than 
repeating the same action over and over, this game is a 
mini-adventure with the clearly defined goal of saving 
the survivors of a planet-wide attack. 

And when you've achieved that objective, you know 
you 've really done something. Defender is the most 
difficult of the super-popular coin-ops. 

Star Raiders 
(Atari) 

Everyone talks about the tremendous pace of 
innovation in the computer field, yet here's a game that 
has remained virtually as fresh and stimulating as the day 
Atari shipped its first cartridges to the retail stores. Star 
Raiders is a beautifully executed Trek-type game that 
immediately made all other programs in the same general 
classification obsolete. 

The first thing everyone notices about this program for 
the Atari 400/800 computer systems is the riveting 
visuals. Star Raiders, however, is much more than just 
another pretty face. With its multitude of strategic and 
tactical options, this science fiction classic can keep 
several computer-gamers happily flying along the 
space lanes for hours on end. 

Yet Star Raiders is more than " just" a great game. It 
also has its share of historical importance. Its introduction 
sent shock waves throughout the electronic gaming 
world, serving notice that computer programs would no 
longer take a back seat to programmable cartridges in 
graphic excellence or action-oriented play. 



Ponl 
(Atan) 

The doubters said there was no future in the coin 
operated arcades forthe new-fangled videogames. Pong 
proved them wrong. This ultra-simple version of video 
tennis, designed by Atari founder Nolan Bushnell, proved . 
incredibly fascinating to a pinball-weary public when 
placed in taverns and other such establishments. 

Pong may look crude to us today, in 1982, but the 
concepts it introduced were bold and original a decade 
ago. The idea of moving a vertically mobile on -screen 
bat with a paddle controller formed the basis for hundreds 
of subsequent videogames. 

Pong is also worthy of inclusion in the Videogame Hall 
of Fame because of the entertainment revolution it 
embodies. Before Pong, videogames could not really 
have been said to exist. Its popularity opened the door to 
the introduction of more and more videogames, even
tually leading to the popularity of such games both at 
home and in commercial amusement centers. And make 
no mistake, it was the arrival on the scene of videogames 
that transformed the arcades from seedy, ill-lit dens into 
the comfortable family entertainment centers of today. 

Space Invaders 
(Taito) 

Space Invaders, invented in 1978, proved the biggest 
arrival from the Orient since Godzilla. It broke the 
ball-and-paddle game mold forever by offering arcaders 
an incredible new kind of action - a target game in 
which the targets could and did fire back! 

Space Invaders introduced a play-mechanic that is still 
the most copied in the videogame world . The idea of the 
arcader manipulating a horizontally mobile cannon can 
be found in numerous other videogames, from Cen
tipede to Sneakers, And, Space Invaders is the most 
relentlessly imitated and copied videogame creation in 
the world . You can't walk into an arcade in America and 
not find at least one example of the invasion game genre 
spawned by this landmark title. 

Space Invaders, itself, has proven irreSistibly popular in 
every possible electronic game format. Its fans can enjoy 
the struggle to defeat the marching alien horde by playing 
Space Invaders as a hand-held, a tabletop unit, a home 
videogame, a microcomputer program, a coin-op 
machine or even as a watch or a pocket calculator. Space 
Invaders has penetrated the fabric of our society 





Asteroids 
(Atari) 

When Asteroids supplanted Space Invaders at the top 
of the coin-op popularity chart in 1980, it signalled the 
dawn of a new era of creativity within the world of 
videogames. Space Invaders broke the old restraints, but 
the highly patterned nature of its play-mechan ic 
threatened to set up a new set of rules that would've 
proven very nearly as restrictive. By departing so com
pletely from the Space Invaders success formula of the 
horizontally mobile cannon firing upward at advancing 
targets, Asteroids showed manufacturers that electronic 
gamers were appreciative of new ideas and didn't want 
endless rehashes of the same game. 

The speed and unpredictability of AsterOids has made 
it a classic in its original quadrascan arcade configuration . 
The game has also proven a winner as a hand-held, a 
microcomputer program and a home programmable 
videogame. Succeeded in the market by the current 
Asteroids Deluxe, the original version is still seen here and 
there, one of the sternest challenges to the ability and 
stamina of coin-oppers. 

Americans aren 't the only ones who love AsterOids. An 
A1ari tournament held in 1981 drew entrants from many 
foreign nations anxious to show their prowess. 

Pac-Man 
(Namco/ Midway) 

Pac-Man didn't introduce the idea of a maze or even 
use it for the first time in an electronic game. What this 
mega-hit did do was incorporate the strategic possibilities 
suggested by a labyrinth into an overall scheme of play 
better than any electronic maze game ever designed. 

The maze-chase format is as brilliant as it is simple. The 
idea of including point-scoring and a game of tag that go 
on simultaneously produces a richly complex contest that 
is, at the same time, one of the easiest of the major 
videogames to learn how to play. 

Another reason to salute Pac-Man is that it is the game 
that, more than any other, has brought women into the 
arcade revolution. Its charming graphics, jolly tunes and 
generally light-hearted approach to gaming have 
provided an introduction to the hobby of electronic 
gaming for millions of female players who might not have 
bothered otherwise. 

Finally , Pac-Man is the game which proved 
conclUSively to all but the most thick-headed that there's 
more to videogames than a simple challenge to hand-eye 
coordination . The many words Pac-Man has generated 
about its near-mystical patterns have proved that the 
arcading challenge is mental as well as physical. 



MATCH WITS WITH 
THE MINDMASTER. 

But Be Warned! 111e Supercharger'" 
Gives the MindMaster an Unfair Advantage. 

Escape from the 
Mindmaster" is the newest 
Supercharger" game from 
Starpath." And it uses all the 
extra game playing power 
that the Supercharger" 
gives your Atari· Video 
Computer System." For 
the most exciting, most 
challenging action you've 
ever encountered. 

The exclusive Multi Load' feature takes you through 
seven unique gamescapes- each with its own action 
and graphics- the equivalent of several conventional 
game cartridges. It's like gelling an LP instead of a 45. 
But since Escape from the MindMaster'" and all 

Starpath" Supercharger" games come on 
economical casselle tapes, they cost much less 
than a sing!!! conventional game. (Supercharger" 
must be purchased separately.) 

Take on the MindMaster today. But prepare 
to be humbled. 
For store locations, call : 
(800) 227-6703 outside CA 
(800) 632-7979 inside CA 

~~1!!" 
Supercharger" Powered Games 
e l982 STARPATH CORPORATION 

ATARI- and Video Computer System" are trademarks of Alan , Inc 
STAR PATH COFlPORATION is not associated with Alan, lnc 



Quest for the Rings 
(Odyssey2) 

Sometimes a game is more Important for historical 
reasons. Other times, it's because it is simply a great 
game. Quest for the Rings is entering the Videogame Hall 
of Fame as a charter member because it is both of these 
things . 

It is certainly of seminal importance in the history of 
videogames. For the first time, a single design blended 
elements of both the board game and the video game in 
one title . By taking some of the burden for movement and 
record-keeping off the computer and assigning it to the 
human participants, designers Averitt and Lehnercreate a 
contest with much more scope and depth than the typical 
videogame cartridge. 

Yet Quest for the Rings also shines as a game. Its clever 
arrangement, whereby the two human players must 
team up to accomplish the common goal of collecting all 
the rings instead of competing against each other gives 
this a decidedly different flavor . 

Even the instruction manual for Quest is noteworthy. It 
sets forth the rules and nuances so clearly, that a game 
that could've seemed forbiddingly complex is instead 
easy to learn and play. A triumph of the first magnitude. 

Major League Baseball 
(Mattei) 

Major League Baseball has been widely acclaimed as 
the finest videogame sports cartridge ever produced, and 
rightly so. No other program for a programmable home 
arcade system - or for the current generation of 
microcomputers for that matter - so successfully 
captures the essence of the National Pastime. 

Every important phase of real-life baseball is reflected 
in this stunning design. Gamers have come to expect a 
detailed pitching routine in electronic baseball games, but 
the inclusion of finely detailed fielding, running and 
hitting in the same cartridge is a feat no other simulator of 
sporting events has yet proved able to top. 

And then there is the eye-popping graphic treatment. 
Major League Baseball broke exciting new ground with 
its high-resolution visuals when it first reached market as 
one of the original cartridge releases for the then -new 
Intellivision system. It has rarely, if ever, been surpassed 
since. That's quite a feat in a field in which technology 
seems to make breakthroughs once an hour. 

Maior League Baseball belongs in the Videogame Hall 
of Fame because it is, quite simply, the best of its type. 
Play ball! e 



for people who 
take their games 

seriously. 

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 Tele-Games®*" 
Commodore Vic-20®'" 

and other game systems . 

• Extra long cord 
for convenience. 

* Atbfl' IS a '89IS1eteClttad.mark 01 Alan. Inc 
**Tele-Games' IS a regrSll'red Irademark of Sears Aoel)uCk and Co 

... . 'Vrc·20' 15 a regiSTered Ir/tcemetll 01 CommOdore Imernll,onai lid 

competition joystick 
DISCWASHER® 1407 NORTH PROVIDENCE ROAD. P 0 BOX6021 . COLUMBIA M065205U$A A DIVISION OF Jfl'l:' [~ an E:::MARK Company 



The Latest 
on Deluxe Home 

Sticks 

S everal issues ago EG presented an 
overview of the first explosion in 

the deluxe-controller market. Using 
the power of hindsight, it is obvious 
that what we took to be the explosion 
was merely the initial flash of blinding 
light that precedes the actual blast. 
Since that original feature (" Better 
Control for Your Games" , EG , 
September) appeared, more control 
consoles, tracballs, top-mounted fir
ing joysticks, leaf-switch sticks, poten
tiometer sticks and even microswitch 
joysticks have surfaced on retailers' 
shelves than an arcader could shake a 
.. . well, a stick at! 

So overwhelming is the current 
flood of controllers, in fact, that we are 
covering them in shifts . This first half 
of our opus on videogame controllers 
will cover joysticks exclusively, while 
the second half will cover the more 
outre ' controllers and peripherals -
everything from the Wico tracball to a 
nine-slot VCS cartridge holder with a 
blank "feeder" cassette that remains 
in the game slot while the player dials 
the title desired. 

Right now, though, the subject is 
joysticks. Lots and lots of joysticks. 
The most immediately intriguing of 
the lot, however, are the Remote
Control Joysticks from Cynex. The 
wireless joystick has been a taunting 
dream for many gamers, especially 
since Atari announced such a system 
over a year ago, whetting the appe
tites of multi-system owners and all
purpose klutzes. Alas, the Sunnyvale 
folks abandoned the idea just before 
the release date because of technical 
problems. Response time of the new 
controllers - which were configured 
to serve both stick and paddle func
tions - was reportedly too slow, and 
the project was shelved. 

The Cynex product doesn't have a 
double duty joystick/ paddle - in fact, 
the main problem with these sticks is 
the fact that they are, essentially, very 
thick Alari-standard controllers. The 
system uses a battery which is placed 
within a receiver box attached to the 
standard joystick input on your Atari 
compatible system. This black box has 
an antenna bolted to its rear which is 
then positioned so that the wireless 
sticks' signal-sending aerials can easily 
be pointed in its general direction. Up 

2. fltdroftlc c;.",.s 

JOYSTICK 
UPDATE 

By BILL KUNKEL 



Polntmaste, (left) Is low· priced 
while Questa, (.lbon) Is console-styled. Star

.lnd Silk Stlk (below) offer tight play 

The Spectra.lslon joystick 
offers a grip-slyle handle. 
and the option of either 
top or base fire buttons 



Wico offers a variety of controllers 

to 20 feet, response was good, and, 
dependent upon the layout of the 
room(s), the signal can travel over 50 
feet. 

The downside involves two things : 
construction and cost. The standard 
Atan joystick is not exactly everyone's 
favorite, It breaks easily and loosens 
quickly, The Cynex version has all the 
drawbacks of the original, and the in
credible multi-inch thickness makes it 
virtually impossible for children , 
women or even men with small hands 
to reach around and hit the action but
ton , Of course, repair kits for the Atari 
stick are obtainable through com
panies such as Screensonics, The 'other 
problem is price: $90 is a pretty heavy 
asking price for a pair of joysticks, 
even if they are remote control. 

The upside comes down to this: 
they do work, and, as of this writing, 
they're the only game in town, 

Next come the popular new top
mounted grip controllers, Wico's su
per-duper version of their standard 
bat-style stick (with optional top and 
base-mounted firing buttons) is a true 
beauty, but it's also a big son of a gun, 
Playing with this stick pretty much 
means placing it on the floor in a sta
tionary position and working from 
there , 

For those who like stationary sticks 
and grip style sticks, the Spectrastick, 
from Spectravision, is a nice item that 
comes with four suction cup feet. 

Best buy in the top-mounted cate
gory, however, goes to Discwasher's 
Pointmaster, which retails for about 
$16 or less and provides a nice alterna
tive to the standard Atari joystick at 
about the same price, Though all
plastic, the controllers are pretty dur
able and provide a nice, easy feel 
when moved about. Our only gripe 
with the Pointmaster, In fact, may be 

)0 Eledronlt G.met; 

considered a boon to other arcaders, 
The top-mounted firing button was 
designed to make you the fastest shot 
in gameland, since it can fire at about 
twice the speed of most sticks , The 
problem is that there is no audio or 
tactile response to the triggering ac
tion , You press the thing but there's no 
click , or feel ing of having depressed 
anything, If this lack of physical re
spo nse doesn ' t bother you , you 
should be delighted with this bargain
priced entry , 

Most gamers prefer different types 
of joysticks for different games. Some 
like their action very tight, almost im
mobile, while others may prefer a 
loosie-goosie stick that gives them lots 
of play. It all depends on the games, 
For maze chases which require fast 
cornering, most players opt for the 
loose, flexible joystick. In this depart
ment, a dark horse came away with 
the blue ribbon , The Supr Stick, from 
D-Zyne Video Products (Waterford, 
CT) is the only stick on the market to 

Supr Stick-it uses micro-switchesl 

use actual micro-switches, which cre
ate an ease of play that will virtually 
astound you , For hard-to-manage 
ColecoVision games, such as Lady
bug, this stick will prove a revelation , 
The distribution is just starting, and 
dealer inquiries are being welcomed, 
but even at $39,95, this is a great 
joystick, 

Slightly tighter action is afforded by 
the Newport/G ,A ,M ,E,S, durable 
metal sticks, and Questar offers an 
attractive, Similarly nob-topped joy
stick in a console-sized housing, This 
$35 stick has left and right positioned 
action buttons and is one of the most 
attractive types of joystick controllers , 

The folks at Zircon have reen
gineered the old "Channel F" stick, 
altering the only drawback the con
troller possessed, The Fairchild con-

troller was pistol-grip styled, with a 
free -moving triangle-shaped head
piece. This top could be used as a stan 
dard joystick or in paddle fashion by 
twisting it left and right. Problem : to 
fire, it was necessary to plunge down 
the entire top piece, The new Com
mand Controller takes care of this gaf
fe by installing a front -mounted action 
button , The result is a nice, free
moving joystick at a reasonable price, 

For fanciers of t ight joysticks , 
however, we at EG have unearthed a 
pair of really tight sticks at bargain
basement prices - Suncom's twin
entry into the tight-fingered sweep
stakes brings the Starfighter ($17) and 
the Slik Stick ($10) , The Starfighter 
uses a thick, column-like shaft and 
offers slight movement -control for 
games where more play is desired , The 
Slik Stik is a nob-topped controller that 
virtually does not move, There are 
eight dot-style directional pointers, set 
up from the central shaft, to indicate 
direction , This item carries a 90-day 
warranty, by the way, while the Star
fighter is protected up to two years, 

A final note to Intellivision owners: 
disc-haters rejoice! There are a group 
of new, easily available adapters that 
will instantly turn your disc into a joy
stick, If you like small shafts, the pawn
shaped Skil-Stik is available at $6 a pair 
from C& T Creations of Providence, RL 
The Lasky Injoy-A-Stick seems to have 
temporarily gone into hyperspace, but 
the controller offers a nice long shaft 
that is as easily workable as the Lasky 
product. The price is $8 for a pair and 
you can get them through the Jenco 
Home Entertainment Center of Staten 
Island, NX 

For the final chapter in this saga, 
however, you'll have to be here again 
next month - same time , same 
magazine, Aloha, 6 

The remote-control Cynex Game-Mate 
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Play STAR RAIDERS, complete with its 
unique video touchpad! Use it in addi
tion to your joystick to activate your 
shields, engage your tracking computer 
.. . Then punch up hyperwarp, and 
get after the marauders! 
Let the Krylons eat photon torpedoes, 
and rocket into action with 

STAR RAIDERS! )I~ Don't play around with 
imitations. ATARI games 
are the real thing. 

ATARI' 
A Warner COmmunicat IOns Company 



Siege of the Sky-City! 

ZAXXON 
Coleco/ ColecoVision 

When Sega first premiered this 
space combat game in the family 
amusement centers, many players 
quickly established a powerful 
love/ hate relationship with it. Zaxxon 
proved as frustratingly difficult to play 
as it was beautiful to look at. 

The most daunting hurdle was -
and is - the movement system. As 
you pilot your ship diagonally up the 
screen over the sky fortress with the 
fighter-plane control stick, it isn't al
ways easy to tell where your craft is, in 
relation to other objects on the screen. 
The much-publicized tactic of 
constantly f iring the nose-mounted 
gun to outline the plane's flight 
path helps, but even this hint's use 
less during the outer space dog
fight, which is sandwiched 
between the two sky-

By ARNIE KATZ AND BILL KUNKEL 

fortress scenarios. 
Coleco's Zaxxon cartridge for its 

new "third wave" videogame system 
is outstanding in its own right, of 
course, and it will probably have the 
effect of further increasing the already 
substantial popularity of the Sega 
machine. The easiest of the four diffi
culty levels in the home edition pares 
Zaxxon down to its essentials, wh ich 
gives the novice player the 
opportunity to thoroughly 
learn the movement 
routine before progres
sing to the all-

out action found in the harder ver
sions. 

The inclusion of a simplified varia
tion of the game is a lifesaver, since 
aerial acrobatics hold the key to Zax
xon. The player must steer 
the f ighter 
through 
the niche 
in the wall 
of the 



first sky fortress and shoot the oil 
storage tanks and other ground in
stallations while avoiding homing mis
siles launched from underground si los 
and the low walls which frequently 
appear to block the plane's best low
altitude route. And taking the ground
skimming pathway is a must, because 
that's the only way you can hit the 
targets to score points. Flying high not 
only makes it impossible to hit any
thing below - you 're commanding a 
fighter, not a bomber, remember -
but it leaves your ship a tempting 
target for these homing missiles. 

In the level #1 game, there are no 
robot missiles, force fields, or gun 
turrets until you have met and de
feated the giant robot Zaxxon. He's 

located at the end of the second sky 
fortress, where he waits with a super
missile . If you hit this rocket two more 
times than the level at wh ich the 
cartridge is being played - in other 
words, three times on level #1 - you 
have destroyed Zaxxon (worth 5,000 
pOints) and start allover again at a 
higher skill level. If Zaxxon fires the 
missile and hits your ship, you lose a 
life, but you can continue if you've still 
got planes in reserve. 

Once you've won your 
pilot's wings, the best ap
proach to Zaxxon is a 
hedge-hopping style in 
which you hop over the 
lower barriers on the sky 

fortresses and get back down in time 
to sow destruction. 

One innovation which the home 
edition has introduced is the robots, 
which make their appearance when 
the second fortress comes into view. 
These hemispheres glide along the 
ground and fire at your oncoming 
plane, rather like oddly shaped tanks. 
When a pair of these line up one 
behind the other, it can take some 
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fancy shoot-and-dodge maneuvers to 
keep the action going. 

Graphics in the home edition, while 
perhaps not as mind-blowing as the 
coin-op, are pretty incredible for a 
game you're playing on the family 
television set. 

Zaxxon is a cartridge that exhausts 
superlatives. It's that good. It is, at 
least at this time, the very best home 
videogame cartridge in the land. 

as Dungeons & Dragons, they were 
hoping to add a little zest to campaigns 
involving tabletop battles using 
medieval miniatures. In the process, 
they created a totally new category of 
recreation : the role assumption game. 

Translating the elements of non-
ADVANCED electronic adventures to the video 
DUNGEONS It DRAGONS screen is an arduous task , complicated 
Mattell intellivision by the limitations of all present-day 

When E. Gary Gygax and Dave computer and videogame systems. 

Arneson developed~th;e~p;la~y:E~;;::~~ Like most publishers, 
routines for the game Mattei has had to 
now known make some 

difficult choices 
- not to 

mention a few compromises - to 
translate the D&D concept to electro
nic gaming terms. 

Has the company been successful? 
Those still waiting for the video quest 
that can compare to a round of au
thentic ungeons & Dragons moderated 
by a skilled dungeonmaster (referee) 
must maintain their vigil. The rest of us 
can revel in one of the finest action 
adventure cartridges yet produced for 
the home arcade market. Advanced 
Dungeons & Dragons is at least the 
equal of the best of the breed and 
certainly rates among the best car
tridges yet provided for the Intellivi
sion sen ior programmable videogame 
system. This program, like all electro
nic adventures which have preceded 
it, must gloss over the pure role 
playing aspects found inthe non-elec
tronic adventure contests, but the ex
ploration, combat and quest aspects 
are preserved intact for arcaders ' en
joyment. 

After the player selects one of the 
four difficulty levels, wh ich range from 
Sightseer to hero, the strategic move
ment map appears on this display. This 
terrain map shows the location of the 
expedition (indicated by three smal 
squares arranged in a triangular shape) 
and physical features such as moun
tains, rivers and forests likely to in
terest the would-be adventurer. 

ADVANCED DUNGEONS & DRAGONS 

Brown mountains are impassable, 
rivers must be crossed by boat, a wall 
with gate requires the player to have a 
key and some ax-wield ing is needed to 
clear passage through the forest. The 
cave complexes which are the focus of 
the action are found beneaththe 
brown mountains. When a party 
moves atop a blackmountain , it 
changes color to reflect both its con
tents and degree of difficulty. For 
instance, the gray cave systems are the 
easiest, but the only prizes they're 
likely to hold are quivers of arrows. In 
the purple caves, the hardest, you can 
find the key and arrows - if you can 
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ON' COM'NG SO . 

• • 

IT'S ONE HOME VIDEO GAME YOU CAN REALLY GET INTO, 
Inside Reactor, you fry nutrinos! Bounce pos

itron clusters! Knock out control rods! Shrink 
the reactor core! Drop decoys! Load the bonus 
chambers! But most of all, avoid the dreaded 
vortex! It's one game that demands everything 
you've got. And gets it. 

Reactor. Parker Brothers' version of the 
intense arcade game. You can't help but 
get into it. For your Atari Video Computer 
System '" or Sears Video Arcade:" 

BROTHERS The ones to beat. 
C 1982 Parkei' Brother5 ~Iy. MA01915 REACTOR IS a trademark 01 D Gottheb & Co_ AlaJi and AtartVideo 
Computei' System are trademarks of Alan Inc and Sear; Video Arude 15 a trademark of Sears. Roeboclc and Co 



get past the monsters which guard 
them. 

When your expedition lands on a 
colored mountain. the viewscreen 
shifts to a map of the cave complex. 
which comes in two sizes. Large ones 
are four rooms vertically by eight 
rooms horizontally. while the smaller 
ones have the same vertical dimen
sion. but only half as many chambers 
horizontally. Each system is arranged 
as if it were on the surface of a sphere. 
so that walking far enough. using the 
direction disk. will cause your warrior 
to circle back to his or her starting 
point within the system of under
ground rooms. 

Eight monsters of varying fear
someness challenge the player during 
his journey to Cloudy Mountain . 
These range from the merely annoying 
bats all the way up to deadly winged 
dragons. Against these creatures. the 
player's only defenses are a quick pair 
of legs and a trusty bow. Each expedi
tion begins with three arrows and must 
find additional quivers to keep sup
plied with ammo. The higher the diffi
culty setting, the fewer arrows will be 
found in each quiver. 

Leaving a cave complex isn't nearly 
as simple as entering. The warrior must 
find the one exit. marked by a ladder. 
and defeat the monster that blocks the 
way before returning to play on the 
strategic map. Cave complexes remain 
clear for awhile. permitting the ex
pedition to backtrack when necessary, 
but the program automatically res
tocks them. The last four mountains 
are always clear. but beyond that you 

may have to fight a new generation of 
creatures in a system of caverns that 
your group has emptied once already. 

Advanced Dungeons & Dragons 
portrays all the excitement in attrac
tive high resolution graphics that leave 

no doubt in the gamer's mind about 
exactly what is happening on the 
screen. Although the basic rules are 
fairly easy to learn. this is definitely a 
hard game to mastr, especially at the 
upper skill settings. That means AD&D 
is one cartridge most players won't 
"use up" the first week they have it. 
The quest for the Cloudy Mountain is 
one adventure Intellivision owners will 
enjoy playing over and over again. 

SMITHEREENS 
Odyssey/ Odyssey' 

This kideo (kid-video) artillery duel 
proved so successful when issued by 
North American Philips' European pa
rent company that Odyssey has now 
published it for the American market 
as well. It pits two players against each 
other as rival commanders of big guns. 

Each weapon is pOinted in the 
geneal direction of the other. but with 
an obstacle in-between that requires 
both sides to arc shots over intervening 
barriers in order to smash the opposing 
gun. Each gun is operated by a little 
on-screen robot. and flattening the 
metal man with a well-placed round 
causes him to temporarily retire from 
the battle . That gives the accurate 
marksman a few seconds to send a few 
salvos in the direction of the rival castle 
without worrying about incoming fire. 

It takes several direct hits to com
pletely demolish the enemy stron
ghold. The first player to accomplish 
this task wins the engagement. A 
series of engagements are strung 
together to make one, multi-round 
war. 

Timing is everything in Smithereens. 
The longer you hold down the control. 
the further the shell flies once you 
release it. After a few practice shots, 
most arcaders should be able to hit the 
other gun at least 75% of the time. EG. 
therefore. believes that Smithereens 
will be of most interest to the youngest 
age group of gamers. Older players 
will tend to quickly tire of the straight
forward play mechanic. bu t Smithe
reens is definitely a strong bet to keep 



younger ones entertained for some 
t ime. The cartridge even has an edu
cational aspect, since it seems a parti
cularly painless way for someone to 
learn about trajectories and other 
aspects of geometry and ballistics. 

Smithereens is also one of the car
tridges which is specially enhanced for 
use with the Voice of Odyssey's 
speech synthesis module. It works just 
fine without this add-on, but full 
sound includes the satisfying scream 
of hurtling sheels and the roar of high 
explosives blasting into a target. 
Graphics are standard-issue Odyssey', 
wh ich means fairly simple, but some
how also quite charming. 

Smithereens won't turn the 
videogaming world upside down, but 
it is a well-produced action contest 
that should capture the fancy of many 
teenagers and pre-teeners - and hold 
it through hours of play. 

JAWBREAKER 
Tigervision / Atari VCS 

The original home computer ver
sions of John Harris's classic Jawbreak
er were great fun, delightful to 1001 at 
and listen to - and perilously close to 
being Pac-M an imitations. For this 
reason, when Tigervision asked the 
folks at On-Line to come up with a 
VCS-compatible version of their smash 
hit , they wanted something a little 
different. 

What they got was the most in
novative variant on the 
maze chase/gobble 
game ever 
developed. 

JAWBREAKER PLAYFIELO 

Instead of moving through the trad i
tional stationary maze, this is a hori
zontally-linear contest with lines mov
ing, in parallel, back and forth across 
the screen. The hungry teeth, out to 
devour some candies as usual, can 
either move off the left or right edge of 
a line and then slide up or down the 
playfield, or the choppers can wait for 
a gap in the moving maze to pass 

JAWBREAKER 

above or beneath them. The power
pellet styled "jawbreaker", however, 
only appears at the center of the maze, 
so frequent sojourns to the nexus of 
the field must be made if the teeth 
wish to polish off the spinning smile
faces and turn them blue. 

This linear maze movement is about 
twice as fast as previous versions and 
players will either become very facile at 
guiding those hungry chompers 
around the constantly-changing play
field or be in for a lot of very short 
games. But the real shock is this: this 
new version is actually better than the 
old one. It has provben so successful 
that the Atari and Apple II computer 
versions are being redesigned in this 
same format! 

Sound and graphics are state-of
the-art for the 2600, with the illusion 
of the spinning faces accomplished 
with even greater precision . True in
novation brings us a classic game in a 
new format - and it turns out even 
better! Definitely recommended . 

lawbreaker is a perfect example of 
designers with backgrounds exclu
sively in computer software - in this 
case, the rustic wizards from Coarse
gold, Sierra-On-Line Computing -
taking to VCS game design like a fish 
to water. It is, in fact, now possible to 
design VCS games exclusively on an 
Apple II computer system. 

As the computer designers enter the 
programmable fracas, it should prove 
interesting to see which of them 
adapts best to the strictures of the 
VCS. e 





New franchises available 
1·800·645·7439 (in N.Y. 516·364·9520) 

offer by prospectus only_ 



Could you have counter-attacked 
across the Suez Canal in the 1973 

war as successfully as Israel General 
Sharon? With this new computer war 
game from Strategic Simulations, only 
you and your computer will know for 
sure , 

Southern Command, as a computer 
game, is a unique and exciting applica
tion of the graphic capabilities of the 
Apple II. As a war game, it is every
thing a simulation should be; accurate 
without being boring, intellectual 
without bowling you over with charts 
and tables, and clear and concise in its 
play, The fact that it is a war game 
which runs on a computer makes it 
even more of a special breed, 

Since 551 began its computer war 
gaming line, the Apple II has always 
been the computer that the company 
has targeted , So it isn't surprising that 

Tanks Roam the 
Desert 

in Southern 
Command 

By NEIL SHAPIRO 

551 is getting better and better at using 
the Apple to stage its battles , 

You don't need an arcader's uncan
ny reflexes to succeed at Southern 
Command. Neither do you have to be 
a mathematician able to leap 20 charts 
at a Single bound, Rather, you have to 
be a meticulous master of strategy and 
tactics. Because the computer does 
most of the figuring, it's possible to 
open the box, turn on the computer 
and "boot" the disk with only a cur
sory look through the rules, Of course, 
a careful reading can save many a 
battalion, 

The game map can be displayed 
whether gridded with hexagons or 
simply as a mixture of terrains , If 
gridded, the entire map is 39 by 29 
hexes. The map takes in the entire 
western half of the Sinai peninsula, the 
Suez Canal, and a good hunk of East
ern Egypt (the lack of a published scale 
is one of the game's few faults) , Be
cause the game mechanics deal on a 
battalion level, two sizes of maps had 
to be included , The strategic map gives 
an overview of the entire area as to 
terrain and units present (not their 
type), while the tactical display divides 
the strategic map into twelve close-up 
views. 

Each of these 12 views is one screen 
in size. Because of this unique method 
of mapping, 551 had to invent a new 
system of play, In the normal phase of 
the game (not during movement) the 
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player can control which part of the 
map appears on the tactical display. 
The 12 sections are numbered and 
lettered 1-9 and A-C. These sections 
may be called up individually, hitting S 
for Scroll Map and then 3 would, for 
instance, switch to a tactical view of 
screen three. Or the player can leisure
ly scroll north and south, east and west 
- moving the map as if the screen 
were a small window looking out onto 
a large playing area. 

The tactical map sections are very 
well-done in brilliant hi-resolution col
ors-the game can be displayed on a 
black-and-white monitor with a spe
cial command-which connote 12 
types of terrain . Terrain types affect 
movement costs and combat bonuses. 

During the Movement Phase, a 
player uses the keyboard to move a 
cursor (blinking box) around the 
screen so it points to the unit he wishes 
to move or examine. There is also an 
auto-move option wh ich automatical
ly switches the cursor from the unit just 
moved to the closest un it which may 
still be moved. At any time during this 
auto-move option, the player can still 
choose to leave a unit for later move
ment or completely return to manual 
control of the unit to be moved. 

The Israeli player controls six types 
of units including tank, infantry, 
armored infantry and artillery battal
ions along with bridging engineers. 
The Egyptian (computer's role during 
solitaire play) must worry about his six 
types of units: infantry and mecha
nized infantry battalions, artillery and 
tank battalions and katushka (mobile 
artillery) battalions. 

The unit's mode governs the num
ber of movement points. A unit may 
expend on travel and there are eight 
different modes from defense and 
transportation to attack and reorga
nization. Changing from one mode to 
another also costs movement points. 

Combat, which takes 
place during 

movement whenever a unit enters an 
enemy's zone of control (in most cases 
the enemy's six surrounding hexes), 
affects both strength and the future 
movement capabilities of both defen
der and aggressor. The calculation of a 
typical combat resolution is quite 
complete as it takes into account 
strengths, terrain, adjacent units, type 
of units, mode of units, efficiency of 
units, artillery and airstrike capabilities, 
and a random factor. 

At this point, three cheers for the 
computer! A boardgame saddled with 
such a complex combat resolution 
system would, take days to play. The 
computer chews up the numbers and 

The battle progresses In Southern Command 

spits out the results in almost no time 
at all. In fact, during a solitaire game, 
watching the computer quickly and 
efficiently moving its units, switching 
from one map-screen to another, and 
resolving combats can almost psych 
out a slower-than-silicon human . 

The computer allows 
for a number 

of very nifty touches to the game 
mechanics. One favorite is what the 
rulebook calls the "order phase." 
During this phase, the player chooses a 
trigger hex. During subsequent enemy 
movement phases, when an enemy 
unit enters a trigger hex - whammo! 
-all the friend lies move toward iton a 
course that was pre-plotted in the 
friendly order phase. 

This always made using hidden 
movement and sighting rules a bit of a 
drag. The paperwork and the nit
picking measurements are a chore . 
Once again, the computer is a 
completely impartial and super
speedy referee. Whenever a hidden 
unit is sighted, the speaker beeps and 
the unit appears on the map. 

As a simulation of history, this war 
game maintains a fair degree of 
accuracy while maintaining a high 
level of playability. Though some war 
game maps of this area, according to 
our almanac, are more accurate, 
(notably the game map in the old inai 
boardgame from the defunct but 
much-lamented Simulations 
Publishing Inc.), the problem with the 
SSI computer graphics seems to be 
that if a hex is more than just bordered 
by the canal it must be all water or all 
something else . This is unlike a 
boardgame map where, for example, 
a body of water might be only partially 
within a hex. Because of this the bod ies 
of water (not the canal itself) such as 
the northern section of the Gulf of 
Suez are a bit "fatter" than on a map. 

But the game's play and the victory 
conditions accurately reflect the 
challenge that faced Israel 's General 
Sharon on the morning of 
October 6, 



The maps in SSI contests use symbols as in board·style war games The lake terrain from Southern Command 

1973. Israel knew it had to move quick
ly or it would economically crumble. 
They attacked and, as it turned out in 
real life, encircled the enemy. The 
Egyptians, meanwhile, knew that they 
had to regain Israeli-occupied territory 
and hold onto it. 

The game 's mechani cs award 
victory points (10) to the Egyptians for 
destroying an Israeli unit, and a point 
for each Egyptian unit on the East Bank 
of the Suez. Israelis get one point per 
each Egyptian unit destroyed, two 
points for each SAM missile. 

The canny Egyptian Player (and if 
you don 't have a human friend handy 
the computer is as deadly as all get
out) will drive immediately for the East 
Bank. In real life, for some reason, the 
Egyptians held back their 
drive for __ =::=--

~ 

Note t'anks at center of pldytie ld 

more than a week. ThIS game hdps 
you understand just how lucky the 
Israelis were to have obtained a good 
posi t ion as easily as they did 

The Israeli player is well advised to 
do just what the Israelis did on the real 
battlefield : Get there first and get 
there heavy . They must open a 
corridor for their bridging engineers as 
soon as possible. Then, they have to 
cross the Suez right away and do as 
much posi tional and actual damage as 
they can to the opponent. 

Southern Comma nd is a fa st
playing Simulation that is not only a lot 
of fun and excitement - but it's a 
good way to study the histo rical 
battle·s "w hat If" sce narios in 
absorbing detail . If you have a 
computer and an Interest In war 
gaming, this package should be on 
your shelf. 6 
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THE SOUND OF 
MARCHING FEET 

In a very real sense, the 
hobby of electronic gaming 
began with the introduction 
of Space Invaders In 1978. 
ThIS Talto design Signalled the 
dawn of a new era of coin·op 
arcadll1g, as It boasted totally 
novel play-action supported 
by surpnsingly cute visuals. 

It was the overwhelmIng 
popularity of SI that sparked 
the gaming boom, the fruits 
of whICh we are stili enjoying 
today. The success of Space 
Invader! firmly established 
the intIma te relationship 
between gaming and science 
fICtion that has given the 
world such wonderful titles as 
Defender, Miss ile Command 
and Star Raiders. 

Space Invaders has not only 
created a whole genre of con
test. the invasion game, but It 
has also proven popular 10 vir 

luaUy every fO(oldl mto whICh 
it has been placed On the 
home front , Alan makes car
tndges based on the game for 
its VCS, 5200 and 400/800 
machines. and Racklan also 
offers Super-Invaders for the 
Alari microcomputers. Close 
relatives of Space Invaders are 
available for use with the Ap · 
pie II, VIC-20, TRS-80 Color 
Computer and several of the 
vrdeogame units. 

WINGS OF DEATH 
Take the onginal invasion 

game concept but allow the 
attackers to break formation 
and swoop low to bomb the 

GAlA)(IAN 

player's cannon at the bottom 
of the sCleen and you have 
the ker nel of Galaxian. BeUer 
graphics combined with a less 
predictable motion of the in 
vaders makes th is 51 sequel a 
treasured classic in its own 
right. 

Official ver!>lons of Gal 
axiarl are produced for the 
Atari 5200 by Alan and as d 

stand-alone mlnl"alc.ade by 
Coleco, 

CLEARING THE 
SPACELANES 

In sharp contrast to th e 
highly patterned nature of 
both Space Invaders and 

Galaxlan . is the seeming 
choos of Asteroids, ThIS Atan 
cOin -op utdlze!lo d vector 
gr aphics 1110nltol to fill the 
view screen With careening 
meteo"tes of all Sizes headed 
in just about every conceiv
able direction . 

Atan has led the way in 
bringing Asteroids to the 
home areadlng comll1unity It 
is available f,om the Sunny
vale, CA, publishel for both 
the VCS and 400/800 sys
tems. 

Other games In which the 
player manipulates a single 
spaceship el1lploYlng a thrust 
movement system dnd tnes to 

SPACE INVADERS 



blow up space debris are 
plentiful. M lnestorm is resi
dent in the Vectrex, and Ap
ple·ites can enjoy a brisk 
round of Meteoro ids i n 
Space, to cite two of the best 
examples. 

EARTH'S 
LAST DEFENDER 

Williams' Defender coin-op 
may be just about the ulti
mate in wild shooting sprees, 
yet the underlying theme of 
rescuing survivors of an ex· 
traterrestrial attack probably 
has nearly as much to do with 
the popularity of this duo
directional scrolling contest. 

The arcader pushes instruc· 
tions into the machine using 
the somewhat complicated 
button panel, and then zips 
back and forth along the mul
ti·screen horizon trying to 
prevent the final extinction of 
the human race. 

Williams has followed up 
Defender with an even mOre 
difficult sequel called Star
gate. This game, which fea
tures a control set-up that's 
even more complicated than 
Defender's, is often touted as 
a supreme 
test of 
gaming 
ability. 

Alar i owns the home 
license for Defender as a 
videogame, and the company 
has produced cartridges for 
the VCS and 5200, with one 
for the 400/ 800 computer 
likely for the coming year. En
tex has also produced home 
edillons of Defender, a hand
held and a cartridge for the 
company's AdventureVision 
tabletop programmable. The 
same outfit is also marketing a 
Stargate stand-alone. A pro
gram that shares some of the 

features found in 
Defender. albeit 

mixed in 
with some 

novel concepts of its own , IS 

Protector II, an Atari 400/ 800 
disk form Synapse Software 
by M ike Potter. 

RAIN OF DEATH 
With due respect to the 

other electron iC sCience flc· 
tion classics discussed in this 
issue's Players Guide, M issile 
Command may well turn out 
to be the most popular of 
them all in the long run. Not 
only is the Atari pay-for play 
machine an enduring favorite , 
but the same publisher has 
produced highly acclaimed 
editions for all three of its 
home arcade systems. 

MISSILE COMMAND 



WANTED: 
SPACE PILOTS 

From "Skylark of Space" to 
"Space Patrol " to "Star 
Wars", the notion of taking 
the controls of a spaceship has 
sparked hundreds of science 
fiction stories. books and 
movies . In a sense. it's the 
futuristic version of the Old 
West cowboy - a strong 
hero in a fast ship that can 
travel anywhere. 

This may explain why first
person space piloting and 
combat games arc so numer· 
cus in the videogame car
tridge field . 

Owners of the Alan VCS 
have several excellent titles of 
this sort from which to 
choose. Atari itself now offers 
a VCS version of Star Raiders, 
the game which perpetually 
tops EG's monthly listing of 
readers' favorite computer 
game programs. The 2600 
edition utilizes a keypad con
troller with a special overlay to 
present the home arcader 
with a much greater-than
usual variety of strategic deci
sions. Although the keypad 
adds considerably to the cost 
of Star Raiders, the publisher 
intends to use this new con
troller to enhance other up
coming games, so the cost will 
eventually be spread over 
several cartridges. ... 

PHASER PATROL 

Activision's Star Master re· 
lies on innovative use of the 
2600 console's control levers 
to toggle between tact ical 
battle views and a map of the 
whole galaxy . The player 
must zip back and forth across 
known space, prote cting 
friendly star bases from alien 
attack. 

Similar in overall concept to 
both of these games are Pha
sar Patrol (Starpath , for the 
Supercharger) and Planet 
Patro l (Spectravision) . The' 
latter is a solid and enjoyable 
SF romp, while the former is 
enriched by the superior 
graphics available with the 
Supercharger. 

Although Mattei 's Intellivi
sion is not known primarily for 
its action· oriented contests, 
one happy exception is the 

justly high reputation which 
Space Battle has earned . The 
player monitors the strategiC 
map for approaching allen 
space fleets and dispatches 
one of three available squad
rons to deal with any threat 
and then takes command of a 
space fighter once the oppos
ing forces actually meet In 

space. 

BEWARE •• • 
ROBOT ALERT 

Although technology , in 
the form of the hardware, 
software and peripherals 
associated with the games 
themselves, is unlikely to hold 
many terrors for electronic 
arcaders. designers are sensi· 
tive to the potential of science 
as a source of menace. 

And let's face it, robots 

OARK CAVERN 

make a "comfortable" 
enemy. You're not gunning 
down fellow human beings 
with that laser, goes th is 
theory, you 're only blasting 
apart inhuman metal crea· 
tures. This viewpoint is most 
obvious in a cartridge like 
Robot Commando Raid from 
U.S. Games for the Atar i 
2600. The player commands 

an anti·aircraft battery situ· 
ated at the center of the bot
tom portion of the playfield 
and attempts to shoot down 
foes as they parachute from 
helicopters. If the altackers 
w ere actually people, this 
video war game would be 
portraying a significant vio· 
tion of the Geneva (onven· 
tions of War. As it is, no one is 
forced to fire at a human 



chutlst on the way down to 
Earth. 

The best known of the 
robot video games is, of 
course, Atari's Berzerk for the 
VCS. This 1983 Arcade Award 
Certificate of Merit winner is a 
satisfyingly close reproduc
tion of Stern's maze shoot
out coin-op machine that pits 
the player's on-screen charac
ter against a multi-room maze 
guarded by veritable hordes 
of angry androids. 

A pair of Odyssey' titles 
make use of robots as the 
primary opposition. You can 
lead a robot army against a 
similar force directed by a 
second human player in War 
of Nerves, or combat robot 
attackers in Alien Invaders -
Plus! 

Robots provide the threat 
in Mattei 's Night Stalker for 
the Intellivision, and Dark 
Cavern for the Atari VCS . 
Both cartridges - essentially 
versions of the same design 
produced for two different 
systems - spice up the tradi 
tional maze-shoot with 
adventure game elements. 
Careful planning of moves 
through the underground 
labyrinth is as important, if 
not more so, than the ability 
to shoot accurately while run
ning across the screen. 

PLEASE CALL 
HOME 

Atari 's recently published 
E.T. cartridge is notable for a 
number of reasons. It is the 
first game designed with sig
nificant input from a cinema
tographer (Steven Spielberg), 
and the first non-educational 
Alan title aimed squarely at 
the youngest age bracket of 
home garners, 

E. T. has proven unex
pectedly controversial among 
players. Critics charge that the 
cartridge looks hasty and 
lacks sophisticated play
action, but others vociferous
ly defend the game on the 
grounds that it is faithful to 
the spirit of the film and of 

, 
II 

su itable complexity for those 
who are most likely to be in
terested in such a game . 

SHOOT-OUT IN 
SPACE 

Ship - to-ship combat in 
space is one of the most com
mon video game themes . 
From classics like UFO (Odys
sey, for the Odyssey') to new
comers like Nexar (Spectravi
sian, for the VCS), Th reshold 
(Tigervision for the VCS), 

Gorl (CBS Video games, for 
the VCSl. Space Cha se 
(Games by Apollo, for the 
VCS) and Zaxxon (Caleca, for 
ColecoVision), the list of car
tridges is studded with excel
lent games on this topic. 

The assault on the sky for
tresses in Coleco's laxxon is 
unquestionably one of the 
most thrilling home arcading 
experiences available today. 
The duels with the enemy 
missiles, robots, and giant 
robots are the ultimate in 
videogarning at present. 

EIed:roni, G&IMS .. , 



THE 
EXPRAlDIAlG 
UAlIUERSE OF 
COmpUTER 
SFGRmES 
THE COSMIC 
ARCADE 

Action games with a sci · 
ence fiction slant are proving 
just about irresistible to com· 
puler garners. Whether you 
enjoy an invasion game such 
as Sierra On -line's Threshold 
or Roklan 's Super-Invaders, 
labyrinth contests like Data
most's Mars Cars or the spe
cial excitement provided by 
Avant Garde Creations' Zero 
Gravity Pinball, chances are 
very good that at least one 
ou ter space arcade-style 
program is among your favo
rites. 

SIr-Tech has melded several 
diHerent types of games into 
a single disk with its magnifi 
cent Star Maze for the Apple 
II. The hunt for the nine star 
jewels forces the player to ex
ecute intricate maneuvers 

such as over-flights and dock
ing while fending oH dangers 
ranging from meteor showers 
to hostile flYing saucers. 

Tubeway, by Datamost for 
the Apple II , is a perimeter 
target game wIth a futuristic 
angle. The player whirls his 
shooler around the outside 
edge of the geometric "uni
verse", an d blasts the 
assorted nasties which crawl 
out of the center. Completion 
of each wave immediately 
transfers the player to a new 
universe populated by even 
dea dlie r creatures . Home 
arcaders who enjoy this gam
ing genre - spawned by 
Atari's coin-op division with 
1983 Arcade Award recipient 
Tempest - won 't want to 
miss this largely successful 
attempt to produce 
a game 

that utilizes a similar play
mechanic within the restric
tions imposed by the family 
television set's raster scan 
video technology. 

Sirus Software frequently 
mixes a dash of humor in with 
its space games. Two of the 
best examples of the com· 
pany's penchant for the light· 
er side of home areading are 
Bandits, in which the player 
must prevent waves of inter
steliar pack-rats from 
scampering off with all of the 
supplies at the moonbase, 
and Sneakers , the multi
scenario invasion marathon. 
Another entertaining Sirius 
Software disk that is some
thing less than totally serious 
is Twerps. In this one, the 
player must complete a pen
lous Journey to the surface of 
the moon where numerous 
fellow-twerps are cowering in 
cra ters waiting for rescue. 

SUPER SCIENCE 
SCROLLERS 

Scrolling shoot-outs have 
claimed a huge following in 
the videogame, stand-alone 
and coin-op fields, so it 's 
hardly surprising that the run
the -gauntlet 
games are 

among the most popular of 
computer game programs. 
While a few of these designs 
are not in the least science fic
tional, most of the best ones 
in volve piloting a speedy 
spacecraft through several 
scenarios. 

Protector II - actually it's 
the third version of this hori· 
zontally scrolling title - is 
perhaps the ultimate game of 
this type for the Atan 400· 
800 computer system s, at 
least until Synapse Software's 
M ike Potter gets the urge to 
redo his ma sterpiece yet 
again. The playe r must 
attempt to save sUivivors of a 
future confl ict by ferrying 
them to a safe city and, from 

BANDITS 

there, to even more secure 
locations. The ship can zoom 
across the multi -screen play
field , shooting alien ships and 
airli fting humans at break
ne.:k speed. 

Caverns of Mars is a verti
cal scroller for the Atari 400-
800 that sends the player's 
ship snaking down heavily 
fortified tunnels 
deep be-



neath the Red Planet. 
Star Blazer, Tony Suzuki's 

Broderbund disk for the Apple 
II . is a mono-directional scrol
ling game that clearly stands 
apart from superficially similar 
games because of the ex
treme ingenuity incorporated 
into its program. This action 
game can't be conquered 
simply by steamrollering 
through it like a runaway bull 
in a china shop. That kind of 
frontal assault simply won't 
get the job done in some of 
Star 'Blazer's scenarios, such 
as the one in which the player 
must somehow get the best of 
a tank that speeds up when
ever the gamer's ship acceler
ates and can go faster than 
the fighter can fly . 

DUELS OF THE 
FUTURE 

Strategic 
Simulations 
is 

a leader when it comes to 
simulating all the possible 
methods of combat between 
individuals and small teams in 
the world of tomorrow. The 
Rapidfire series. which con
sists of four different pro
grams at this writing, strad
dles the line between strategy 
games and the faster-moving 
action types. All make use of 
SSl's impressive movement 
system to keep events unfold
ing on the display at a pace 
which no conventional elec
tronic war game could pos
sibly match. 

One of the titles, Cylron 
Masters, is especially appeal-

ing. The idea of combat be· 
tween rivals piloting one 
person flying platforms abso
lutely bursts with gaming pos
sibilities. The other games in 
this line are uniformly excel 
lent as well , and should be 
examined by any strategy 
game-oriented science fic
lieneers. 

MEET THIS 
CHALLENGE 

Ming' s Challenge, from 
Micro Fun for the Apple II. is 
an offbeat action game with a 
science fiction theme . It is 
fairly simple in the graphics 
department, but it makes up 
for any shortfall in that area by 
furnishing arcaders with the 
chance to try something that's 
really different. 

The player manipulates a 
horizontally mobile cannon 
and shoots upward at various 
targets in motion. The idea is 
to shoot the round targets as 
they descend, freezing them 
in position and scoring pOints 
based on their closeness 
to the top boundary 
of the playfield. 
A bomb
dropping 
alien 

STAR BLAZER 

flying saucer capable of re
leasing the roundies add fur
ther tests of hand-eye skill. 

All the action is conveyed to 
the adventure through a 
com binalion of 
artwork and 
short scene 
descrip
tions . 
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A 
WHERE SCIENCE 
MEETS FANTASY 

Just as science fiction in 
other media runs the gamut 
from super-technical hard SF 
to interstellar flights of fancy 
that approach the blood and 
thunder of the typical swords 
and sorcery extravaganza, so 
does computer software. 

One of the best examples 
of this is the Zorle series, now 
three games long, from In
focom for most of the popular 
compute". While fantasy ele
ments are certainly promi
nent , the meticulous way in 
which the great underground 
empire has been worked out 
by the designers, betrays the 
attention to even the most 
minute details that charac
terizes the sci - fi novels 
of authors like Robert A . 
Heinlein and Jerry Puomelle. 

More obviously science fic
tion is , Empire of the Over
Mind, a 1982 Arcade Award 
program from Avalon Hilt's 
Microcomputer Games Divi· 
sian . Although the Over · 
mind, a cruel tyrant whom the 
player must overthrow, defi
nitely has mystical aspects, it's 
clear that, in some way, the 
events which take place on 
the twin planets owe as much 
to super-science as eldritch 
magic, 

MYSTERY FROM 
THE STARS 

Infocom, which has revolu
tionized the field of computer 
text adventures with its lork 
and Deadline, has now ven
tured forth to the sta" with its 
latest creation, Starcross, The 
player assumes the role of an 
explorer on the lookout for 
black holes, which are the 
source of mega-energy in the 
world of this particular future. 

Instead of the prize you 
seek, however, your scout 
craft stumbles upon the find 
of the millennium - a mam-

T 
SPAUE 

moth starwagon sent by su
per- intelligent beings from 
the other end of the unive,,", 
You must board this veritable 
city in space and unravel the 
enigma which penmeates it 

The 5taraoss program is 
one of the most sophisticated 
on the marleet, which makes it 
one of the smoothest playing 
adventures around. Its best 
feature is its extensive vocab
ulary, which makes it possi
ble for the player to enter in
structions in the form of full 
English sentences, instead of 
the two-word, verblnoun 

phrases generally employed 
in other role-playing disks. 

JOE JUSTIN, 
SPACE HERO 

The same design team 
which produced Empire of the 
Over-Mind has returned with 
G_F_S_ Sorcere .. _ This text 
adventure is touted as the fi"t 
of a series of disks to featu re 
the exploits of Joe Justin. 

In this one, the player (as 
Joe) must visit various planets 
to gather evidence that will 
prove he was unjustly pushed 
out of the airlock on his ship 

for a 
murder 
which he 
did not 
commit. 

Although 
Sorceress lacks 
the all-out bril
liance of the Over
Mind escapade, it is 
an intermediate-level 
brain-teaser that will pro
vide several entertaining 
play-sessions for the veter
an starfarer. 

TREASURE TROVE 
IN SPACE 

Queen of Phobos is the 
name of the adventure and 
of the seemingly forsaken 
spaceship which is the setting 
forthe illustrated action. After 
finding a way to enter the 
drifting hulk, you must navi
gate its labyrinthine corodo" 
to uncover its valuable se
crets. 

Making life a little tougher 
are various looters who have 
the same idea as you. At best, 
they may beat you to some of 
the valuables, while at worst, 
they may turn on you instead. 

All the arcading action is 
conveyed to the adventure 
through a combination of line 
artwork and various short de
scriptions of the scene. 





nME PILOT 
Imagine yourself locked in 

eternal conflict with an air 
wizard who baltles you 
through time and space! Most 
science fiction games concen
trate on the trappings of the 
genre - rocket ships, robots, 
asteroids and invading aliens. 
Very few games have been 
science-fictional in and of 
themselves. Centuri 's Time 
Pilot is a genuine SF contest in 
that its very theme is the stuff 
of which many of the field's 
classics have been made: time 
travel. 

As Time Pifot begins, the 
player is back at the dawn of 
air combat - the days of the 
biplane and dogfight. Your 

Flying Dutchman of an ad
versary comes barreling 

toward your craft. 
machine guns 

.. _-

smoking as you finally "come 
to grips" with the controls. 
The airfight begins in earnest 
when, abruptly, both ships 
are tossed several decades 
into the future , where a 
World War II circa combat is 
about to begin . 

Time Pilot moves through 
the jet era, into special com
bat choppers able to launch 
sidewinder missiles and . 
ultimately, into space warfare 
itself, 

Each type of aircraft pre
sents a unique gaming chal
lenge, and mastery over all 
sequences ta kes time. But 
what the heck - you've got 
all the t ime in the world , 
haven 't you? 

GRAVITAR 
Atari's Gravitar is an in

teresting and - as usual with 
Atari's coin-op department
innovative creation. The play 
mechanic will either teach you 
to thread the needle using 

ASTEROIDS (COIN-OP) 

directional thrust or wipe you 
out of quarters in the blink of 
an eye . 

More interesting, however, 
is the game's use of an adven
ture-game format integrated 
into the ultimate Asteroids
Space Duel blast- 'em-up . 

F()~ 
A 

Players begin by maneuvering 
their ships around a series of 
shapes, not unlike a cosmic 
floor plan of the type com
monly used in graphic adven
ture 's dungeon explorations. 
Each of the space "chambers" 
must then be entered and a 
mission accomplished. 

Thrust movement is an in· 
teresting type of steering for 
limited-movement games 
such as Asteroids, In order to 
steer via directional thrust 
through what amounts to a 
space-maze, the mechanic 
becomes a deadly challenge. 
To steer via this method, the 
ship must be pointed in the 
direction desired and a thrust
er button needs hitting. To 
stop, the ship must be turned 
around 1800 and an equal 
amount of thrust must be ap
plied. Now imagine steering 
through U-shapes and laby
rinths in this style and the 
challenge thickens. 



ASTEROIDS 

Just in case all these death
defying space acrobatics be
gin to bore you, there is also 
the matter of gravity, which 
is, of course, putting in its 2q 
as well, naturally drawing the 
ship to any large body in 
space. 

MOON PATROL 
As w ith all things in the 

world of coin-op videogames, 

concepts mix and mingle and 
hybrids are always turning up. 
The two strongest types of 
games in the coin-op world of 
today are sCIence fiction con
tests and "cute " games. 
Then, of course, there are the 
sub-genres of " climbing" and 
" jumping" games. 

Now, imagine the first 
" cute" SF game With blasting 
and jumping themes blended 
in for good measure. The 

ROBOTRON 

game is called Moon Patrol , 
and it isn 't exactly the sort of 
game arcaders have come to 
expect from its producer, Wil
liams, known previously for 
the ir highly-cha l leng i ng 
"players" contests such as 
Defender and Robotron_ 

Players control a horizon
tally -scroll ing moon -buggy 
- rendered i n a highly 
anthropomorphic, cartoony 
style - over the lunar surface. 

Occasionally, moon rocks 
turn up, and must be vapor
ized by the vehicle 's front
mounted laser cannon. Other 
times, craters appear and the 
gamer must employ the con
sol~'s " jump" button in order 
to safely leapfrog the pit. 

Nothing revolutionary con 
cerning the play mechanic; it's 
not even very difficult, but 
there 's obviously something 
that Moon Patrol does right, 
because it is one of the most 
popular and compell ing coin
ops in today's arcade . The 
most likely cause for the 
game's appeal is its marvelous 
graphics. The moon-car, with 
its oversized, balloon tires and 
warm, friendly colors, creates 
an atmosphere not unlike that 
of the old ch ildren's story, 
"The little Train that Could" . 

BOSCONIAN 
A real space-gamer's de

light, Bosconian is the sort of 
SF coin-op that uti li zes 
strategy lightly - in the form 
of a side-screen radarscope
and goes heavy on the dog
fight elements. 

Developed in Japan by 
Namco (creators of Pac-Man, 
Galaxian, and scores of other 
arcade smashes), Bosconian 
was the first game to offer 
players full 360' scrolling 
simultaneous front-rear fire 

THE PIIIYEIIS GUIDE to 



and a sense of graphic realism 
that approaches full ani
mation. Begi nn ing with an 
audio signal alerting you to 
begin the attack, the arcader 
grabs the joystick and tries a 
little pilot ing practice. Since 
this game has no boundaries. 
and as th is particular sector of 
space is festooned with aster
oids, space mines and the 
ever-popular galactic enemy, 
familiarity with the controls 
are a definite plus. 

The object of the game is to 
destroy as many of the huge, 
multi-domed motherships as 
possible . These enormous 
floating spacecraft send out 
endless squadrons of attack 
ships at the merest hint of an 

5i llectronlc Ga!MI 

attack, so good peripheral vi
sion is required to keep track 
of the objects on the radar
tracking view screen. The 
motherships can be blown 
away one dome at a time, or 
by a direct hit on its single, 
vulnerable spot - a hatch 
that slides open and closes at 
the nexus point where the va
rious corridors connecting the 
enormous globes meet. 

The ability to fly totally free, 
in any direction is a marvelous 
gaming experience, but the 
Simultaneously firing front 
and back guns are lifesavers. 
Imagine pursuing an enemy 
through deep space, weaving 
through meteors and spiked 
astro-mines while being able 
to waste any craft hanging 
onto your tail at the same 
time I This game might well be 
retitled, the "Space Gamer's 
Revenge'" 

TUNNELS OF 
TERROR 

The arcades continue to be 
the cutting edge of the 
video game industry, in terms 
of ideas and technology. This 
ultimate proving ground has 
generally turned to science
fiction games in order to show 
off their latest innovations. 
After all, what better context 
for futuristic technology than 
the future itself? The first vec
tor graphics games (Sta r 
Hawk, Asteroids, etc.) and, 
later, the first full-color v-g 
games (Space Fury, Tempest) 
all used science-fictional set
t ings. 

The latest trend in arcade 
SF is the search for the third 
dimension - depth. 3-D has 
thus far proven stubbornly 

elusive to the game masters. 
The illusion of depth, howev
er, has drawn considerably 
more success than the real 
thing. however, From the ear
liest videogames simulating 
the "trench" sequence from 
the climax of "Star Wars", to 
the shadows and three
quarters perspective of lax
xon, a score of SF video games 
have come to the very edge of 
the mountaintop of 3-0 . 

The search continued with 
the "tunnel" sequence from 
Sega's Tae Scan. Tae Scan is a 
multi-scenario space shoot
out with its most memorable 
scenario occuring during a 

wild, roller -coaster trip 
through a twisting, winding 
cosmic pipeline. The gamer is 
given a front row seat cour
tesy of a head-on perspective 
as the ship hurtles through the 
tunnels that most closely re
semble a serpentine strip of 
corrugated-steel pipe. 

The videogame world 
seems perched right above 
the first three -dimensional 
game. The odds are pretty 
good that it will involve a ship 
zipping through space. 



VECTREX: 
THE CARRYOUT 
ARCADE 

The Vectrex stand-alone 
programming system from 
the GCE Division of Milton 
Bradley is particularly rich in 
titles with a science fiction 
twist. Not only does the con
sole, which is built around a 
9-in. vector graphics monitor, 
include Mlnesweep as a resi
dent game, but several other 
spacey contests are currently 
available with more to come. 

Sest of a strong group is this 
year's Arcade Award winner 
as best stand-alone cartridge, 
Scramble , Although the 
graphic treatment is light
years away from the one 
Stern utilized on its quarter
gobbling coin-op, this scrol 
ling shoot-out shines just as 
brightly in its own way in its 
Vectrex edition, 

STAND 
AGAINST SARK 

Tomytronics has just un
veiled a pair of tabletop mini
arcades with a futuristic feel. 
Tron is based on events in the 
Walt Disney video gaming 
movie and involves the player 

THE PUIYERS GUIDE TO 

in a series of contests against 
Sark, chief min ion of the 
MCP. And if you defeat the 
henchman, you'll even get a 
chance to deal out some jus
tice to the Master Computer 
Program itself. 

Tomytronics also offers a 
superb stand-alone version of 
Scramble. Graphics are, of 
course, a little sparse on the 
brightly lit playfield, but 
Tomytronics has done a 
wonderful job of producing a 
device that really plays like the 
original shoot-'em-up, de
spite the limitations of the 
technology. 

ZAXXON 
IS COMING! 

Coleco has announced that 
one of the titles in its well
received mini-arcade series 

TRON (STAND·ALONE) 

for 19S3 will be laxxon, 
Though it would be unrealistic 
to expect Coleco to equal the 
videogame cartridge of Zax
xon which it produced for the 
ColecoVision in late 1982, the 

company's officials express 
confidence about being able 
to communicate the essence 
of this three-dimensional, 
multi-scenario space slugfest 
in the mini-arcade format. G 

sCRAMBLE (STANO.ALONE) 





YOU'VE HAD IT EASY. 



evo,catii'" neon I i 
and antique (above) - mixes with novelty coin-operated 
devices such as a gunslinging "one-armed bandit" seen 
below, waiting to relieve customers of their money 

or.-~ 

Welcome to 
the First 

Videogame 
Supermarket 

W hen Joel Gilgoff goes to work 
each morning, he enters a 

world that' s known to most electronic 
arcaders as the stuff of which dreams 
are made. 

Joel owns G.A.M .E.S., a successful 
min i- chain of electronic gaming 
supermarkets. 

Those who visit - or call - one of 
the four Southern Californ ia stores can 
choose from among practically every 
game cartridge for just about every 
programmable and computer system 
currently on the market. Joel prides 
himself on being among the first, if not 
the first in the area to get the hottest 
new titles. 

Then there are the big games in his 
stores, like Ms. Pac-Man, Zaxxon and 
Tron, - the coin-ops most of us head 
down to the local arcade to play. And if 
both an upright version and a tabletop 
model are offered by the manufac
turer , Joel usu ally has, or ca n 
obtain either one in short order. 

Of course, there are also the pinball 
mach ines, slots (a .k.a. one-armed 
bandits), and jukeboxes. 

What makes Joel different from the 
average broker of these vintage fun 
toys? Well, when a call came in from 
Japan, for example, for a pair of 
Wurlitzer jukeboxes, complete with 
records, Joel and his crew made sure 
they were stocked with appropriate 
era 45 's and 78's. Now that's class. 

Besides receiv;ng telephone calls 
from the Los Angeles area and Japan, 
GAM.E.5. gets orders from almost 
every city in the country and practically 

{lTfl I ~ 
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every nation that has the word 
" arcade" somewhere in its language. 

A gentleman from Texas called one 
day , requesting 13 coin-operated 
videogames. He wanted to give them 
away as presents. A caller from South 
Africa even placed an order for a 
Donkey Kong. And if the thought ever 
crossed your mind as to what some 
Saudi sheiks do for entertainment, just 
ask the Middle Eastern oil baron who 
ordered both Pac-M an and Frogger 
tabletop model videogames from Joel. 

Obviously, G.A.M.E.5. is more than 
just a profitable enterprise to owner 
Gilgoff. It is a commitment. What 
keeps his telephones ringing and 
parking lots busy is a personal 
commitment to having the most up
to-date stock of videogame cartridges 
and coin-op machines and a wide 
selection of pinball and slot machines . 
And after sales are completed, 
G.A.M.E.S. tries to ship out every order 
within 24 hours. It's a good thing, too, 
because many people, once finding 
what they want, usually like to have 
their new prize safe at home as soon as 
possible . 

Joel's entry into the field was a 
natural transition from his previous job 
as an IBM electrical engineer in New 
York . He opened his first store and 

was Atari's first customer for Pong 
games in 1975. Today there are also 
stores in Fountain Valley, Torrance 
and Century City. 

The visitor to G.A.M.E.5. will find a 
plethora of visual delights. The Van 
Nuys' store, for example, is spacious 
and well -Ii!. The latest in electron
ics share space with the older slot 
machi nes and j ukebo xes. What 

(Above) A slot machine. adomed with 
golden carvings, looks properly re-
gal. while (below) three pins look sharp 

enhances G.A.M .E.S. is that every
th ing is thoroughly recond itioned 
before going out on the floor. Pinball 
mach i nes , slot mach i nes and 
jukeboxes look and operate as well, or 
better, than the day they left the 
factory, thanks to a crew of trained 
repairmen and technicians. Usually, it 
is impossible to tell that it is a used 
pinball machine sitting next to a new 
videogame. 

You want accessories? Joel's got 
'em, including more joysticks, pun 
intended, than you can shake a stick 
at! If it's a quality product , you 'll fi nd it 
at G.A.M .E.S.! 

What visito rs should remember 
however, is that G.A.M .E.S. is not a toy 
store and definitely not an arcade. 
Prospective buyers can, with a dem
onstrating employee, try out any of 
the games. But don 't try and play them 
for a high score - this electronic 
wonderworld doesn't have an arcade 
license. 

Oh yes , the next t ime you ' re 
watch ing normal television and you 
come across a new movie (yet to be 
released) on the life of Hugh Hefner, 
you won 't have to wonder where they 
rented all those arcade games. They 
came from Joel Gilgoffs G.A.M .E.S., 
of course. e 

G.A.M.E,S. - the world's first electronic gaming department store 
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OIL RIG 
Computer Programs Unlimited 
Apple 1/148K disk 

Can you turn $1,000 into black 
gold? Can you make the right deci
sions to amass profits qUickly and be
come a member of the Tycoon Club? 
Oil Rig, a new program written by 
Kevin Bagley for CPU, combines 
quick-thinking wheeling-dealing with 
arcade precision for a thoroughly en
joyable game. 

When the game is booted the player 
must decide how many years (10-40) 
he would like to play and at what level 
(1-novice through 9-pro). He is then 
given his $1,000 and is faced with the 
Master Board. On that board he must 
decide what to buy in products; crude, 
shale, oil, kerosene, gas and petroleum 
products, or equipment; drill rig , oil rig, 
refinery, warehouse, pipeline, tanker, 
truck and platform. 

He must gain enough money, by 
buying when prices are low and selling 
when high, to prospect for oil. There is 
a $1,000 fee for prospecting. The 
gamer controls where on the map (at 
what coordinates) he will take the 
sample and then a core rating is given 
on a percentage basis. The higher that 
figure, the higher the chance of strik
ing oil. 

After getting a satisfactory rating 
and copying down those coordinates 
(this gamer didn't do that once and lost 
a 90 percent rating), a drill rig must be 
purchased before progressing to that 
portion of the game. 

Drilling for oil is the most enjoyable 
part of the game. The drill rig is rolled 
along the surface of the ground at the 
top of the screen. Below is a cross sec
tion of the layers of earth under
ground. The pocket of oil moves across 
the screen only once and the gamer 
must position the rig correctly and sink 
the drill at just the right time to strike 
oil. The higher the core rating, the 
easier the oil is to hit. 

Once a strike is made there must be 
an oil rig purchased before the oil can 
be pumped and added to the Master 
Board. With that income pouring in , it 
would be wise indeed to prospect 
more and buy more equipment be
cause the tax man will otherwise take a 
more than healthy share of the win
nings. 

To become a member of the Tycoon 
Club and get a 100 percent rebate on 
the cost of the program, the game 
must be played at the shortest time 
span (10 years) and be set at the pro 
difficulty level and there must be a 
gusher on the final score. 

If there is a complaint about the 
game, it comes from inadequate 
documentation. Some of the details of 
the game are left out. For instance in 
one game, this writer bought a plat
form only to see it sink in a storm a few 
months after the purchase. That fea
ture is realistic, but the gamer should 
be made aware of the possibilities for 
this otherwise outstanding game. 

(Rick Teverbaugh) 

SHUTTLE INTERCEPT 
Hayden Software/Apple 1I!48K disk 

In the 1950's and 1960's, launching 
satellites into Earth orbit frequently 
grabbed worldwide headlines as the 
super-powers raced each other to be 
the first to accomplish various space 
feats. These days, the emphasis is 
switching from rocketing stuff into 

SHUTTLE INTERCEPT 

space to retrieving it and returning it to 
the surface. That's the theme of Shut
tle Intercept, in which the arcader 
employs a sky hook to collect friendly 
satellites as they fly past from right 
to left on the playfield . 

The overall mission is divided into 
four quantum levels, each separated 
by an interval in hyperspace. Ten 
friendly satellites, alternately colored 
red and green to help the player keep 
count, flash past in each quantum 
level. When your ship takes a hit, even 
with its protective shield up, you im
mediately go into hyperspace. Other
wise, a ship enters this dangerous zone 
automatically, once 10 shuttles have 
appeared. 



The first (green) quantum level 
challenges the player with meteors and 
enemy craft. The ship's laser cannon, 
fired with the paddle's action button, 
can 't hurt the meteors, though a colli
sion atomizes the ship. The enemy 
craft aren't very powerful , but when 
one passes over your ship's position, it 
makes the skyhook used to catch the 
friendly satellites retract into the ship. 

Hyperspace is a simple avoidance 
game, though preventing smash-ups 
with meteors - much less the guided 
missiles which begin appearing in the 
second hyperspace interlude - re
quires lots of dial twirling. 

Enemy satellites come into the game 
during the second quantum level. Ex
cept for an extra antenna assembly, 
these look pretty much like the friendly 
shuttles, except they destroy the ship 
on collision . Beginning with the third 
quantum level. the player will also 
have to cope with onrushing guided 
missiles. 

The player's ship begins the game 
with a shield. The first hit knocks out 
this protective device. The 'craft can 
take two additional hits without disin-

tegrating. However, to advance 
from quantum level four to a more 

difficult version of quantum level 
one, the ship must have sustained 
no more than one 
unshielded hit. 

John Van Ryzin, who authored 
Kamikaze for the same publisher, has 
produced a somewhat more innova
tive and enjoyable this time 

Drill 
Down Deep 
For Black 
Gold - and 
Bring in 
a Gusher! 

out. No one will ever shower Shuttle
Intercept with prestigious awards but 
it's a reasonably interesting game with 
a good deal of novelty to recommend 
it. If Van Ryzin continues to show 
game-to-game improvement, he may 
really be a designer to reckon with a 
couple of games down the road . 

(Arnie Katz) 

SUCCESSION 
PIccadilly Software/Apple 11148K Disk 

Just when you think there just 
couldn't possibly be another original 
idea in maze chases, another shows 
up. This time Succession seems to be a 
cross between most of the other maze 
chases and rotation pool. 

In this program, instead of dots 
there are little creatures to consume. 
Each creature has a number. Not only 
must these creatures be caught and 
wiped off the maze, but they must be 
done in numerical order. Chomping a 
creature out of order causes all the 
previous critters to reappear in the 
maze and all the points accumulated 

for their disappearance will 
be taken away. 

But there are other prob
lems to be considered. 

I!ii:ililv.irTL_·~~ is a chaser who will 
grab the gamer and take 

away one of his 
lives. Also at 

random times 

__ II 
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throughout the maze, doors will be 
locked, preventing the gamer from 
taking the route originally planned. 
There is also a timer. If a maze level is 
cleared of creatures, the clock plays a 
vital role in determining the score the 
gamer gets. There are 500 points 
awarded for clearing the maze, 100 
points for each mark left on the timer 
when the maze is cleared and an extra 
1,000 point bonus if there are more 
than 15 marks left on the timer when 
the maze is cleared . Each of the four 
levels of mazes has one more creature 
than the previous level and operates a 
bit faster. 

With all those positive ideas behind 
us, it's time to consider the negatives. 
Succession plays on keyboard only. 
Even though the keys are user defina
ble, most maze chases play better with 
joystick than keyboard and Succession 
is probably no exception. Each turn on 
the maze must be typed in, as the 
gamer-controlled masher won't 
merely follow the maze in the direction 
it leads, but rather will stop and await 
further instructions. 

The second problem has to do with 
variety of play. Since there are only 
four levels of play and since each looks 
identical to the other with only a bit of 
speed and another creature added, it is 
quite possible to tire of playingSucc:es
sion very early. It took this writer only 
three games to reach the second level 
and only another half dozen to reach 
level three. It would probably be even 
easier to get to that final level with a 
joystick. 

Overall Succession is a good exam
ple of the clever and original games 
Piccadilly has in its catalog, but most of 
the games the company has released 
have more staying power than this 
entry and more variety of play. 

(Rick Teverbaugh) 

CYTRON MASTERS 
Stra tegic Simulations/Apple 1//48K disk 

A computer game that not only up
dates chess, but takes it into the fu
ture? That's an accurate deSCription of 
Cytron Masters, one of the new Rapid 
Fire games from SS!. 

There are so many facets of this of
fering that it's tough to know exactly 
where to start. The premise for the 
game, which is detailed quite nicely in 
the extensive documentation, is that in 
the future, disputes between countries 
or planets will be decided in an arena as 
armies of Cybernetic electronic devices 
battle under the direction of a Cytron 
Master. 

The game system is taught within 
the program by one of these combat
ants, Grand Master Titus III, in one of 
the most informative and entertaining 
processes yet brought to disk. There 
are six types of cytrons; mines, bun
kers, shooters, commanders, missiles 
and anti-missiles. 

In each game the masters try to 
protect their command centers and de
stroy the same of their foe. Foe can be 
either a second human or the comput
er. Also on the 18x38 space grid are 
power centers, which must be con
trolled to have enough power to create 
more cytrons as the match progresses, 
and transport beams, which are used 
to direct new cytrons to appropriate 
locations on the field. 

, 

CYTAON MASTERS 

A command center is destroyed 
when a mine passes through it. Bun
kers are used to shield the other types 
of cytrons from enemy fire, generated 
by shooters. Any type of cytrons can 
be controlled one unit at a time by the 
gamer, but It's much more eHective to 
use commanders who can control all 
friendly cytrons within three spaces. 

If there is one complaint about the 
game it is that the combatants must be 
thinking so far ahead in terms of tactics 
and are kept so busy directing and 
creating these machines, there is very 
little time to enjoy the graphics of the 
battle. This could be an ideal game to 
tape on a VCR for viewing later. 

There are too many little details that 
make the game both fun to come back 
to, yet at the same time make It too 
complex to be mentioned in detail 
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BAJA BUGGIES'· 

At GAMESTAR, we bring Atari® Home Com
puter sports games alive. With exciting. lifelike 
animation. Totally involving sounds. And chal
lenging play so realistic, you 'll want to cheer. 

Only GAMESTAR gives you the racing excite
ment of BAJA BUGGIES .. " With a stunning, 3-D 
perspective and scrolling background. Dune bug
gies that drive like real dune buggies. And an 
exclusive high score/initials scoreboard, just like 
the arcades. 

Only GAMESTAR gives you the challenge of 
STARBOWL'· FOOTBALl. With animated play-

STARBOWL'· FOOTBALL 

ers so lifelike they actually think. Solitaire play 
against a tough computer team or human oppo
nent. And incredibly realistic gridiron action from 
pass catching and fumbles to penalties and the 
cheer of the crowd. 

And in 1983, only GAMESTAR will give you the 
thrills of STAR LEAGUE '· BASEBALl. And the 
excitement of a new concept in sports games
THE ADVENTURES OF DUTCH DOOGAN.'· 

Ask for GAMESTAR sports games at your near
est Atari® dealer. Or write : GAMESTAR, INC. 
1302 State St. Santa Barbara, CA 93101 (805) 
963-3487. 

WE BRING SPORTS ALIVE. 

Cl l982 GAMESTAA, INC .... rights mserwd 
A\8.n and <tOOI8OO are trademaItts ~ Alan, Inc. 

oM games ~ 01'1 c.u.n. Of 0i8kette 
!of 16K minimum Atari 4001800 
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here. The probability of shooters de
stroying its target means that, in gen
eral, good strategy will win and poor 
planning will lose, but there are times 
that a suddenly poor shooting set of 
attackers can ruin a well -c rafted 
charge. 

Dan Bunten, who also has created 
Cartels & Cutthroats and Computer 
Quarterback for 551 , has puttogether a 
game which requires endurance, 
strategy and quick wits. If th is is an 
example of the quality of the Rapid Fire 
games, 551 will continue to be a major 
factor in creating computer classics in 
the future. 

(Rick Teverbaugh) 

STAR MAZE 
Sir- Tech/Apple 11148K di,k 

No one knows who created it, where 
it came from or even how it was built, 
but the star maze ex ists. This cosmic 
version of King Solomon 's Mines 
beckons to adventurous explorers 
of deep space with the promise of 
untold wealth . 

An interstellar gamesman has 
stocked the vast labyrinth - only a 
small part of which is Visible on the 
screen at anyone time - with gigantic 
jewels of incalculable value. As captain 
of a tiny but maneuverable spaceship, 
you desire these magnificent baubles 
more than any other prize in the 
known universe. You must therefore 
cruise the lanes of the star maze and 
use your grappling beam to tow the 
jewels back to the mothership for 
safekeeping. Once you have collected 
all nine jewels, the mystic forces of the 
star maze transfer you to a more dif
fi cult portion of the labyrinth with a 
fresh set of jewels. 

Dangers may prevent the three ships 
of your fleet, available one at a time, 
from accomplishing this goal and re
tiring to a life of eternal ease on your 
favorite pleasure planet. There are 
enemy ships that shoot first and ask 
questions never, meteor showers, an 
alien space station that disassembles 
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into spherical fighters and the fear
some bug train with its winged 
marauders. 

The arcader presses one of the joy
stick's two action buttons to ignite the 
ship's engine and apply the thrust 
which moves the craft through the 
void . The more thrust, as veteran 
gamer Isaac Newton once noted, the 
greater the speed in the opposite di
rection . 

It is important to closely monitor the 
speed indicator located on the 
scoreboard just to the right of the 
maze display. Firing the engine de
pletes your ship's limited supply of 
fuel , and the faster the ship hurtles 
down the corridors of the space maze, 
the greater the energy drain. A pilot 
should therefore use a feathery touch 
on the gas pedal to avoid haVing to 
expend great quantities of fuel just to 
stop the ship's forward progress. 

Why not zoom throughout the 
labyrinth at top speed? The designer of 
Star Maze cleverly requires the arcader 
to complete two vital tasks at ex
tremely slow speeds. The indicator 
must read less than 200 in order to pick 
up a jewel with the grappling beam, 
and it must be under 100 when dock
ing for refueling at your mothership. 

Besides a nose-mounted laser, fired 
by hitting the other action button, the 

ship is also armed with three 
bombs" . Pushing the 

"x" key obliterates 
......... e,'e'1lthiir Ig visi

playfield . 
The wise 
player won't be 
quick to squander 
this powerful weapon, 
perhaps saving it for 
dire emergencies like an 
unexpected encounter 
with the bug train . 

If the ordinary form of 
movement lands your space 
cru iser in trouble, one possible 

on the 

way out of the mess is to press" /", 
throwing it into hyperspace, It's a 
random jump that shifts the ship 
to a random point in the maze. 
Even though it burns up a lot 
of fuel, hyperspace can be a useful 
tool when your ship is temporarily 
lost far from the mothership, since 
the chance move is apt to put you 
closer to that all -important refuel
ing station. 

Although movement has been 
described in terms of the standard 
Apple II joystick, it is possible 

to play Star Maze using a pair of 
paddles, the keyboard or even an 
Atari-style hand controller with a 
joyport. All four control schemes are 
sensibly explained in the instruction 
booklet, though the rules folder is just 
a bit vague about some other aspects 
of the game. Fortunately, Star Maze 
nearly qualifies as a boot-and-blast 
program, so the lack of comprehensive 
rules is not that crucial. 

Gordon Eastman, who wrote Star 
Maze based on an Original design by 

STAk MAZE 

Robert Woodhead, must be con
gratulated for his outstanding 
programming achievement. 
The 18-color hi-res graphics 
are a revelation, and few 
players are likely to soon 
forget the magnificently 
complex explosions 
which occur when 
something is 
shot with a 
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laser gun or the arcader's ship runs 
out of fuel. 

The computer generates the omni
directional scrolling maze randomly at 
the start of each game of Star Maze, 
lending needed variety to the action . 
And when you've scooped up the nine 
jewels in the first maze, there are 15 
more waiting to test your skill. 

Stil l, all the design expertise in the 
world means nothing if the resulting 
game is a dud. This is certainly not the 
case with Star Maze, which is a totally 
fascinating space epic worthy of every 
Apple-gamer's attention . 

(Steve Davidson) 

RENDEZVOUS 
Edu Ware/Apple fI!48K Disk 

Any gamers out there who did any 
growing up in the '60s will remember 
the Mercury space programs and how 
nearly every kid on the block wanted 
to grow up to be an astronaut. That 
feeling grew as the space program 
went through the Gemini and later 
on, the Apollo stages. 

Now there has been a fur-QI..,o:l" 
ther surge of interest with 
the success of the space 
Columbia. EduWare has , 
put together a complex pro-
gram that allows the gamer 
to become an astronaut 
and discover some of the 
thrills of flying in space. 

Rendezvous was ob
viously planned as a 
learning aid . But Wesley 
Huntress, Ph.D. has also 
managed to make the simu
lation fun. 

The documentation is a bittoo tech
nical in places, more designed for the 
science major than the layman, but 
there are good drawings and a glossary 
of terms on the back page. 

The program has four stages: Earth 
lift-off, orbital rendezvous, approach 
and alignment, and docking. Each sec
tion can be reached from the game's 
main menu without being successful at 
the previous stage. 

At lift-off, the gamer uses the 
arrow keys to make su re 
the shuttle gets the prop
er altitude and speed to 
achieve an orbit around 
Earth. Getting that task 
done with a minimum of 
engine burns is a goal since 
all of the other three stages 
also requires fuel and it's quite pos
sible to run out in mid-mission. 
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Next the shuttle's orbit must be al
tered to match that of the space sta
tion. The gamer can plot trial course 
corrections until he finds one that will 
put the shuttle within reach of his ob
jective. He must then have the on
board computer make a course correc
tion to allow a circular orbit. 

The approach is probably the most 
difficult of the four phases. Controlling 
the shuttle at this phase can be ac
complished with either joystick or 
keyboard. This writer feels that the 
keyboard is a bit more sluggish and 
unpredictable, especially if there is a 
good joystick at hand. 

The shuttle can be moved up, down, 
backward, forward, left or right, with 
one hand on the keyboard or with a 
flick of your joystick. The other hand 
controls pitch, heading and bank. 

Finally, the fourth section is align
ment and docking, a drill in precision 
control and split-second decision
making. The gamer uses the same 

controls for thiS final section 
as he used for the ap· 

proach. 

At the end of the program the gamer 
is judged on how well he accomplished 
the rendezvous, using considerations 
such as time, energy used and piloting 
skill. Like most EduWare programs, 
Rendezvous makes the learning very 
easy to swallow. Next time NASA has a 
shuttle program scheduled, if they 
have any trouble lining up its crew, my 
number is .. . 

(Rick Teverbaugh) 

SPACE GAMES 
Eduware/ Atari 400 & 800/ Tape: Aliens 
and Survive 16K RAM; Robot 32K RAM. 
Disc: 32K RAM / BASIC 

Space Games is EduWare's early 
foray into the entertainment end of 
the computer software market. It is an 
interesting collection of classic space 
games. None of these are ground
breakers, but they play well enough 
and may make a solid introduction to 
computer gaming for youngsters. 

Al iens is, baSically, Space Invaders 
with some cute frills - the ab ility to 
send the invaders back to their home 
planet, automatic speed-up and a 
musical interlude for real quality tyro 

.:;;;::;::~~~~=~a~rc~a:ders make this one a winner. 
~ Survive is a sort of 

maze-traversing 
game in which the 

object is to lure 
aliens over them, 

blowing them 
up real good. 

Collision with a 
mine by the 

player will not 
affect any 

of your lives or 
strength, but will set you back 10 
points and, naturally, you've got one 
less mine to use. This is an interesting 
combination of shoot-out SF (both 
you and the aliens have laser weapon
ry) with a cute touch - you can wipe 
out aliens with a Single shot, but each 
alien hit you take saps 20% of your 
strength in terms of injuries. 

In Robot Attack, the most sophisti
cated of the three contests, the player 
must infiltrate an enemy space craft 
and steal back the cloaking device 
those alien nasties snatched from your 
ship. The ship is comprised of a quintet 
of rooms, each of which must be 
separately navigated. 

The entire boxed package on this 
Atari game trio is well done, with com
ic strips, strategies and a full listing of 
all necessary documentation. 

An interesting concept, package 
and execution. (Bill Kunkel) e 



New From Sirius™ 

For The Big Game Hunter 

You're being attacked 

from both sides by the 

most eVil aliens to 

ever fly the unfnendly 

skies. luckily, your 

Intergalactic lighter 

can blast seven 

enemies Inl0 cosmic 

dust at once. Trouble 

is. those aliens are 

very fast . II you can 

tum the lights off and 

be in bed before the 

room gets dark, then 

you might be ready for 

lurmod. 

Those cranky crabs 

are trying to dnve the 

ducks from thelf once 

quiet pond. Imagine, 

crabs taking to the air 

armed with bricks and 

bombsl Luckily, Deadly 

Duck has a few tricks 

of his own. His gun 

barrel biU can unleash 

a bevy of crab cracking 

bunets at a momenfs 

notice . look out. 

Deadly, here comes 

another brickl It takes 

mOfe than luck to 

play Deadly Duck. 

Sirius '· 

An incredible medical 

journey is about to 

begin. You and your 

submarine are to be 

reduced to micro

scopic proportions and 

Injected into the blood 

stream of a critically ill 

pallent. You must 

navigate past deadly 

Defense Cells , 

Bactena, Antibodies 

and Enlymes to 

destroy a life· 

threatening blood clot 

near 8ach patient's 

brain . Prepare yourself 

for one Fantastic 

Voyage! 

You've got to be coot 

and you've got to be 

steady to play Fast 

Eddie, Eddie is on a 

wild treasure hunt. 

climbing up and down 

ladders everywhere in 

search of prizes. 

Things would sure be 

a lot easier if it weren 't 

for all of those pesky 

little Sneakers '

running around. They 

literally keep him 

jumping! 

Video Game Cartndges For The Atan 400 Atan 800, VIC-20 And Commodore 64 Computers 

Deadly Duck, Fast Eddie, TUrmoil and FantastiC Voyage program and audio VISual If, 1982 Sinus, pacMglrlg 0 1982 Fox Video Games Deadly Duck, Fast 

Eddie, Turmoil and Sirius are trademarks 01 Sirius Software, Inc FantastIC Voyage IS a 20th Century Fox Film CorporatIOn Producbon, Alan is a trademark of 

Alari. Inc. VIC-20 and Commodore 64 are Iradematt<s of CommodOC'e BUSiness Machmes, Inc SirhJs is not affilIated with Alan Of Commodore. 

FOf more1n1ormaUon conta ct your local Sirius d..ale r or cUstriJ)UtOf Of contact us at l036-lll:ock1ngham Orb., 

Sacramento, CA 95827, (916) 366·1195. 
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Eledronic Chess Can Cure 
the UNo Opponentn Blues 

_ ames may come and games may 
W go; fads rise and fall. But one 
game never wanes in popularity: 
chess. No one knows how many ches
sists there are. It's probably the most 
widely known contest on earth, and 
possibly this planet's most popular 

non-athletic competition. 
It would be unusual, 

If not actually 
unlikely, to walk 

into any 
room con

taining a dOl

en people, and 
not find at least 

one chess player 
among them. Cer
tainly , most folks 
know the moves 

and have tried 
the game at one time 

or another. Even with 
all those players, 

the problem is 
finding one 

who can give you a satisfYing game at 
your own skill level. It's not much fun 
to get whol loped repeatedly by your 
chess-master cousin . Continually mat
ing baby brother In seven moves gets 
boring, too. 

The ultimate answer actually may 
be some sort of multi-functioned 
android companion programmed to 
exactly suit your every need. Such a 
device certainly could be considered 
the ultimate stand-alone "game" . Un
til that happens, technology has pro
vided a satisfactory solution to the 
prOblem of finding the right opponent. 
defined as someone you can beat 
often enough to have fun, but who 
can give you a run for It so your own 
skill will increase. Since 1977. when 
Fidelity Electronics marketed the first 
dedicated chess playing computer, 
pawn-pushers have had to look no 
further than the closest electronic 
games store for a good opponent who 
will never tire of the sport. 

Just how good these electronic 



flDEUTY CHESS CHALLENGER 

combatants can play IS a matter of 
record . Late in 1982, for the first time 
ever, a chess computer reached the 
"expert" level. The Prestige Challeng
er, Fidelity Electron ics top-of- the 
line device, beat a human Candidate 
Maste r with a rating of 2046 under 
tournament conditions . This VictOry 
topped the second round of the 
U.S. Open Chess Championship, 
sponsored by the U. S. Chess Federa 
tion . 

If you're looking for an adversary, 
the Prestige Challenger is a good place 
to start. It has an automatic response 
playing board, with wooden men . 
Magnets in the base of each chess 

piece activate switches in the board, so 
the program can "read" the moves. 
The computer then signals its wishes 
by flashing LED's to indicate the piece 
to be moved and where It should be 
placed. 

It's unlikely the rlC,,,,,C 
Challenger will be 'cc,," I. •. 

nologically outdated 
any time soon, since it 
has cartridge capability, 
This means that if fu 
ture chess programs 
surpass th is one, a 
new cartridge will up
grade the machine to 
state-of-the-art again. 

MINI 
SENSORY 

CHAUENGER 

The beautifully 
handcrafted walnut 

housing with inlaid top has a built- in 
chess clock and 15 selectable time 

levels of play. Every command 
option that can be devised is 

included in the unit, with 
special modes to suit all 

needs, As if that weren 't 
enough to make this one of 

the most desirable chess 
computers on the market 

today, the Prestige also has 
voice capabilities. It has a 

50-word vocabulary in En-
~ ___ glish,French,Ger-

fJectronlc Gimes 7J 
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man, or Spanish. At $1295, the Pre
st ige Challenger isn 't for everyone, 
b u t i t 's currently ranked as the 
strongest chess program in the world . 

Fidelity isn't the only company with 
a state-ol-the-art computer chess 
machine. One of the world 's most 
beautilul units is the Mephisto II, from 
Hegener & Glaser, a West German 
company that recently opened a 
branch in the U.S. to market it. 

The electron ic sensory board is 
made of walnut and maple hard 
woods, with hand-carved chikari and 
rosewood chess pieces. Every conceiv
able option for chess players is possible 
with this top-quality unit , including 
seven levels of play and an additional 
timer with infinite levels. The unit 
memorizes the entire game, giving the 
option 01 replaying it backwards or 
forwards. Interrupted games can be 
stored for an unlimited time . It's possi

ble to take back any 
move, or even every 
move, during the 
course of play . 

M ephisto II is a 
luxurious chess
board with a top
quality program. 
The unique design 
provides an addi
tional versatility. 
The chess program 
itself is contained 
in a small module 
that functions sep
arately as a por
table chess unit. 
This makes it the 
most powerful 
portable chess ma
chine in the world . 

7. Electronic Gimes 

MEPHISTO COMPUTER 

Enter moves using the bu ilt-in 
keyboard, and the digital readout 
which indicates the computer's moves. 
Use any chess board, or the portable 
board and playing pieces that come 
with the unit, for an absolu tely top
powered challenge that goes With you 
anywhere you wander. The Mephisto 
II sells lor approximately $800. The 
portable program can be bought 
separately for $300. 

SciSys' top chess computer is the 
Mark V Model #501 . The Mark V 
boasts a 36K memory and variable t ime 
con trol so that it can play Jny form of 
chess from Speed to Tournamen t. ThIS 
smart machine can solve " mate in 
seven moves" problems, and plays up 
to 12 games Simultaneously against 
humans, other computers, Or itself. 
The M ark V provides analysis, com
ment, or even advice on the si tu alion 
in progress, and gives a complete 

game history as well 
as predicting the 

OlJ lrcome of the cur
contest. Listing 

for around $500, 
the Mark V can 

give any chess 
player a run 

for his money. 
There is a large 

variety of medium
priced , high-qual

ity units for chess
ists to choose 

among_ Fidelity 's 
Sensory (he>s 

lenger 9, $165, 
is ranked at 1771 , 

and leatures a 
sensory playing 

Continued on page 106 





Sidewriter-The Outboard 
Keyboard for the Atari 400/800 

Some computers for gaming are 
funny li ttle beasts. You start out 

amazed at what they can do and pretty 
soon you wish they could do a whole 
lot more. 

Up to now you usually had the 
option of making them a bit smarter 

MIL 111111111111111111 

The Screensonics "Sldewrlter" outboard 
keyboard sits atop the 
original Atarl 400 computer 

with "RAM Crams", making them 
faster with disk drives or improving 
their manners with gourmet control
lers. 

Atari owners have always been 
among the luckiest in th is regard, 
because of the enormous popularity of 
their systems. Aftermarket manufac
turers have catered to almost every 
whim of the Atari owner, making it 
poss ible for an original 4K 400 to 
become a super-brained 48K genius 
and, shortly, a 64K Einstein. 

Well fellow gamers, RAM Crams 
and disk drives have their place, but a 
real keyboard has seemingly been an 
elusive dream. That is, until now. 

Screensonics, a leading Midwest 
computer repair center, is marketing a 
device that will make the 400 owner 
the envy of every computerist on the 
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By HENRY B. COHEN 

block, and it can be of almost equal 
benefit to the 800 owner as well. 

They call it the Sidewriter. We call it 
the outboard keyboard . 

If you're a regular reader, you know 
from past experience that EG favors 
the addition of outboard controllers 
when the ir use will greatly enhance the 
versatility or performance of an 
already fine product. Several months 
ago this magazine showed you how to 
add real joysticks to Coleco's line of 
tabletop arcade games. Now, with the 

aid of Screensonics, we 're going a 
whole lot further in our quest to make 
the best even better. 

The Sidewriter is a very high quality, 
self-co n tai n ed, typewri ter-style 
keyboard (featuring a built-in loud
speaker) for Atan 400 and 800 home 
computers. 

For the 400 owner, it means an end 
to putting up with the child-proof and 
sometimes user-proof membrane 
keyboard . In fact, the keyboard is so 
responsive its effects are somewhat 



startling the first time you use it, but 
more about that later. 

For the 800 owner, particularly if he 
or she is an avid programmer, it means 
instant comfort and freedom from 
hunching over the machine. 

Before heading into further user 
benefits, we have to tell you the price 
of keyboard liberation isn 't cheap. 
With factory installation the Sidewriter 
will set you back a cool $249.00. 
DO-it-yourselfers can save a few dol
lars ($11 .00) . Frankly, th is nominal 
savings is truly false economy. 

installation of the Sidewriter took 
just under two hours. it is a totally 
straightforward task, but requires a 
very high degree of soldering skill 
along with an ability - and courage
to cut a very precise hole in the back of 

(left) Full-front look at the full-stroke 
Sidewrlter, bel"s slven a workout In the photo 
above. The keybOArd here c.n be placed on 
the player's lap for convenience 

your computer gaming system. 
EG installed the un it in a 400, and 

we suspect that putting it into an 800 
would be no more difficu lt. it's ~imply 
that user installation will void any Atari 
factory warranty, but if a professional 
shop does the work, the warranty may 
still be honored. Not by Atari, mind 
you, but by the shop that does the job. 

But if your computer is out of war
ranty, you know your way around its 
innards, and you are perfectly at home 
with a soldering iron and appropriate 
cutting tools, there 's no reason to 
expect surprises or problems with the 
installation. 

The inst ruct ions, as suppl ied by 
Screensonics, are thorough and well 
detailed, although the hand-drawn 
template could be a bit more precise. 
in addition, a warning to position the 
25-pin connector as far to the right as 
possible (when facing the back of the 
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By nature an outboard Inputting device. the Sidewriter helps liberate gamers from the task of sitting "on top" of their computers 

computer) would be welcome. 
In the test installation, we cut a hole 

about a sixteenth of an inch too far to 
the left which eventually caused the 
case of our 400 to bulge by that 
amount. This is hardly noticeable, but 
preventable, hence our suggestion 
about an appropriate warning. 

In sum, installing the unit requires 
you to cut the mounting hole for a 
25-pin connector. You must then sol
der 24 factory stripped wires from a 
twenty-five wire ribbon into place, 
tack down the ribbon with dou ble
sided tape (supplied) and mount the 
connector. Somewhat easier said than 
done, but straightforward neverthe
less. 

We simply do not feel that there is 
any advantage in doing it yourself 
other than pride in workmanship or a 
minor time savings. 

For this reason we have not shown 
photos of the installation but rather 
what the end result will look like. 

As mentioned, the keyboard itself is 
of very high quality, equivalent to 
what you'd get in a computer selling 
for several thousand dollars. We have 
nothing but praise for the design in
tegrity of the entire unit from its 
heavyweight plastic case right down 
to its rubber feet. 

The keyboard is laid out almost 
identically to the Atar i factory 
keyboard and even features heavier 
weight springing on the "system's 
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reset " and " break" keys to prevent 
mishaps. 

Supplied with a beefy 10-ft. cable, 
the Sidewriter frees Atarians from the 
computer to program upside down if 
they like . It allows gamers, especially 
adventurists, to lie down on their sofas 
and leisurely input instructions. Of 
course, this is most pleasurable if one 
owns a projection TV or Beamscope. 

More to the point, the Sidewriter 
allows the kind of freedom from the 
machine that can make long sessions 
vastly more comfortable and less con
straining. 

In use, the Sidewriter parallels the 
Atari 's keyboard - it does not usurp or 

A look at the Sidewriter's hard, underbelly 

replace it. rhis allows two or more 
people (depending upon how many 
Sidewriters are in use) to input the 
machine Simultaneously. In a business 
situation the 800 owner (or the 400 
owner for that matter) can run multi
ple inputs to this computer, making his 
system far more versatile than ever 
before. 

Because the Sidewriter was de
signed by people in the repair business, 
it has several unique features . Each of 

its keys is replaceable at a very reason 
able cost, should a malfunction occur. 

In addition. while the cable that 
connects to the computer can be 
screwed down for added security, the 
end that attaches to the Sidewriter 
cannot. This arrangement is designed 
to prevent a mishap from occuring 
should someone trip over the 10-ft. 
umbilical. I n that case it will unplug 
from the Sidewriter leaving both the 
keyboard and the operator intact. If 
hard mounting on both ends of the 
cable is desired, Screensonics will sup
ply the Sidewriter so endowed at the 
customer's request. 

For those who like their keyboards 
with an uncluttered look. the brass 
Screensonics nameplate may be easily 
removed-this too by design -a nice 
touch. 

For the Atari 400 owner. the Side
writer is probably worth its weight in 
gold. For the serious 800 user, it is only 
marginally less desirable - and then 
only because the 800 already has a real 
keyboard . 

This isn't much to recommend in the 
way of improvements for this excellent 
product. If only Screensonics can lo
cate a supplier that makes 25-pin " Y" 
connectors , which would eliminate 
Virtually all soldering, the product 
would be just about perfect. 

As it stands , it's almost there 
already, and that's saying a great deal. 
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Adventure Through 
the Ages with Time Zone 

By BILL HEINEMAN 

I t's amazing how much someone 
II will go through to make the biggest 
and the best "anything"! We" , the 
people at On-Line Systems are no 
exception . Not only IS this computer 
adventure the most difficult one I've 
ever solved, but the complexi ty of It 
was sta rtl ing. Anyone who plays this 
game without previous adventuring 
experience may well find they've bit
ten off more than they can chew. 

The guest starts out at your home 
and progresses through seven t ime 
periods, seven continents and another 
world . All In all, there are 41 different 
time zones to explore. Some are death 
traps , some are easily solved, and 
others are not so easy to live through. 
And the planet Neburon is a real pain . 

The story of the game is as follows : 
In the year 40B1, Earth IS a fast-paced , 
highly technological planet. Earth has 
advanced so fast that no other planet 
in the galaxy has been able to keep up 
with it. Earth has the edge over every 
planet but one, Neburon, the only 
world that has not Joined the Federa
tion or even let the Federation in on its 
existence, has been watching Earth for 
a long time and now decides that 
action must take place or Neburon Will 
be discovered and their superlonty Will 
be lost. 

The Nebunte scientists went to their 
great leader Ramadu, and asked him 
what should be done. The evil ruler 
chose to declare war and had a great 
raygun built and aimed at the small 

blue world , Earth. A lone Neburite saw 
what was about to take place, so he 
built a device to send to the Earth 
people In the hope that they could 
figure out how to stop Ramadu and 
save themselves. Just as the Neburlte 
was about to send the device, Rama
du 's guards stormed his home, shot 
the controls of the transporter, and 
the deVice simply disappeared. Did he 
fail!? ! 

The year is 1982 : You have Just 
awakened from a really weird dream. 
You thought that Earth would not see 
the year 4082 because of somebody 
named Ramadu and rayguns and the 
like. You dismiSS these thoughts as 
fantasy brought on by that 4-foot long 
sandwich you ate last night and you 
decide to take a walk to settle your 
thoughts (not to mention your stom
achl) . No sooner do you walk out to 
your backyard then you see a funny
looking device Just Sitting there. What 
could it be? Your curiosity gets the 
better of you and you venture inside . 
With that. your greatest adventure 
beginS. 

The game called Time Zone is play
ed by simple two word verb/ noun 
commands entered on the computer 
keyboard . There is no time limit and 
there are a lot of time-consuming 
puzzles to be solved. A good feature In 

thiS adventure IS the "save-game" 
routine . An adven turer can save up to 
16 adventures on one save -game disk 
(which you supply). and there IS no 
limit as to how many save-game disks 
you can have. 

ThiS one IS Just like prevIous HI-Res 
Adventures by On-Line in originality, 
complexity of the puzzles, detail In 

the graphic artwork, playability , and 
humor. Time Zone boasts faster pic
ture-drawing routines and the sheer 
number of puzzles and pictures, not to 
mention the variety of scenariOS, make 
this game a real mind-blower. 

If you've been wondering what a 
hi-res adventure is then you haven't 
seen anything yet. A hi -res adventure 
IS exactly like a text adventure In which 
you move your " adventurer" from 
room to room With the addition of a 
full color picture of what the room 
looks like. There is no animation of any 
kind in this game so arcade skills are 
not needed , 



I'm a very good adventurer and can 
usually solve a game in one even ing, 
but this program took me three weeks 
of solid effort to finally have the honor 
of wasting Ramadu and blowing the 
raygun to bits . Those who have 
no patience whatsoever, probably 
shouldn't buy this game. You will 
probably burn the disks after a few 
weeks of playing. If you do have the 
stamina it takes to be a text/hi -res 
adventurer, then th is will be your 
greatest challenge ever. Don 't say I 
didn't warn you. 

To play Time Zone, the player en
ters two word verb/noun commands 
into the keyboard. The computer 
will then i you a response. Hitting 
.hp" ,ot"", '\l key toggles between all 

text and the room picture with four 
lines of text. Some commands are 
" Get Laser" , "Drop Money," "Use 
Rope" and " Kill Ramadu." Other 
possible orders are: "Go North" (or 
"N" for short) , " Enter Machine" and 
" Save Game" . 

In this adventure, you can journey 
back to the era when Cleopatra was 
Queen of the Nile and Julius Ceaser
was still friends with Brutus. You will 
see dinosaurs and cavemen, the sign 
ing of the Declaration of Indepen
dence and, you will even get to join 
Robin Hood's Merry Men. You will 
also travel to Los Angeles in the near 
future and trek to the dreaded planet 
Neburon m the far future. 

The doomed city of Neburon offers 
many ways of getting you killed but 
trying to survive is fun . Neburon is a 
perfect example of a dictatorship, 
where death at every turn and (hint) 
Big Brother's always watching you. 
Neburon also is the cl imax adventure 
in which you must have items 
gathered from all of the previous 
adventures to survive. 

The game also has a back-up routine 
so you can make copies of the six 
scenario disks in the event of a system 
crash . 

So if you watch your tongue and 
have a logical mind you may eventual
ly solve the game and receive the title 
of "Ultimate Adventurer" !! 6 
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Read the hottest news of your 
favorite hobby in Electronic 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 you Elec/ronic Games 
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to be in the know about their favorite hobby. 
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stand-alone devices, computer games and coin-ops. Plus, 
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scenes news of the major corporations that make up the 
videogame industry. Best of all, Arcade •• pres. gets 
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HOLEY MOLEY 
rai 

Certainly one of the most "oH
beat" coin -op fads of the past year is 
the incredible popularity of the 
"Whack-a-Mole" -style non -video 
contest. In these nutty little games, the 
player holds a padded mallet in hand, 
stands in front of rows of what look to 
be empty holes. Suddenly, furry little 
moles start popping up to give you 
a raspberry . The creature's head is 
above ground for only a heartbeat and 
in that period, the player has to smack 
the little oHender on the noggin. Pret
ty soon the little critters are popping 
up all over the place, and the players 
- caught in a fit of frenzied aggres
sion - are smashing anything that 
dares peer over the top. Well , at least 
the animals are only imaginary in this 
aHront to ASPCA members. 

It was inevitable that a videogame 
version of this phenomenon would 
turn up in the arcades and homes (the 
Commodore VIC-20 has a version) 
and this is it: Tai's Holey M aley. Now if 
the concept of three decks of three 
mole holes each, all of whom must be 
bopped - with a King Mole who 
occasionally makes a cameo appear
ance for bonus points - isn't already 
too strange for you , there's the game's 
somewhat. .. er, unusual play me
chanic. The control console consists of 
nine paddle-boppers, one for each 
mole-hole. As one of the fuzzlings 
pokes his upturned nose above 
ground, wham!, you smack down on 

HOLEY MOLEY 

Explore the 
Planets of Peril! 

By BILL KUNKEL 

the corresponding paddle to put him 
back in his place. 

That 's it folks , honestly. Video 
Whack-A-Mole for all you mad things 
who've been just dying for it. The big 
question is whether or not the game 
will be able to sustain its drawing pow
er without the actual tactile contact 
required in the original version. It's 
one thing, after all, to stand over a 
patch of holes, waiting with glazed 

eyes for the first sight of a mole to 
wallop. Will pressing a button be as 
intellectually and emotionally fulfilling 
to people who like th is sort of thing as 
using an actual mallet? Will June find 
out that Jerry's been seeing Cathy 
who is secretly a convicted murderess 
with amnesia? 

GRAVITAR 
Alari 

Gravitar is an interesting, off-beat 
item that incorporates aspects of the 
classic adventure game, using a floor 
plan-style playfield with close-ups 
within each sector. Players must pilot 
their ships here using the directional
thrust technique developed for games 
such as Asteroids and Space Duel. 

In those earlier games, however, 
there wasn't quite as much navigation 
required . Here, players must move 
their ships through what appear to be 
hollowed-out asteroids, complete a 
mission and return to safety for 
another go. 

If you can imagine playing Venture 
in outer space, you'd have a pretty 
good idea of the general concept of 
Gravitar. The hi -res, brilliantly colored 
graphics give a unique look that, at 
first, may strike some as looking like a 
hybrid of raster and vector technolo
gy. 

The major excitement comes strictly 
from the piloting system. To propel the 
ship, you point it in the desired direc
tion <lild hit the thrusters. The ship 
gains speed as you pour on the power. 

GRAVITAR 



Disguised as our mild
mannered Pac-Man . 
Super Pac-Man fights a 
never ending battle to eat 
rows of fruit and objects. 
destroy enemy monsters 
and rack up scores that 
are out of this world . 

(Jlafflt/M1DW4,( 



Using the " wham" paddles 
in place of the mallet em
ployed in the full-sized , 
non-video versions of these 
contests, garners slam the 
paddle that corresponds 
with the hole a mole has just 
appeared in. Bonus points 
are scored by catching a 

THUMPER PADDLE 

THUMPER PADDlE 

THUMPER PADDLE 

First rack of Gravitar - Solar 
System number one - has four planets 

In order to stop, or reverse, spin the 
ship around and apply an equal or 
greater amount of thrust. 

This technique can be a challenge 
even when you 're just moving up and 
down. Try making the hairpin turns 
and slipping through the maze-like 
tunnels - destroying depots and 
enemy spacecraft while you're at it 
and you've got a pretty good grip on 
just how hard this one can be. Gravitar 
is a real player's game. 

Sorry, novices, unless you've got 
pockets lined with tokens you're just 
dying to get rid of, leave this one for 
the experts - or else start practicing, 
quickly! 

MOON PATROL 
WUliams 

What do you get when you com
bine a science fiction theme, a hori-
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HOLY MOLEY 
HOW IT PLAYS 

Close up of the third planet in the 
first of Grav/tar's systems 

zontally-scrolling shoot-out, a " jump" 
contest and adorable, cartoon-style 
animation? Answer : Moon Patrol 
from Williams, one of the least expect
able follow-ups to the manufacturer's 
trio of hard-core SF "players' " games. 
This machine is a long, long way from 
Defender, Stargate and Robotron in 
every respect. 

Initially, Moon Patrol creates a 
magnificent illusion of depth through 
the use of several background se
quences that scroll at variable speeds. 
This creates a feeling of distance. Our 
hero, a cute little moon-
mobile com plete with 
three sets of over
sized, bal-

"King" mole - so indicated 
by the regal crown worn 
atop his fuzzy head . The 
only other input devices on 
the console are those that 
enter one or two player 
modes. Happy mole hunt
ing! 

~,--- ONE PLAYER 

..... -~"""O PLAYERS 

Serpentine Interior of the deadly 
Red Planet - time limit and aliI 

loon tires, a laser cannon and an ability 
to leap over craters, scrolls from left to 
right across the screen against this 
painted landscape. 

The mechanics are simple - espe
cially compared to the super-dexterity 
required to play Stargate. The 
moon buggie moves eastward 
while two sets 
of action buttons 
(jump and 
fire 



ONE PlAYER 

TWO PlAYERS 

ROTATtRIGHT 

ROTAn UFT GRAVITAR 
HOW IT PLAYS 

THRUST 

ARE 

TRACTOR SHIELD 

The ship is rotated on its axis you wish to go. then apply 
by means of two side-by- thrust. To stop. or alter 
side buttons on the left side course, rotate into the new 
of the console . A center position and put the thrust-
panel is occupied by the blasters down to the floor. 
thrust and fire controls. just Thrust will build momentum 
above the tractor button. so the ship will travel faster 

Aim the ship in the direction ~;:========~====::======r..l the longer thrust is applied. 

trollers} flank the console. Big. danger
ous rocks appear periodically and must 
be blasted to atoms. Similarly. huge 
holes open up in the lunar surface 
from time to time. The valiant vehicle 
must vault these craters with a mixture 
of good timing and a press of the jump 
button. 

Once the arcader masters these the 
fun really begins I Three different 
types of alien attackers bombard from 
the sky. At this point. apprentice pilots 
will discover that. just as moving the 
joystick right and firing eliminates 
menaces to the right. moving the stick 
straight up and firing wipes out any 
swooping nasties lurking overhead. 
just as pushing the stick to the 
left or right and blasting 
away eliminates ground
based targets . 

The real fun here comes from the 
need to fire Simultaneously in several 
directions. while avoiding the ground 
obstacles. Once Moon Patrol really 
gets going. the buggy seems to jump 
and fire in all directions at once. 

This is an absolutely enchanting 
game to watch. and it's no dud in the 
play department. either. 

Williams may not produce the 
games in the field. but their 
quality level remains with the 
biggest com-
pan ies in 
the field . 

S 

MOON PATROL 



_ ood morning, games persons. 
... Lots of questions on your faces, I 
can see that. Wondering about things 
like when your favorite coin-op is 
going to appear in a home version -
and if it'll play on your system! And 
joysticks, new computers, oh yes, it's 
gOing to be a busy day. 

$0 to get the ball rolling, I'm Inform
ing all those Odyssey' owners who've 
been asking 'me for a year-and-a-half 
now when NAP. (O" s parent com
pany) was going to pick up the home 
'rights to a coin-op game, that the time 
has come. Blow your horn, Gabriel, for 
'Stern's maze-chase cutie, Turtles , is 
'already in the prototype stage as the 
doctor writes this. Unfortunately, for 
(he first time since the programmable 
'practitioner's been authoring this col 
umn, this is the first month nobody's 
;asked me the question . Sq do I get the 
.T -shirt this time? 
! Naw, that wouldn't do .. lt'd look Silly 
with my;video-golf slacks .l lnstead, this 
month's bit of reader reward goes to 
'Grey Oliver, who not only had a good 
question, but used "Garfield" station
dry. I like-that cat - when is he going 
fo get his own videogame1 How abput 
Lasagna :Hunt? 

Q: Back In your second issue, on the 
last page, there was an advertisement 
for Midway games. Notice on the 
Pac-Man screen that the gobbler's on 
the apple but he 's only got 460 pOints 
- not nearly high enough to reach the 
apple rack. How did they do it? 

(Grey Oliver, Austin, TX) 

AI Most of the play fields seen in 
magazines and advertisements, Grey, 
are not photographs but artist's repro
ductions of what you actually see on 
the monitor. There are several reasons 
for this, most prominent being that 
videogame screens are quite difficult 
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By THE GAME DOCTOR 

PAC-MAN 

to photograph clearly (as anyone who 
has ever tried to record a high score 
can testify) . Even the best pictures 
tend to feature considerable distortion 
as the glass tube is slightly domed, 
producing a "bubble" effect. 

Also, artistIC renderings of playflelds 
allow a single picture to tell a more 
complete story than any single frame 
of actual game play, Seldom do all of 
a game's most picture,que objects 
appear on screen simultaneously, but 
in a drawing, the potential player gets 
a better look at all the contest's ele
ments, 

Q: How do you feel about some of 
the newer videogame TV commer
cials that show incredible special 
effeds or scenes from well-known 
movies which the games are based on, 
but barely show the game itself at all!? 
I'm thinking of those Coleco ads with 
three-dimensional spaceships flying 
out of TV screens or the ad for 
Wormwar . 

Or how about the "M Network" 
TV spots? They are very interesting 
to watch, but they never tell you what 
it is they're selling, who makes it and 
which system it plays on I 

(Steven Ryder, Detroit, MI) 

A: The Doc has no personal objec
tions to ads that utilize dazzling visuals 
to explain a game concept or highlight 
a particular entry, just as long as we 
prospective consumers get an equally 
good gander at what the game itself 
looks like, 

Parker Brothers' VCS version of The 
Empi re Strikes Back, for example, 
does use actual film footage in the ad, 
but we get to see just as much of the 
actual game in progress. Opinion on 
the ColecoVision ads, meanwhile -
"bringing the arcade home" - have 
elicited a few complaints. Personally, I 
don't believe that co nsu mers are 
actually expecting to see spaceships 
come zipping through their living 
rooms. 

The 20th Century Fox ad for Worm
war, however, does tread considerably 
thinner ice . While it's true that the 
actual game is shown, it comes in 



qUick-cut bursts . Also, because of the 
deliberate videogame-style of the spe
cial effects (produced, I believe, by 
MAGI, the wizards who created much 
of Disney's " Tron"), the entire issue 
gets muddier sti ll. Perhaps there 
should be some sort of on-screen 
captioning to identify the simulation of 
a simulation from the simulation. Got 
that? Of course not. 

On the " M Network" commercial , 
though, I gotta admit I'm right w ith 
you on that. The old cartridge croaker 
thought his bifocals were going hay
wire along with his ears the first couple 
of times that played. Sure, it's a great 
piece of entertainment, in terms of 
telling the viewer anything about the 
product (TV sets? Some new, un
named videogame or computer sys
tem? Glasses? Shoes?) it rated a hard 
zero. Sure did love that song, though .. 

Q: Since things begin to blink when 
there are too many ob;ects on -screen 

SPACe INVADERS 

(such as in Atari 's Adventure), why 
don 't they blink in Space Invaders or 
Defender? 

(John Ahrens, San Antonio, TX) 

A: I must admit, John, you just about 
killed the Game Doctor with that ques
tion . You, eh, didn't notice anything 
blinking in Defender, you say? Well, 
then, either you have a magic VCS or 
my eyes really are going! Not only 
does the radar scanner at the top of 
the screen flicker constantly, the entire 
ship disappears every time a shot is 
firedl! 

Eledronic Ca/Ml.9 . 



queries and $$ to: Electronic Games, 
Subscription Dept. , 235 Park Ave . 
South, NY, NY 10003 ... 

By THE GAME DOCTOR 

Q: I've heard a lot about Co/ecoVi
sion, and I have a couple of questions 
about it to ask you folks. Are any 
companies such as Imagic, Apollo or 
even Activision going to make car
tridges for the system? Also, will you 

As for Adventure, I never noticed all 
that much blinking - at least, nothing 
that wasn't supposed to be there (if 
you egg-hunters catch my meaning). 
As for Space Invaders, the blinking 
effect is caused primarily by random 
movement of horizontal obje·cts . 
You'll notice that the horizontally 
aligned invaders are always moving in 
synchronization. Thus, no blinking. 

Q: Will " Tron " be appearing on 
either Showtime or (tn/max In the 
near future ? 

(Chris Lerrin, Oak Park, IL) 

A. Actually, " Tron " may return to 
the movie theaters before it visits cable 

TRON 

TV. Based on the success of the Mid
way coin -op, there is serious tal k re
garding the film 's re-release . In either 
either case, it has been available on 
videotape for VCR owners for the past 
several months. 

Q&A QUICKIES: As at least 200,000 
of our readers pointed out, the titles 
under the Intellivision and Atari VCS 
versions of Football were reversed . In 

90 Electronic Cames 

(left) Atari Football (right) Intellivision Football - all right, Mr. Plimpton? 

penance, George Plimpton was sum
moned and the proofreader in ques
tion was beaten about the head and 
shoulders with a five -foot high rebate 
slip. The villain in question was then 
sentenced to watch every compare
our-system -with-your-system com
mercial ever f ilmed over 600 times. 
After that , we got rough ... Scott 
Advani from the Great White North 
(Alberta, Canada) asks several ques
tions regarding the Atari 400. Going 
over the stats qUickly, 48K boards 
already eXist and a 64K RAM board is 
said to be on the way. There are both 
tape and disc drives available, the 410 
and 810, and it's true that almost all 
of the major producers of computer 
game software are making Atari ver
sions of their hits available. Remember 
to check the game, however, and be 
sure that you have the Atari ver-
sion and "K" requirements . Several 
of the older game-makers for 
the Apple (such as Sirius and 
Broderbund) are releasing Atari . 
versions of their major titles, but 
they are almost exclUSively 
48K. This is due to the fact . 
that all Apple· Ii software uti 
lizes the system's full 48K as 
a means of protecting the pro
gram for bootlegging and the -" _ 
time that would be needed :.!iI" .. 
to rewrite the program for, say, 
32K of Atan RAM (a possibility in most 
cases) would make such translations 
financially unrewarding . . . Dozens of 
readers have wondered about back 
issues of EG, and most of our older 
stu ff is still available . Address all 

be covering the Coleco Vision more in 
Electronic Games? 

(Kevin Macdonald, Valle;, CAl 
A: Software publishers are pretty 
cagey about which systems they in 
tend to support in the fu ture, but 
spokesmen for several have said that 
they are looking hard at the ColecoVi
sion and expect to enter the software 
market once the base of installed sys

tems grows large 
enough to support 

"n .• "· .,,.' such a venture. 
And, yes, 

you can bet 



your favorite joystick that you 'll be 
reading lots about this fabulous " third 
wave" system in future issues of this ' 
magazine. 

Q: As the former owner of an Atari 
and the present possessor of a Col
ecoVision, I have two questions con
cerning some of the add-on devices. 
Specifically, will it be possible to use 
the Starpath Supercharger with the 
Atari emulator and my ColecoVision? 
Will the Supercharger still enhance the 
Atari cartridges if used this way? 

, (Jeff Jewell, Solon, OH) 
A: Although we have not formally 
tested the link-up you suggest at this 
writing, there is no reason to believe 
that the Supercharger will not work 
perfectly well with the emulator. Re
ferring to your second query, the Su
percharger will not enhance Atari car
tridges with or without the emulator. 
The device simply allows a home 
arcader to run game programs put 
onto tape cassette by Starpath 
through the Atari 2600, and has abso
lutely no effect on existing ROM car
tridges . 

Q: When Atari buys the rights to an 
arcade game or movie title, are those 
rights bought for both the 2600 and 
52oo? 

(Brian Robins, Ardsley, NY) 

A: It all depends on what kind of deal 
the Sunnyvale videogaming giant can 
hammer out with the folks who are 
selling the rights. So far, at least, Atari 
seems to be buying home videogame 
rights in most instances, wh ich means 
that the company could offer car
tridges based on such titles for both 
systems. 

Q: I would like to know a little about 
the Commodore VIC-20 's gam ing 
software. Are any independent com
panies producing software for the 
VIC? 

(David Craft, Kosciusko, MS) 
A: Dash down to your local software 
dealer, because he's now got shelves 
jammed with new games for the VIC-
20. some of them from top publishers, 
too. As the 01' sawbones has men
tioned more than once, it takes about a 
year from the time a new computer is 
introduced until the third-party pub
lishers are geared up to produce soft
ware for it. That year is just about up 
and. in light of the VIC-20's burgeon
ing sales and popularity, you can ex
pect lots of games for your system in 
pretty short order. e 



Here Come the 1981 Flipper Games! 

'

he nation 's most inlJiguing arcade 
only stays in business three days. It 

doesn 't even bother to charge cus
tomers for the right to play its nearly 
unbelievable selection of the very 
newest state -of-the-art coin-op 
machines. 

About a week before Thanksgiving 
each year, members of the coin-op in
dustry gather in Chicago to see what 's 
new and try to guess which titles will 
be the coming year's sales winners. It is 
there, quite often, that the fate of the 
latest crop of pay-for-play devices is 
settled. 

The Chicago trade show proved 
once again that there's no limit to the 
possibility of interesting ways to pack
age the unique appeal of flippers and 
silver balls. Solid evidence is available 
in the form of the games which we 'll be 
covering in this month 's installment of 
"Pinball Palace " as well as the high
lights of the show. These induded Wil
liams ' Warl ok and Defender, and 
Bally 's combination pinlvid version of 
Baby Pac-M an. 

We 'll be looking at these and other 
efforts in upcoming months, chronid
ing the trends and continued battle as 
pinball fights to survive and attract a 
larger audience than it recently has 
enioyed. In the meantime, there are 
some interesting selections which 

By ROGER C. SHARPE 

show iust how far the 
games have come in try
ing to find the elusive in- .~~ 
gredients which balance 
out for the hard-core players as well 
as the newcomers to flipper games. 

STRIKER 
Gottlieb 

With the prevailing design emphasis 
focused on more simplistic layouts and 
play strategies, Gottlieb is quickly re
discovering the niche in which the 
company built its pinball reputation . 

Striker incorporates all of the ele
ments of soccer, complete with sound 

effects (cheering crowd 
noises when goals are scored) , 

speech to indicate when players 
should shift their attack, and graphics 
wh ich carry through from the back
glass to the playfield . Whether you're 
a fan of the NASL or MISL, Striker gets 
its points across in a game where 
scoring is a dual challenge of getting 
goals as well as building up other 
values. 

The board is symmetrically laid out 
with three top lanes leading down to a 
thumper bumper area complete with a 
left and right side bank of drop targets, 
as well as dual spinners for access back 
up. At midfield there's an interesting 
little set-up of four drop targets and a 



pair of smaller sized flippers, while be
neath this is another thumper bumper. 
The bottom flipper configuration (two 
on either side facing each other) might 
remind some of you of a previous 
Gottlieb pin game called Rocky, but 
here the range of shots available off 
the flippers, as well as the proximity of 
some key features, better utilizes this 
design twist. In fact, it's almost like 
playing two games at once - the left 
side and right side - with the pro
gramming and build up of point values 
also carrying this through. 

Basically, Striker projects you into a 
soccer game where the main purpose, 
besides scoring as many points as pos
sible, includes trying to score goals as 
well. Located on the board are a string 
of lights leading up to either spinner 
from the bottom of the field. Shaped 
like soccer balls, they will either light up 
white for the offense (you) or yellow 
for the defense (the machine), with the 
challenge being to hit the appropriate 
targets at the right time to advance the 
white light all the way to the top lanes 
where it can be "collected" as a goal. 

However, while you're trying to ad
vance your ball position, you may also 
be "advancing" down the defense 
which will block you and can even 
push you back. The game designer 
wasn 't without sympathy for this and 
added an extra set of buttons on the 
side of the cabinet which allows 
players to shift their white ball from 
side to side depending upon the defen
sive threat. And, rather than leave you 
wondering when the best time might 
be to press the button, since you're 
initially limited to three passes at the 
beginning of any turn, there has also 
been some speech thrown in that tells 
you when to pass. As for increasing, or 
at least replenishing, your number of 
available passes, there's a right side 
kick-out hole which will add on one 
pass when the ball lands in it. This same 
feature also serves as a "free kick" op
portunity. Completing either of the top 
drop target banks will light the hole so 
that if a ball lands in it, another one will 
pop out in the plunger lane. Play this 
one until it drains and then get ready 
because that right side kick-out hole 
will eject that "locked" ball for ex
tended play on that turn. 

But that's not the end to Striker. 
Depending upon the number of goals 
you can score during the regular game, 
the machine may begin a "shoot-out" 
period for a limited amount of time 
based on that number of goals, so that 
players have an extra chance to add on 

to their scores as well as making goals. 
It's a nice touch which is indicative of 
the continuity of action that Striker 
brings into play for both the beginner 
and more skillful pin bailer. 

It might take a bit of time to get 
comfortable with all the nuances and 
subtleties in order to maximize your 
shots, but Striker is a good, solid effort 
that carries through a workable and 
recognizable theme no matter what 
the goal might be. In fact, it's one pin
ball machine you shouldn't " pass" up. 

BMX 
Bally 

Looking to further incorporate fresh 
themes to pinball, Bally has gone full 
cycle with this two-wheel-inspired 
double-level game that shifts into high 
gear the moment the ball hits the 
playfield . Entering from underneath on 
up to the top portion of the board, 
there's a full array of features which 
should test even the most adept flipper 
ace. 

Play begins on the upper level, 
where there's a set up of drop targets 
at the very top and increased point 
totals tied in on a timed basis before 

the entire bank resets and you have to 
start again. Hit them all down and for a 
brief moment a lone target behind the 
bank is lit for an extra ball, before the 
sequence continues anew. Over on the 
left are three stand up targets, while 
behind and above them rest two lanes 
for either a roll-down back on the top 
level or one that finds the ball mysteri
ously hidden until it comes out down 
on the lower playfield. When lit, these 
lanes can really mean mega-points, 
with one offering 2X scoring of 
playfield values and the other 3X for 
the duration of that turn. A set of flip
pers at the middle offer good access to 
all these key areaS and a hole between 
that will drop the ball down into a 
lower kick-out hole for release on this 
portion of the playfield. 

It's here that the action gets tricky. 
Besides a bank of four blue drop 
targets on the left and three yellow 
stand up targets at the right, there's a 
little "shredded" type of curtain 
fronting that kick-out hole in between, 
and ramps on either side for shots back 
up to the top . The bottom brings into 
play an additional set of buttons on the 
side of the cabinet for "closing" up the 
outer lanes leading down to the flip
pers for a brief amount of time, which 
keeps the ball in play if you can adjust 
your flipper fingers fast enough to 
press the right button. This is, admit
tedly, a "learned" talent that will take 
some time to get used to and tends to 
speed up a player's response and 
awareness when the ball is rolling 
around in this area. 

All in all. BMX is a fairly basic and 
straightforward game where the 
strategy might just be weighted a bit 
more in favor of the upper playfield in 
order to achieve consistently high 
scores. This wouldn't be so bad except 
for the need to make long left to right 
or right to left shots from the bottom 
flippers and those extra buttons for 
closing off the sides. It should, how
ever, keep you on your toes until you 
can get a firmer handle on BMX and 
establish an approach you're comfort
able with. e 

LOVE COIN-OPS? 
If you do, be sure to check out the 

April EG for a whole batch of stories 
and features on the pay-for-play 
machines. We'll tell you about how to 
collect the classics and show you the 
games that may attain that status in 
1983. Be there. 
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Close jN' Counters of the Third Kind! 

SPACE-NoCOUNTER 
AND CHASE-N-COUNTER 
GCEIS40 

When the folks at General Consum
er Electronics Corp. decided to market 
a wristwatch, they came up with three 
of the most delightfu l game-playing 
timepieces ever devised, Game-Time, 
Arcade-Time, and Sports-Time. Each 
plays a trilogy of unique diversions, 
using the watch face as a tiny playfield 
for the miniature videogame graphics . 

Now the designers from GCE have 
something new for us - two of the 

Jr4 El.dronlc Gama 

By JOYCE WORLEY 

most challenging game-playing pock
et calculators that ever counted a 
bunch of nines. The masters of minia
ture have stuffed three giant contests 
into each machine. Now you can bal
ance your checkbook or solve your 
math homework problems, then cure 
your headache with a quick game. If 
that isn 't enough, these usefu l instru
ments will also tell you the time, so you 
won't be late for class or supper. 

Space-N-Counter and Chase-N
Counter each measure 2V2- by 4% -in. 
and fit easily in a jacket or shirt pocket. 

A slide mechanism shields half t he unit 
When moved all the way left, th~ 
calculator keys are exposed for use and 
totals show in the viewscreen window 
Move the slide to the right to reveal 
the 1 V2 -by 1-in. playfield , f iring but 
ton and miniature joystick . 

Each unit features a full- fun ction 
calculator with a memory feature thJt 
allows a number to be stored, th n 
recalled when needed. The memory 
stays intact as long as the calculator I ~ 
in operation, but clears automatically 
four to f ive minutes after you stop 



using it. Returning to the game mode 
or entering a new number in the 
memory also clears the old number. 
The calculator totals up to 1 a digits, 
though there's only room in the digital 
read out window for six numerals. 
Pushing the " 2nd" button reveals the 
second tier of numbers so you can get 
a 1 a-digit total. 

Time reads out continuously, except 
during calculation or game play. It's 
very easy to set the correct time on 
these units . Just press the time set 
button, enter the correct hour and 
minute(s) using the calculator keys, 
then press the memory button to lock 
it in . This is a nice simplification of 
what can be a tedious procedure in 
some other pocket time/ game calcula
tors. 

Many companies manufacture ex
cellent calculators, and there 's a 
plethora of cute and accurate pocket 
timepieces on the market. But the real 
superiority of these two units is in the 
games. Both feature unusual programs 
to provide hours of fun when you're 
not busy solving proLiems or\checking 
the passing time. 

Space-N-Counter has a trilogy of 
scrolling shoot-out games. Game one, 
Phaser Fight , takes a spaceship 
through a series of defenses. The mis
sion is to destroy the enemy base, but 
before your fighter can deliver the 
coup de grace, it must battle through 
rockets, UFOs and fireballs. The four
position joystick helps maneuver the 
ship around the mountainous land
scape, while you fire at the rockets 
streaking toward your craft. Survive 
this barrage only to face the UFOs; 
then the next screen brings fireballs 
that can't be destroyed - all you can 
do is try to avoid them. Once past the 
fireballs, the enemy base appears. It 
has four segments, and all must be 
destroyed . Then a victory sign 
appears, followed by a new, faster 
landscape. Score nine points for each 
rocket or UFO destroyed, and 500 
points for the enemy base. Arcaders 
gain an additional ship for each 1000 
points scored. 

The second game is Meteorox. Fly 

' .. . 

the spaceship through a storm of rocks 
and meteors moving toward you from 
right to left. Shoot to destroy the 
boulders, but remember to avoid the 
meteors. The speed increases each 
time eight rocks are demolished for 25 
points each, and the game ends when 
all your ships are gone. 

The third game in Space-N·Counter 
is Star Sweep. Move the ship through a 
minefield, avoiding collisions while 
destroying mines and minelayers. Your 
ship appears on an empty field, but the 
minelayer immed iate ly shows up, 
placing deadly explosives in random 
locations. Your ship fires bullets which 
travel four spaces, either across the 

Play starts with four ships, like the 
other games on the unit, and arcaders 
win an extra ship for each 100a points. 
Star Sweep is a tricky challenge; the 
mine-laying alien cruisers quickly fill 
the screen with their deadly eggs. But a 
simple strategy gives you an edge over 
the enemy. Put your battleship just 
ahead of the minelayer (instead of 
following behind where you ' re almost 
certain to cross the path of a mine.) 
Then fire toward the right and let the 
bullet wraparound, eliminating the 
alien ship from behind. 

If you're lukewarm about space 
shoot-outs, and adventure games are 
more to your taste, Chase-N-Counter 

CHASE· N-COUNTER 

screen or wrapping around to the 
other side. If the bullet hasn't gone 
four spaces when it hits the right side 
of the screen, it bounces to the left, 
then travels the remaining spaces. 
Likewise, the ship wraps around to the 
opposite side when it strikes the right 
side of the playfield. 

Score 25 points for 
mine destroyed, and 100 
points for each of the 
deadly mine-laying 
enemy vess 

is the calculator for you! Three capti
vating entertainments with very di
verse themes are certain to amuse you, 
with nary a shoot-out among them ! 

First is Treasure Trek. Operate an 
on-screen archeologist hunting booty 
in an ancient city . A map of the 
eight-building village appears, with 
one house blinking. Use the joystick to 
move the blinking light to the build
ing you wish to enter, then push the 

fire button to be 
transported inside. 

• . ' . 
• . . . 
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SPACE-N-COUNTEA _ 
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SPACE ·N·CQUNTER 

There find a treasure, represented by a 
square shape. Capture it by touch , 
then ex it the bu ilding through the 
same invisible door you entered by. 
Snakes, which can be shot, and arrows 
and boulders, which can only be 
avoided, make your escape more diffi
cult. The two inner buildings can only 
be entered by a secret passage, acti
vated by stepping on a secret square in 
a room you've already looted and 
escaped once. There are two of these 
secret squares in the six outer build 
ings, making it necessary to reenter 
and thoroughly search each room af
ter you've escaped with its treasure . 
When you find and step on the secret 
square, it transports you to the inner 
room and another hidden treasure. 
But the Ghost of. the Ancient Wizard 
lives in the inn'er 'rooms, and w ill kill 
your archeologist if he can . 

After raid ing all eight rooms, 
another round begins, with even faster 
antagonists to hinder your quest for 
booty. The game ends when all your 
archeologists are destroyed. 

The gamer gets 500 POints for each 
outer-room treasure, plus an extra 500 
points for exiting the room safely . The 
treasure in each inner room is worth 
2500 points, and safely escaping each 
of those buildings scores another 2500 
points . Killing snakes is always fun, but 
worth only one point each, so don 't 
waste a lotof time hunting the wildlife . 

Game two is Chomp 'n Chase, an 
excursion through a six-screen maze 
to find four power spots, while avoid
ing or eating the monsters. Narrow 
paths traverse the maze, and you can 
walk off the screen in any direction, 
onto the adjoining game fields. But the 
monsters follow, and your only hope is 
to eat the power spots, then destroy 

the enemy before your strength dissi
pate~ . Devour all the power spots in 
the first maze to start round two, 
where the bad guys move even faster. 
Every succeeding round grows more 
difficult. Gain 250 points for each 
power spot eaten, and 50 points for 
each monster. The arcader gets 500 
points for completing each round , and 
a free man for each 10,000 points. 

Finally, the th ird game in Chase-N
Counter is Double Cross, a traffic
crossing game never before seen in 
su ch a tiny format. Cross your cursor 
over a busy four-lane highway with
out being hit; then turn around and 
cross back again. In the first round, 
only slow-moving trucks are on the 
road, but fast-moving cars show up 
after the first double cross. After each 
double crossing of the clogged high
way, all the vehicles speed up. Get 25 
points for each lane of traffic passed, 
50 points for making it to the other 
side of the road , and win an extra man 
for each 10,000 pOints. 

The miniature joysticks that control 
the games in each unit take some 
getting used to. They 're actually four
position levers. Use just one fingertip 
to move them, and remember to re 
turn the stick to the center position 
after each push, One of those rubber 
thumbs used for turning pages might 
be handy protection for your tender 
digits as you handle the mini-stick; my 
fingertips grew sore from enthusiastic 
thumbing. The tiny controller seems 
strange if you 're used to a self-center
ing stick, but a few minutes of practice 
will master the method . 

Both Space-N-Counter and Chase
N-Counter are very appealing. The 
games are engrossing, despite their 
size and graphic limitations. The LCD 

screen naturally allows only for bl.1< k 
and white, but the action is so d,vr,l 
ing that I didn't really mind the lack ul 
color. The first game in each Ul1lt, 
Space-N-Counter's Phaser Fight, r~1Il 
iniscent of Scramble, and Chase N 
Counter's Treasure Trek, a dungeon 
search game, is quite remarkable, awl 
with better graphics, each would mak 
fine stand-alone games on its Own 
Each of these fine games is coupled 
with two others almost equally un 
usual, and a good calculator, plus all 
accurate timepiece. It would be hard to 
ask for more of a value. 

DONKEY KONG 
Co/ecol $70 

Poor Mario has lost his sweetheart 
She's been captured by Donkey Konl! 
and taken to the top of a skyscraper 
Mario would like to rescue her, but It'l 
a long hard cl imb up girders and 
ladders to where the giant ape hal 
stashed his lady. Worse yet, Donkey 
Kong sees him coming and throws J 
barrage of barrels down on Marro', 
head. Mario must avoid being hit whrl 
climbing to the top, or he'll never see 
his lady love again. 

Coleco 's introduction of the mini · 
arcades early in 19B2 signalled a new 
era in quality stand-alone games 
Although stand-alone electronic gam · 
ing has been around for a long time, 

standards of excellence have vall /'U 
greatly over the years. The first elc 
tronic hand-held games were primltlv 
toys compared with what technology 
has accomplished in the last few year 
Although the new games are strll toys, 
technically speaking, their level of 
soph istication has elevated th 111 
beyond the mechanical entertainment 
that were state-of-the-art only a cou 
pie of years ago. 

There were some fine electron I. 
hand-held games on the market PriOI 
to the mini-arcades from Coleco In 



I NAME- THIS-SAME-SWEEPSTAKES! I OVER 1000 PRIZESI 

.OO~ 
NAME THIS U.S. GAME AND YOU CAN 

AND BE ELIGIBLE 
TO WIN ONE OF OVER 
1,000 OTHER PRIZES! 
Exciting . .. action-packed ... adventure
filled! It's a new U.S. Games game 
that's SO hot, we want you to name it! 

Just drop in on your video game dealer 
for an official entry form. Or use the 
one available in the Name-This-Game 
cartridge package. Then, fill in the in
formation, including your name for 
the untitled video game- described 
below. You're then eligible to win the 
$10,000 contest prize and one of over 
LOOO sweepstakes prizes. A panel of 
judges will determine the contest prize 
winner, with a random drawing de
termining sweepstakes winners. Con
test and sweepstakes end April 30, 
1983. No purchase necessary. 

$50,000 
WORTH OF ADDITIONAL 
SWEEPSTAKES PRIZES! 

FIRST PRIZE-S10,OOO 
SECOND PRIZE-S3,500 
THIRD PRIZE-S1,500 
100 FOURTH PRIZES-
a ~game library of U.S. Games 
cartr idges of yOU f choice-from 
our Action-Adventure and Family
Action series. 

1000 FIFTH PRIZES-
one u.s. Games cartridge of the 
en trant 's choice . 

S 

DEEP SEA DIVE COULD BRING BIG BUCKS 

Deep beneath ocean waters you safe
guard a sunken sea chest. One that'll 
make you a mill ionaire the moment 
you make it to land! Unfortunately, 
enter the shark that'd rather make you 
a meal. You shoot! And shoot again! 
Angering an octopus who's out to ink 
you . You're left contending with his 
tent acles ... the sha rk's swimming 
faster . .. then, another disaster! Oxy
gen's on the outs! You must reach the 
life line from your buddy above. Un-

*** 

doubtedly, you're dinner " . or you1l 
drown in desperation ... unless you're 
careful . . . or awfully quick. 

Good luck' 
Entry form can also N obtafned by mailing to Entry 
Requnt. PO. Box 4912, Chicago, IIImois 60680. 

Name·This-Game IS man uf-.tClurtd for the AtartVideo 
Computer System Model 2600 by U.S. C ilme5 U.s. 
Ga~ is not ;JIffili;u~ witn A lan, Inc. 

sgamesrw 
c 1982 U.S. Games CorporatIon 

A subsidiary of the Quaker Oats Company 



"Name This Game" 
Sweepstakes 

Official Rules 
NO PURCHASE NECESSARY SW .. pstlkls: Hand
Pfint your name, ad(JreSS. le1eohone no and local store 
(nane. ac1Osess) dlsplaylJ'lO the new US Games ear· 
Ilit1Qe on an Official EOlIY FOlm· Check your Filth Puze 
chOIce Failure to 00 so Invalidates your entry ContlSl: 
To enter the conlest, Incluoe me name you created tor 
the new game Mall entry separately belole CIOSIO!! lIate 
Apu! 30, 1983. to " Name This Game" Sweepstakes. 
P: O. SOl 7961 , Chicago. IL 60680 
All sweepstakes prizes wMI be avrardell Wmners will be 
drawn at random by IlCiepenoenl JUClgeS WinnlOO odds 
llepen(l on 1'10 entries received. SWeepstakes winners 
submitting a name Wilt be JudQed In ttle order originally 
drawn. First entry to score l00~ on lollowlng baSIS IS tile 
Contest Winner regardleSS 01 any other enrfles receJved 
with Identical names a Must be leptble and lree of 
edstlng trademark/ copyright reglstrallons b Ol iOinall~ 
30% appropriate to new game 30% c General appeal 
m d, Tastelul 10%, II no entry wins, up to 10,000 
MditlonaJ enutes will be ludQed wllh JUllges OP110n to 
continue unlll one scores 100% Contest pllze may nol 
be awar(led, 
EnUtes are sponsor 's property None returned, prize SlJI)
slrfulions or transfers. OM prize per person SWeep
stakes open to U S resh1ems except where prohtbtted, 
taxed or reslficle!! by law Employees 01 US Games 
COfp:lIation, The Quake' Oats camoany, Utell affiliates, 
advertising, plO'1lOllonai agenCies, Judges and famlhes 
nol eUglble Malor PIlle wlnllefS required elecute alMa
VII of eliglblhty By ertry Into the sweepstakes wrnner 
consents, without additional compensation lO the cem
mefciai use br U.S Games Corporation of ttle game 
name suDml1t8(l Name beCOmes the so!e fJoperty 01 
U.S. Games Corporation who may use it at its discretion 
By entry, WlnnefS coosent to the use 01 their name and/or 
likeness for adverlrSlng ana Ira(le purposes wllhout ad(li· 
tional compensation Parent or legal guardian accepts 
conditions 01 ently by mulOI'S; accepls mmOlS' prizes 
Contest wrnner notlfle<l by f\eolslere(l Mall and oDUgaled 
10 sign eligibility affidavit Wi thin 30 dars of ooll1lcal lon. 
atl'lerWlse an alternate wrnner Will be selecled Sponsor 
1101 resoonSJble for lostt1atemail Taxes are winners 
responsibili ty For maiO! pille winners tlsl, send self· 
aildressed stamped envelOpe to " Name This Game" lIst. 
p O. Bo~ 81129, Chicago, Il 60680 
· For Ifee Oll1cial Entry FOlm send reQuest 10 ' Entry 
Re[JJesl: PO 8014912. Chlcago. ll 60680 

c 1982 U 5 Games Corporahon 
A SubSIdiary 01 t he Quak.er Oats Company 
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1981 , Caleca's own line boasted the 
outstanding Alien Attack, as well as 
BowlAtronic. At the same time, Parker 
Bros. had Bank Shot, a fine electron
ic pool game, and Wildfire, possibly 
the best hand-held pinball machine 
ever devised. These and a half-dozen 
other titles were actually a new gen
eration of stand -alone electron ic 
games just starting to crawl out of the 
sea of mechanical battery-operated 
toys that had dominated the field 
before that t ime. 

' It was easy to be exci ted by the 
Caleca mini-arcade games when they 
first appeared. The init ial release was 
the phenomenally su ccessful Pac-

Man, and it continues to be the record 
seller among stand-alone games Th~ 
beautiful tabletop game came out )uI I 
in t ime to ride the crest of that popu 
larity wave . The unit deserved all the 
attention it got. Housed in a handsome 
miniature version of the coin-op clas 
sic, it copied the M idway pay-far-play 
machine, with two skill levels and three 
games, including one that allowed two 
players to compete at Pac-Man In " 
novel head-to-head version . 

Pac -Man was followed closely hy 
Galaxian, winner of the 1982 Arcl,dt 
Award for Stand-Alone Game 01 Ilir 
Year. Galaxian has everything a gamer 
could want in a miniatu re arcade it h i!> 



ALL ORDERS 
SHIPPED FROM STOCK 

WITHIN 48 HOURS VIDEO HEAVEN INC. 
NEW 

TITLES 
DAILY 

INtEWViSiON' 

~
; _ helJ;Jenll€le\llso1 29" 
i IHtEUMlo. INTElliVOICE EACH 
! ~ ~ CARTRIDGES 
~ -SPACE SPARTANS 

-BOMBSQUAD 
-B·17 BOMBER 

5995 - TRON SOLAR SAILOR 

MATTEL·ATARI 
ADAPTER 

AVAILABLE 
FEBRUARY 25 

$4995 

PRE ·ORDER YOURS ""OWI 
PLAY AfARI CARTRIDGES 
ON YOUR INTELlIVIStQN 
UNIT 

CHESS · 39" 
SHARK SHARK· 17" 
SHARP SHOT· 15" 

VECTRON . 25" 
MAZA·TRON . 24" 

ROYAL DEALER · 18" 

MATTEL 

r;~~:iQ£tliFJ 
MINI EXPANDER 49" 
PRINTER 119" 

ALL SOFTWARE AVAILABLE! 

(IMAG~e) (FOR INTELLIVISION) 

DEMON ATTACK 25" 
ATLANTIS 25ft 

BEAUTY & BEAST 25" 
SWORDS, SEAPENTS 2!>tI 
MICROSUAGEON 29" 

2295 

(~MAG~e) (FOR ATARI) 

ATLANTIS 21-
DEMON ATTACK 21" 
RIDDLE OF SPHINX 21M 
FIRE FIGHTER 16M 

NEW VIDEO 
;~_ .-k~~~E SYSTEM 

v.G . ..-X. 
$18850 + 
5.00 SHIPPING 

STAR TREK 
BERZERK 

CLEAN SWEEP 
HYPER SPACE 

RIP OFF 2695 
SOLAR QUEST 

SCRAMBLE 
BLITZ FOOTBALL 

EACH 
MORE COMING 

SOON! 

COlECO·VISION dig!!? 
CONSOLE .~~ ~-

ATARI EXPANSION MODULE 64" 18995 

--I 
ZAXXON LADYBUG ~\ TURBO 

438 298:.i11': I 64" 

~9IIKERBROrHERS (FOR ATARI) 

1111 ~ ~' ! 
SUPEA 
COBRA 

25" 

""'-AlAR!" 

JEDI 
ARENA 

25· 

,._c---~ 

(FOR 2600) 

VANGUARD · 23" 
MS. PACMAN . 23" 
GALAXIAN . 23" 
(AVAIL. 3 / 15 / 83) 

REACTOR 
25· 

STRAWBERRY 
SHORTCAKE 

25" 

COMING SOON: 
TUTANKAM -SKY SltIPf'ER 

GI JOE ·REVENGE Of JEDI 

RAIDERS OF 
LOST 
ARK 
25" 

1I.111.RI. E.T. 
2ee 

1S 
FIREWORLD . 25" 
CENTIPEDE· 25" 
(AVAIL. 3 / 15 / 83) 

RIVER RAID SPIDER FIGHTER SEA QUEST 
23~' 23~o 2351 

PITFALL SKY JINKS 16" 
FOR "T"R' MEGAMANIA 23" "" 2350 
OR "'''TEl STARMASTER 23" 

Sr~!!! Acos TREMENDOUS 
GRAPHICS TO YOUFI 
AT ARt 2600 SYSTEM (Iorme"'f~l 

SUPER 
CHARGER 
(WHH PHAS(A 

PA1ROl) 

5995 

COMMUNIST MUTANTS 13" 
FIREBALL 13" 

SUICIDE MISSION 13" 
DRAGON STOMPER 16" 

MINDMASTER 16" 
KILLER SATELLITES 16" 

MORE CoMING SOON! 

WIZARD 
OF 

WAR 

VENTURE 
VISION (FOR ATARI) 

RESCUE 1495 
TERRA II 

2595 (FOR ATARI) 3 SCREEN SPACE GAME 

WE STOCK ATARI, MATTEL, IMAGIC. COLECO, APOLLO. 
US GAMES, ACTIVISION , AND MORE. ATARI AUTHORIZED 

SERVICE NOW AVA I LABLE AT DISCOUNT PRICES. 
WE ALSO STOCK THE ATARI 5200 AND 

TEXAS INSTRUMENTS COMPUTER WITH SOFTWARE. 

ORDERS ONLY CALL 
1-8()O.253-0164 9AM·5PM EST 
(IN MICHIGAN 611).335.5056) 

OR SEND MONEY ORDER I CERTIFIED ()£()( 
W1~ 2.50 FOR SHlPP1NG OF TOTAL ORDER 

SEND 
STAMP 

FOR HUGE 
CATALOG FOR INFORMATION OR EVENING ORDERS CALL 

6' 6-:J35.5056 
WE ACCEPT VISA. MASTIRCARO. AMERICAN EXPRESS 

P.O. BOX 144C. HOLLAND, MlCttGAN 49423 



~~~ 
IN TEL L-I VISION'" AND COLE CO'''' &AMIOS AND 

CART~I DGES. GET ~fAl<it!iJl!) FOR YOIAR 
~IJJIlVI Dro GAMES 
FOR INFORMATION CALL 

OR WRITE: 
--'------. ~"rg 1j)l&~'" 
~P,O . BOX 3011 

W~"' HUNTING-TON Sr ATI ON 
NE:W K 11 7tf6 
TE L. 

••••••••••••••••••••••••• • • • • • OUR LOW-LOW PRICES ON VIDEO GAMES, • 
• CARTRIDGES, COMPUTERS + ACCESSORIES • 
• ATARI. ACTIVISION ~ . APOLLO "3 . • 
• IMAGIC ® • COLECO '!3l • MAnEL '" • 
• PARKER BROTHERS '''- • VIDTEC '" • BREAKTHROUGH @ • 

• ODYSSEY '!3l . & MOREll ! • 
• 

MOST ORDERS SHIPPED FOLLOWING DAY RECEIVED I II • 
SEND 25¢ FOR COMPLETE PRICE LISTS 

• MAXARON HOME ENTERTAINMENT • 
• 22932 VAN DYKE, WARREN, MI48089 • 
• MASTERCARD / VISA • 
• (313) 758-7884 • OPEN 7 DAYS. • 

••••••••••••••••••••••••• 
WE'VE GOT THE T·SHIRTS 

YOU'VE BEEN WAITING FOR! 

~~: --- J!:\ ~ __ • 
~;' .~ jf( 

'; .. . .. • 
GUARANTEED TO CAPTURE THE COLOR 

AND EXCITEMENT OF YOUR FAVORITE GAMES 
Donkey Kon~r' , Donkey Kong Junlor ~, Defender", Frogger' , 
Ms. Pac-Man '", Pac-Man '''·, and Tran " 
l ' lndlc1IIes 1M" lAo SIi!#JII$d baseball Jersey 1$ 8"',,(/aole In IfllS deSign) 

T·SHIRTS - $5.95 each JERSEYS - $7 .95 each 
• Sizes. Child M( lQ' 12) Lt I 4 · 16) 

Adult S(34 -36) M(38 '40) L(42 -44) XL(46·48) 
• 5 colo. Silk sc reened deSign on 5()qro cotton, 50ot" polyester shirt 

***CA~ ********************** * * 
* Donkey Kong * Frogger PAC·MAN FLYING D1SC* 
* Ms. Pac·Man* Pac-Man PAC-MAN MUGS * * One size fits all * * 54.95 each only 52.95 each * 
***************************** * 

~\)C; with every order - a $1 .50 value e FREE '" Brake For Pac· Man" bumper sticker 

f>O TO ORDER: Specify pro- VIDEO BABIES INC. 
oucts Oesired and send 145 Country Ridge Drive 
with check or money Port Chester. NY 10573 
order to: Attn: Mail Order Dept. 

Be sure to Include $1 .50 for postage and handling With your order 
NY reSidents please add 7% safes lax 

Allow 4 weeks for delivery 
SATISFACTION GUARANTEED OR YOUR MONEY BACK 
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an outstand ing version of its nam 
sake game, plus an excellent invad r 
contest, both for solitaire players. Two 
gamers can vie with each other "t 
Head-to-Head Galaxlan. the mo\t 
challenging two-player competition to 
date in stand-alone form. The ent"~ 
unit is housed in another wonderful 
adaptation of the big-brother verSion 
The hood sh ielding the mini-screen IS 
not only beautiful , but funct ionat, 
since it cuts down on room light and 
shows the minature playfields to best 
advantage. 

The success of the first two mini
arcades guaranteed that there would 
be more games in this fine series of 
designs. Autumn of 1982 brought 
Frogger, the licensed version of the 
Sega coin -op, complete with serpents 
and diving turttes to make it hard for 
Froggie to get over to his pad on the 
other Side ot the road and river 
Though boasting even better graphICS 
than the first two min i-arcades - the 
fluorescent lighted screen is much 
brighter - Frogger has only one ver
sion of the game and no provision for 
head-to-head play. Still an excellent 
entertainment, Frogger lacks some of 
the niceties of the Pac-Man and Gala 
xian units, but unquestionably offers a 
good round of the coin-op hit. 

The fourth and newest mini-arcade 
is Donkey Kong, the Nintendo coin -op 
favorite. The blue housing is decorated 
with pictures of the stupid ape, and the 
four-directional joystick and jump 
button are the only controls used 
during play. The unit plays very much 
like the Nintendo version . Move the 
stick left or right to make Mario run , or 
up and down to make him climb the 
ladders . The jump button makes 
Mario leap in the air, either in place or 
while running, to hop the barrels 
thrown down by Donkey Kong or to 
pass gaps left by removing rivets from 
the structure. 

Mario has to run up the ramps to 
reach his girl , but his way is barred by 
the fall ing barrels which must b 
vaulted. Once Mario makes it to th 
top where his girl stands waiting, 
Donkey Kong scoops up the lass and 
carries her still higher. Then Mano IS 
miraculously transported to the bot
tom of the second screen. Once again 
he must ascend to the top, this tim 
removing all the rivets in the floor as h 
goes upward. If he makes it to the top 
of the second screen, removing all th 
rivets in the structure, he wins the I dy 
back. But, alas! not for long. The gam 
continues to cycle throughout th 



screens, getting harder on every turn . 
Mario must continue striving for the 
return of his true love until three 
Marias have been killed. 

There are numerous differences be
tween this and the Nintendo version . 
Since the graphics are produced by 
matrixi ng, it wasn 't possible to put 
rungs on the ladders . This looks 
strange, but doesn 't really affect the 
game play. However, animation of this 
game by matrix ing produces some 
incongruities. Mario is counted as 
squashed by a tumbling barrel when 
he is standing next to one. A moment's 
thought explains this: obviously, ma
trixing doesn't allow two objects to be 
In the same space at one time. But it's 
very disconcerting to have Mario wait
ing at the foot of a ladder outside the 
range of a falling barrel, only to have 
him die because the barrel fell beside 
him. This takes some getting used to . 

Another major difference is the 
hammer. It has no effect on the game_ 
Gain 200 points for grabbing the ham
mer, but then it disappears instead of 
staying in Mario's hand to smash bar
rels for a few point-gaining seconds. 

Avoid touching the electric fence 
that Donkey Kong stands on . Mario 
can pass under it harmlessly, but fries if 
he tries to go through it. Likewise, be 
alert to the danger of running off the 
edges of the playfield . On the coin-op 
game, falling off the side is not a 
factor, but this hazard keeps the min i
arcade version from being too easy. 

On the second screen, Mario must 
remove the floor rivets on each level by 
running over them, then remember to 
leap over the gap left in the floor each 
time he passes that way. Since the 
barrels , flaming on this level, can 't 

GET STUCK WITH A 

lTOOll1J~® fF>!AW'gf/t· .. ' 
A DIRECTIONAL DISC CUSHION 

FOR A TOUCH OF CLASS 

ELEVATES PLAYING SURFACE OF 
DIRECTIONAL DISC 

. :., .. ~ 

ELIMINATES THUMB~~S~0:JR~E~N~ES~S5FR~0~M~~~~~~~~~:~~ VIDEO OV:!RPLAY 

Eledronlc CalMS 101 



DISCOUNT 
GAMES 

BY MAIL 
From So. California's lirst 
ALL-GAME retail store ... 

This monlh lealunng: COLECO 
Coleco VISIO" S189 .95 

Alari Conversion $69.95 
Turbo with Control S69.95 

Space Fury- Venture 
Mouse Trap- Lady Bug- Carnival 

Head to Head Football - las lJegas 
Head to Head Baseball- Victory 
Cosmic Avenger- Space Pamc 
Smurf Action- Horse Racing 

$29.95 
Zanon-Tunnels &Troll5 

L-- -S39.95 
W. carry A.tl rl , Int.lltvillon , Coleco, 

Vic 20 and TUII Ins1rum.ntl . 
Plu. " herd 10 find" Q.m ... 

1t Pnces H'lctude shlPptng .. 
11" Prices subtect to cnange Wllhout nO!lce . 

HOW TO OROER : 
Send money order Of check With ()(de, Calrl 
residents inctuoe 6". sates UX. An oroers 
snlppe<l wllI'IIn 48 hOUrs of receipt 01 verified 
payment . subject to stock on t\anc:1. If we 
don ', have It Of can' , get it we will relurn 
your money Phone InqUIrieS welcome 

ELECTRONIC 
GAMES 

RAM 
For ATARI 

48K RAM BOARD FOR THE 400 
with lifetime Warranty 

• Hlgh.sl qualtly available 
• Reduces po .... e' cons umplton 
• Reduces heat 

48K BDard (4001 

32K Board (400 , 8001 

16K Board (800) 

$150 
$ 90 
$ 60 

FREE SHIPPING ANYWHERE IN U SA 

INTEC 
PERIPHERALS 

CoRP 
906 E Highland A~e . 

San e.rnardlno. CA 92404 :m: (71 4) 881 -1533 • 

BEAGOOo 
NEIGHBOR. + 
HELP THE 
GOOD NEIGHBOR. 

TIll.' American Red Cross. 
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cross the gaps left by the mlssmg 
rivets. Mario should plan to keep a gap 
between himself and the missiles. 

The second screen has a variety of 
lad ies' belongings scattered around. 
By picking up his lady's purse, hat and 
umbrella, Mario gains 200 points 
each. 

Donkey Kong is a good solid mini
arcade version of the coin-op, and 
definitely the best climbing game to 
date for the stand-alone field . Anyone 
who especially enjoys this genre of 
entertainment should certainly try the 
Coleco version . even though the unit 
lacks the special spark that made the 
original Coleco mini -arcades so out
standing. Gone is the mult i-game 
capabilities of Pac-Man and Galaxian; 
also missing are the exciting head-to
head challenges. Even the demonstra
tion mode, found on every mini
arcade up to this one. is absent from 
Donkey Kong. It's easy to understand 
why. Donkey Kong is a very compli
cated game, dillicult to stull into such 
a small package, so some of the frills 
had to be left oil. 

But if you love cl imbing games. look 
no further than this. Donkey Kong's 
unending desire for Mario's girl will 
keep you busy on a rescue mission for 
many hours, trying to get the love-sick 
plumber to the top of the build ing and 
back in his lady's arms again. 

PAC-MAN 
Tomytronic/S45 

Fine clothes do not a lady make, or 
so the saying goes. This thought hangs 
in mind as I eye the Tomytronic stand
alone version of Pac-Man. It looks 
delightful. The sunshine-yellow fris
bee-shaped unit could pass as a futur
istic spacecraft, and the fluorescent 
screen is bright and attractive. But 
beauty is as beauty does. 

Set the unit for the amateur or 
professional level , then control Pac
Man 's trip through the mini-maze 
with four directional buttons. The 
game starts with a few bars of the 
familiar Pac-Man theme. Then get 
ready for munching as you steer the 
smile-faced. Pac-Man through the 
demi-maze, crunching up the goodies 
and avoiding monsters. 

So far. so good. The Pac-Man sym
bol is a cheery ball. The monsters are 
cuter than normal ; bright red with big 
eyes that seem to implore you not to 
gobble them. Even the power spots are 
pretty little stars . There are 18 dots of 
bait and two power spots on each 
screen, and one bonus bunch of cher-

ries. At the amateur level , there '" 
two monsters on each of the first th, t 

screens; starting with level 4, there IIJr 
three ghosts. ("Pro" setting gets th , 
monsters each screen. from the start) 
If your Pac-Man survives five levell, 
the score window reads "good" In 
mechanical judgment of your sklll\ 
Tally 2000 points and you get an 
add itional Pac-Man. 

The problem with Tomy's version of 
Pac-Man is that he can only gobble In 
the direction he's faCing (right to left) 
If Pac-Man is facing left and a power 
spot is directly behind him, he musl 
back up until it's ahead of him before 
he can gobble it. As if all this wasn't 
enough of a handicap. Pa c-Man 
doesn't have to actually collide With n 
ghost to be eaten. Simply being in the 
space next to a monster counts as a 
loss. This is because matrix ing doesn 't 
allow two objects to be in the same 
space, but it 's a shame that Tomy 
deSigners couldn't think of a bette, 
way around this problem. 

There are good points. The maze 
has two warp tunnels, allowing Pac· 
Man or the monsters to exit one side 
and reenter from the other direction 
When Pac-Man eats a star, a loud 
ticking tells the gamer he's empow
ered to eat ghosts for seven seconds 
And it's nice that the game provides 
the cherry prizes. They appear at ran 
dom intervals, always in the same 
location, and give bonus points to the 
arcader when eaten. 

The game flashes to signal its end 
when all the Pac-Men have been de
stroyed. To play again, turn the unit off 
and on; there is no reset button. 

It isn't that Tomy's Pac-Man game IS 
awful; it's just that it's been outdated 
and outclassed by other Pac-M an styl 
games on the market. Being able to 
gobble in only one direction is a fatal 
flaw when coupled with the matrixmg 
problem that causes Pac-Man to be 
eaten when he's a space away from 
any monster. The result is an unsat ls 
factory variation of a great game. No 
one playing with this unit could ever 
imagine why the coin-op version. 0' 
other video and stand-alone games. 
were such hits. And, unfortunately, 
all the pretty yellow fly ing-saucer 
cabinets in the world won 't make It 
play any betler! 

Of course. at least this is a leg lIy 
produced version and does come In n 
attractive housing. This is more thDn 
can be said for Epoch Man and simI! , 
take-oils on the real gobbler. 

e 



. SUBSCRIBE TO 

electronic 
GAmES 

We·ve got everything 
JOu want every month! 
Previews of the newest, best. most 
challenging games! Reviews of 
the latest gaming equipment! The 
valuable playing strategy you need 
to score higher, win more often, and blast 
the opposition! Special guided tours of the 
country's most exciting commercial arcades! Fun· 
filled features on all aspects of your favorite hobby! 
Answers to your gaming questions! And much, much more! 

•••••••••••• • Use th is coupon If ELECTRONIC GAMES order card is missing ~. 
~~~~JJ = • Mail to: ELECTRONIC GAMES 

• 
Subscriber Services 
P.O. Box 1128 

• Dover, New Je, ~ .. y 07801 

= ~~:;;;R 
. --=~~~~ 

=~~~ii • • • • • • 

V&SI I want to subscribe to I!LI!CTRONIC GAM&SI 
o Send me 12 issues (1 year) for $28 (I save $7.40 on the newsstand cost) 
o Increase my savings! Send me 24 issues (2 years) for $48.00 (I save $22.80) 

Name .............. . .. , ...................... ... .... ..... . ... . . . ......... . 
(p\e,as. print) 

Address 

City ........................... State .... • .............. Zip .. . ........ . . . . . 

o Enclosed is my payment of $ ... ............... . o Bill me later 

• • • • • • • • • • • • • ...... - For Canada : 12 Issues, $32. U.S. funds. For all other countries 12 issues (Air Mail only delivery), S64, U .S. funds. • • • • • 

Please allow up to 60 days for delivery of your first copy. • 
811224 • • • 



lJirJElll Ufilirni'ElrJ 
w. he .... all your f • .,orlte 

video game. cartridge. with 
the lowest prj""" on any planet 
If you don' t .ee It her., call 
our 800 number for our fr •• 
catalog to get the complate 
lIating of all our gam ••. You 
won't find a wider •• Iactlon 
at lower prices anywhere. 

ASTROCADE 
MODEL DESCRIPTION 

1015 Pl,atesChase 
2011 The- Inc'@'(\,bleW'la,d 
2018 Solar ConQve<8' 
2019 Cosmoe Rlliders 
500' Conan '"he B .. r!)il/lan 
5005 Ar1Ille1'y Oul"l 

ATARI 
GX2615 Demons To Q.amonas 
C)(26'Q Real SPOrt aUeb;lH 
CS2659 Rilidefs 01 lost Ark 
CX2650 B&flefk 
GX2655 Ya~5 Revenge 
GX2656 Adventure I 
CX2657 Ad""""l,Ife 11 
CX2660 S~I RiiI.ders 
CX2E7' E T 

ACTIVISION/ATAR I 

AGOla Kaboom 
AGOt9 Sl(y JInkS 
AX015 ChoDpe, Command 
AX016 Slar Mastel 
AX017 Megaman.a 
"XOI8 Plrtall 

TIGERVISION/ ATARI 

TV100. Kong Kong 
TV700. R,vel Patrol 

COlECO/ATARI 

CAI245' Donkey 1(009 
CAT24S. ZalU:on Jln 
CAT24S5 Turtxl J.n 
CA T245 7 Vell1ule 
CAT2459 Mous. T,ap 
CA12 .65 Smurl "C"on J.n 

IMAGIC/ ATARI 

COST 

2649 
28 .99 
2899 
2899 
28.99 
289:J 

2199 
2199 

" 99 25 '9 
25 '9 
'899 
'899 
3' 49 
J.49 

1949 
19 49 
2599 
2599 
2599 
2599 

23.9 
.8 49 

29 .. 
2999 
2999 
2999 
2999 
2999 

IA).OO Flfehgtuer .9.9 
'A3200 Demon ""aell 2599 
'Al20. SIal voy~ 2599 
lA3600 RlOdle oj lhe $00,"_ 2599 

MATTEl M· NETWORKIATARI 

566. Flogs & Fhes 
5658 Football 
S662 Tloo Oeaa1y DISCI 
5663 LocI( N' Cnase 
5667 Dar1l. Calretn 

PARKER BROS./ATARI 

2499 
'899 
3449 
3449 
3449 

PBSOSO Empole 5tllkes BaCk 2899 
PB5300 F'O\XIel 2899 
PB5320 SUpel Coon 2899 
PB5900 $plOertnan 2899 

US GAMES/ VIOTECI ATARI 

vCHX>l Space Jockey .899 
VC1004 Commano 0 Rilld 2299 
vC1(X>9 Towenng Inlemo 2799 

ARCADIAIATARI 

AR4000 SuperCl\alg8! 
AR.'01 CommunIS. MulalllS 
AR4102 Sulc.ae MISSIon 
AR-UOO Exeat bel 

COlECOVISION 

COL2.05 Atarl CoooJeflel 
COL2413 Turoo(WICorllrOl) 
COL24.S Space Furo, 
COl24,9 Mouse Tlap 
COl2422 FOOll~" 
COl2.39 Las vegas 
C0l2U3 Smurl ActIOn 
C0l244 , Tunnels 5 TloIIS 
COL? .. 7 Space Par"c 
COL2435 Za)l)loo 

6499 
1299 ",. 
"99 

6995 
6999 
2999 
2999 
2999 
'999 
2999 
41 49 
41 49 
.995 

MATIEL INTELLIVISION 

530' Flog Bog 20 49 
2612 Space Same 27 .9 
5391 lIon Oea(Jl.,. DISC 28 49 
5392 lron Maza110n 2849 
3.,0 Dul">9eons & Ofaoons 3349 
5305 N9'" STalker 3349 
5637 Lac" N Cnase 33 .9 
3330 InlelllvOlce 7249 

COlECOIINTElllVISION 

CMAl. ', Ooo"e.,. Kong 
CMAl4 73 Turbo Jan 
CMA,2487 Zanon 

OTHER GAMES 

3399 
3399 
3399 

AooIIO/AIAI! 
Comm.'III4/A~11 
081a Age/Ala" 

Specll"'III"onIA 101" 
'I'T'I1ICjJ:cJln\eI' ,VllIOO 
Odyssey 2 

GAME ACCESSORIES 

WICO 
W15 ·9714 JOVShCk 
WI5 '9730 RedLallJovsllC" 
W 15 9708 Deh ... 3 JOVSllCk 

2,"9 
2649 
'899 

HOW TO O"OlA 8Y MAIL For PIOn'IPI srup
menl58no moneyorOef CeI'llhe" CIleC" c.asnrel's 
Cflec" Malile/Caro. VIsa, (".,cluOe calo t\umt)er 
,"Ierb.lln~ number e>;p"<ll,ondale <lno srgnall,l'et 
There WIll tle III two-week delav '0' cnee" Clearance 
SfllPPlng and Insurance ct'large IS $. 50 OfllO 
reSldent5 adO 5','\,% sales lax 
Pr,ces Sublett To Cnange W,U'IOUI NOire. 

VIDEO UNLIMITED 
POBOX 38145 • CinCinnati, Ohio 45238 
1-80().543·7239 . IN OHIO 1-800-582·7387 

IN CINCINNATI (513) 244-9990 

Send or call in '/Our order & ask lor our Free Catalog 

New Release Advance Orders Accepted 

FingerTip Controller ,. 

WORKS LIKE A JOYSTICK 
a·way directional a(lIOn Two yeal waflanly 3D-day 
moneyback guarantee Five responSive alcade-Qual,Iy 
durable buttons Unbreakable plaSilC case LeU ,haM 
models available lS" W3 lJ. " , H2'· . 6 11 caole 

ModellOl-FingerTip Conlroller l .. lor Atar l' 
2600. Sears Video Arcade1M , Alan" 400 / 800 
Computers , Commodore'!! VIC·20 Compuler 
$19.95 KIT $14.95 
Model lOlA- FingerTip Conlrolier™ with 
remote leset & select switch Includes 
dlrecllons to connecl 10 Alan 2600, $24,95 
Model 101 TRAY-Custom Tray ItIS on lOP 01 
Alan 2600, Use for SlOn09 two FingerTIp 
ControllersTIoI or cartndges $5.00 or FREE 
wllh purchase ollwo FlOgerTlp Controliers™ 
Model 103- Mouth operated joySlick and 
stand for quadraplegics includes pulf SwllCh 
and remote seleel & resel SWitch $65_00 
Model 201-FingerTip Controlier™ lor 
CotecoVisionn~ Includes "bOOlb" bullon 
S22.95 

ShIPorrg & /I,lld 1~9 S3 taI,l resllleN,.oct 6.,.,,. ,.) 

KY ENTERPRISES 
Cuslomized Video Games and Controllers 

195 Claremont, Suite 28BEC 
long BeaCh, CA 90803 

12131 433·5244 

The hardware / software system 
that convert s your Apple II into 

a sophis ticated Afar; 2600 
VCS'\l game developmetlt 

workstQliOl' 

Now Available for the Atari 
5200 HES'" 

Five minutes to install 
- .-

No machine modification - . -
Opera t iona l simplicity 

Real time g;-m~ development 

Order Now For Immedlate Delivery. 
CAll40B--429-1552 

~
I " FROBCO. ,I),v 01 

Tri -Comp Polytechmc.,\ 1m 
PO. 80'0: 2780 

Santa Cru.£, CA 05001 
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ATTENTION 
ATARI VIDEO GAME OWNERS 

VIDEO GAME REPAIR 

ONLY 

$ 29.95 
ATARI 2600 & 2600A 

Includes all parts, labor and shipping 

• All replacement parts meet or exceed manufacturers specifications 
• Our exclusive 180 day warranty is double all the original 

manufacturers warranties 
(* Does not include cabinet parts) 

• All units shipped within 72 hours of receipt 
• All units must pass 16 Point test, plus a grueling 2 hour endurance test 
• All units are clean, inspected and sealed, prior to shipment 
• All units shipped fully insured for replacement value 
• All units returned to customer prepaid 
• All repairs performed by qualified Electronic Technicians 

Dealer inquiries invited 

Name __________________________________ _ 

Address ________________________________ _ 

City ___________ State ______ Zip ____ _ 

Phone Number ...!( __ -"-______________________ _ 

Card Number. ___________________________ _ 
Expiration Date __________________________ _ 

Signature ______________________________ _ 

SHIP TO : 

Video 
(jame 

Service 
35009 Automation Drive 

MT. CLEMENS. MICHIGAN 48043 
313-792-6202 

Remember to include: 
joy.tick. 

• Ship prepaid via u.s. mail or u.P.s. 
• Enclose check," money order or Visa/Master Card and date 

powe, auppIJ 
ante""_ awltch 

• Sorry no CO.D.s. 
(** All personal checks held 2 weeks) 



HOME VIDEO GAMERS: 
WHICH NEW GAMES WILL YOU BUY? 

THE LOGICAL GAMER, the first monttl ly tabloid newspaper just for home video 
gomers, con help you decide with detailed game descriptions and our unique 
double reviews of virtually every new game coming - often before they hit the 
store shelves. PLUS: News, fea tures, editoria ls, The Trading Post and MORE l See 
fo r yourself why THE LOGICAL GAM ER is the best monthly buyer's gui de goingl 

Trial (6-lssue) Subscription: One Year (12 Issues): 
$8.00 $15.00 

Mo~I.rCord ond Visa orden occepl.d - ~d (Otd " .... p do'" .i9f1otur • . 

SPECIAL! SAMPLE ISSUE: $1.00 

lill;;~I:: :III:iillll;~I:::iilli: 
8125 S. W. 21st· TOPEKA, KANSAS 66615 

VIDEO SPECIALTY STORES :{r.{{ NIGN CAIN R1TflRNI! i}1f;1I
~ NOW IN ~o LOCATIONS w.. 
~ IN THE USA ~ AND CANADA ~ 
lucra tive Ground-Floor Opportunity to Own Your Own Video Spec.ally Store In Iha EXPLOSIVE HO ME 
VIDEO MARKET! Operate ~our own SalOl and Rental Buslnen . lealur,ng Major Stud ios' Vid eocalleltes 
and Discs, V,deo Games . Top Brand VIdeo Equ'pment al'ld Mal'lY Prol'table VIdeo Accessor,es. Total Turn· 
Ke~ Operal,ol'l . Public Company INA.SDA.Q : \lDEOI supports you '1'1 its SUCCE S S PROV EN eOl'lcepl ,1'1 a 
Major Growlh Oriented Bus,ness . Inyest mentrequ Jred trom $12 .500 . Secured by E_tens,yelnyentory , 
Protec led A,ea and Prom otional Mate ria l. Comprehel'ls,Ye On S,le Traming proy,ded . * NO ROYAL TIES! * 
NO FRANCHISE FEE! * For Furthe r Oela,ll. Ca ll 0 1 W"te jlnclude Phone Numbel) to: Mr. Kramer . Dtrector 
0 1 Markel ing . THE VIDEO STATION . INC .. 1740 Stanlord SI . Santa MoniC3 . C A iQ404 , (213J 453·5535 . 

THE LARGEST CHAIN OF AFFIU4TED IIIOEO STORES IN THE uS & CANADA' 
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* SENO FOA OUR PR'CE SHEET * 
Include Name . Address. Phone Number, 
Add 3% Fn /Handl"'9 . TUa' residents ikld 
5% sales lax . All Mlrs. Warran"es ApplV 

MIJn~,C.'d - VISA ildd 3~ ilrld Z mclude l!Kp"IJtlon diH~ Orl cilrd. ~ 

PRICES SUBJECT TO CHANGE -
WI THOUT NOT ICE 

At ... , 400/800 .,. tr,d.m.rlu of All". Inc: 

8 Software 
t' Boot 

• 

P .O . Bo )( 396 
Richardson , TX 75080 • •••••••••••••••••••••••••••• 

• Play Coleco-Vi.ion · !am .... II .h.)' ..... ,.. m .. nt • 
to b. 'plated with our professiona l NEWPORT • 
HiAh Qua ity Joysrid:s. : 

• • • • • • • • • • • • • • • 

NEWPORT model 150CY • 
Has .wo fi rinA bu llons a nd includ .... on. " Y" • 
adapter which is ~uired fo r Coleco-Vision • 

Riv., Ind L.1c H.nd.d • 
Ki l ' K· aoCY·R D 'K· 1SOCY·LD S34.9S • 
Asmbld 'l SOC Y·R 0 'I SOCY·L U S38.QS : 

NEWPORT model 150C 
Same al above; does not incl ud. th, " Y" odaptu. 
Ki t . K·1S0CR 0 .K· ISOCL 0 SZQ.9S 
Asmbld ' lsoCR 0 . aOCL 0 5)) .50 
.oy" Adapter for CoIaco-VIslon 

, ye U S~,'M 

SOFT·Touch Controll ... 
Kit (LarAe Bod ' ST1 ·R 0 ' ST1·L LJ S14.QS 
Asmbld (Sm. Bod STz·R 0 N/A SZ4.QS 

CATALOG & C ... t1velde •• 
Bu ild your own cullom joysticks and CORIOI.s. 
Send today for our c. t.loa of profe.sional q ua lity • 
joysticks . controll.rs a nd compone nts. This 
cala loa also includes "C rea tiv, and Innova . ion 
Ideu," which has many ns)' 10 follow sch. ma l ics 
and Instructions for Ih. crealive mind . 

• c.., .. lo~ "'" 
~ : M~~b~d ..... TOl'~ 1 

• Colr! . ~ . m " Ru. 
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: Addrt .. _ ___ ________ _ 

: CIl), SlItlt __ Zip : 
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• (6 IQ) S7J.~77 • .............................. 

CHESS FOR ONE 
Continued from page 74 

surface that automatically Plckl lIJl 
every move and enters It Into Ihr 
computer 's memory. This excellt'li l 
chess program. designed by Dan Jilt! 
Kathe Spracklen . has nine skill level" 
ranging from novice to adllanced 
player. It 's upgradeable . in case ,I 

better program is ever devised for the 
Challenger. It is a handsome un it made 
of durable molded plasti c. The Sensory 
oHers a battery of special options and 
features, and qualifies as one of th 
best computer games in its pnce range 

The SciSys Chess Companion. Mod 
el # 203, is an eight-level. sensor-type 
chess computer that suggests and 
takes back moves. plays either Side or 
against itself. and solves mate In foUl 
problems. The Chess Companion rec· 
ognizes castl ing. en passant captures. 
pawn promotion. and all draw moves 
A special key even enables the user to 
program open ing variations. ThiS un· 
usual ly attractive high-tech deSign lists 
for $115. 

Applied Concepts markets an en tire 
line of chess computers at va rying 
price points , under the Destiny name 
Destiny Laser Chess, sell ing for under 
$250. uses tiny light beams to scan 
each square of the LCD board and 
boasts nine levels of play . Destiny's 
sensory Prodigy costs less than $1 50 
and has both keyboard/ display input 
and output. Moves can be made on 
the sensor playing board. or entered 
on the 20-position keyboard . ThiS 
portable unit sports a budt-In chess 
clock. an unusual feature at th is pnce 

Appl ied Concepts pioneered up· 
gradeable chess computers with the 
Great Game Machine. The new mod 
el, called the Mega 4 Great Game 
Machine. is 100% faster in search and 
play capability than its predecessor 
This completely portable game com 
puter still plays all existing two 
megahertz game cartndges. but a new 
line of four megahertz games has been 
programmed to utilize ItS increased 
capabilities. The master chess ca rtndge 
for the Mega 4 is Steinitz-4. With 
eleven levels of play and a complete 
chOice of time parameters. There's 
ellen an infinite search level for postal 
chess players. Additional cartridges ar 
available for the Great Game MachuH'. 
and the opening and endgame C.llh 
can be used in conjunction Wi th 
Steinitz-4. The Mega 4 has a lin of 
other games available . including Bor· 
chek (checkers). Od in (rellersl) ,'lld 
Las Vegas 21 (blackjack) . 



Applied Concepts' Destiny design
ers haven't forgotten that some gam
ers prefer to play on computers. The 
Mate is a hands-on chess peripheral 
that connects directly to the Apple II. It 
has an upgradeable program to bar 
against obsolescence. The chessboard 
senses the movement of a piece on the 
board . Then the computer responds , 
displaYing the move on the computer 
screen and flashing LED lights on each 
square affected by the move. The 
Mate sells for $299.95 complete . 

There are a variety of chess pro
grams available for use wi th comput
ers . Almost every software company 
has at least one chess disk in its cata
log. One of the best is from Hayden. 
Sargon II was programmed by Dan 
and Kathe Spracklen, currently the 
chess programmers for Fidelity Elec
tronics. Sargon /I has seven levels of 
play, will let you know the moves it's 
thinking about. and even gives hints. 
On disk for the Apple II, it sells for 
$34 .95. You can play chess with no 
board or pieces ; all the action is on the 
screen. 

Even vldeogame companies recog
nize the popularity of pawn-pushing. 
ColecoVision has licensed Fidelity's 
Chess, to sell for $30. Playable either by 
one person against the ColecoVlslon 
computer, or two people with Col
ecoVislon monitoring, thiS is probably 
the strongest program available for 
any vldeogame system. Atari has a 
cartridge called Video Chess for the 
VCS for only $26.95. This may be the 
least expensive of all the automatic 
chess games. Mattei offers USCF 
Chess for Intellivision. A special fea
ture of this cartridge is slow-motion 
replay so the gamer can study the 
moves In the previous match. 

If you spend a lot of time on the 
move, a portable un it is worth con
sidering. Every company offers at least 
one moderately priced travel set. 
Travel Sensor Chess from SciSys IS an 
eight-level sensor-type chess comput
er with an integral sensorboard _ Red 
LEDs run parallel to the chessboard 
and Illuminate the coordinates of the 
computer 's moves. The sensorboard 
automatically enters all moves into the 
computer as the chess pieces advance. 
You can even store board positions 
when the machine IS set "off" . Travel 
Sensor Chess lists for $50, including 
the molded chess pieces and a dust 
cover. 

Fidelity has a portable player called 
the M ini Sensory Chess Challenger. 
The sensory playboard recognizes and 
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You II be 9100 you dldlll 

~------------------
STNO ________________ __ 

~
. APPlE. ItHELlIVISION . ll\5. 

ODYSSEY. BAllY, PET 
I __ and more or VERY LOW prices 

~ '\ ~ w~ cony tulllln9s of 

CITY ____________ ~TAT( __ 

~ Gam@ CompUf@B. Conrldge s. 
Siorage Cos..s, CosW!'lTt!' and 

Disk Gome s. Joys,lkN ond other 

n' ________ _ 

MQI To 

gom~ accessories all Neat Wholesa le! 
COMPUGAMES. INC. 
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USED VIDEO GAME CARTRIDGES (for Atari VCS) 

)I\. 
ATARr 

You MUST Send A 
Sell-Addressed , 

STAMPED Envelope To 
Receive Our Buying 
& Selling Price list 

Print Clearly. 

FOR USE WITH 
AND SEARS SUPER VIDEO ARCADE 

• More Control • Improve Skill 
• Higher Scormg • Greater Accuracy 
• SImple to Attach • Less Fatigue 

$599~~S 
PAIR POSTAGE 

R COS T INF- OHMA TION 

C & T CREATIoNS 
127 Weybosset SI . Providence. RI 02903 

(PLEASE PRINT} 
NME ____________________ __ 

~$-------------------
CI TY' ___________________ _ 
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Build Your Own 

ffU':I~lY flRLfl[)E "" 
* • * • * * * * • • • * • • • • • • • * Enjoy the fun and realism of an arcade In * 
* your own home with "fEal&' fRCfIi no .. t the * 
• new video game enclosure! * * * • * * •• 
• • * * • * • * * • • • * * * * • • * 
Custom designed plans are now available for all AtariT~ 
Intelllvlaion TII

, Odyssey 2''', Colecovislon~ and Sears 
Equivalent Systems, (with or without voice moduleS). 
Ptans Include: layout and cultlng drawings, step-by
step assembly drawings and Instructions, and a list of 
all required matenals (obtainable trom your local hard
ware atore tor less than $50). 

• • * * • • • * * • • • • * * • * * • 
Please send me set(s) of custom plans at 
59.95 per set for my: 
_ Atarl''' VeS/Atarl no 2600 ARiSears Video Arcade Too 

_ Atarl "" 5200lSears Video Arcade 11 , .. 
_ Inteilivislon'" ISears Super V ideo Arcade TV 

_ Intellivisionnl ll 
_Odyssey 2T'1t 
_ Colecovlslon no 

I enclose $ •. check or money order, (add 
$1 ,00 for postage and handling). 
Name; __________________________ _ 

Street: __________________________ _ 

L.:C:::!lty~· ===::!!S'a:!!'e;Z;;;;-;;;;-;';:Zi:!!.p ==;;;.J ff1r:1~lY 
- MO. relldents add 5% Itate sal .. tax-

• • Family Arcade II In no way affiliated with the above 
mentioned manufKturerl or their products 

4923 Powder Mill Road 
Beltsville, Maryland 20705 

All your favorite video games 
now at mail order prices! 

'A1IIUthVl Yi(lPb 2309 FRANKLIN RD" S,W. 
ROANOKE , ViRGINIA 2401. 

~
J~t! Name r.-: Address ___________ _ 

City __ ---,,--_,State __ Zip-;;-: __ 
G"m.. B Ala" B COIC("O 

A ge _ _ Fo"""~ Inlt"I'vl$'Oll Odyuf'y 

(Please Print ) 
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records every move, then LEDs and 
beep tones inform you of the compul 
er's response, It boasts infinite levels of 
play, and random computer responses 
that make every game diHerent. PI y 
either side at any time, and change 
sides during the game, A variety of 
special features make this a hot buy al 
$60. 

Another self-contained game comes 
from Mattei Electron ics, Computer 
Chess has four skill levels, and an LCD 
playing board , If the computer shows 
signs of beating you, take back up to 
three moves, or ask for help on the 
next move, This tiny hand· held game 
is a low-priced goodie that chess en
thusiasts will want to carry every
where, 

Most people play chess somewhere 
between the 1200 and 1600 level ; No 
matter what strength player you need 
or how much you want to spend, 
there's a variety of electronic chess 
games ready to give you the kind of 
challenge you need, e 

READER REPLAY 
Continued (rom page 18 

without a planet when you can reach 
waves as high as 50, 

Howard Dombrower 
Add ress unknown 

Ed: Way to go, Howard, With the 
advent of the ColecoVision, of course, 
there are whole new worlds of oppor
tunity awaiting the prospective vid
eogame cheat. Did you know, for in 
stance, that in Donkey Kong, Mario 
can be made to dimb the ladders at 
nearly super-speed? You simply have 
him take a single step up the ladder, 
pause for a heartbeat, then continue 
on up, Mario zips up the ladder 50 fast 
he almost loses his mustache! 

ObViously, a follow-up look at the 
possibilities of bea ting the home sys
tems will turn up on the pages of EG 
before too long, 

GETTING FLOPPY 
Does your magazine cover arcades 

as well as home video, computers and 
other electronic game items? Also , 
could you provide information on gift 
subscript ions as I have a brother who's 
a videogame nut and I'm sure he 'd 
enjoy your magazine, 

Scott Lapham 
New York, NY 

Ed: Scott, we cover it all, EG /ooks at 
i ts audience as hobbyists who just 
happen to be interested in electronic 



Now you can eliminate .. the drudgery of discon
necting and reconnecllng your video equlpmenl 
each time you use 11 ••. the tangled mess of cables 
which are ImpoSSible to trace out ... not beIng 
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gaming, from hand-helds to comput
ers. As for gift subs, iust check out this 
issue of EG for the word on how to get 
this dazzling publication all 12 times a 
year_ 

IS IT I-MAGIC? 
There's something that's been on 

my mind ever since I purchased Im
agic's incredible Demon Attack for the 
VCS. I can't believe how much the 
software for the Atari 2600 has im
proved in the past year. A year ago, it 
seemed as if Atari's Asteroids was the 
very best the machine could do -:-

what with all the talk of flip-flopping 
bank switches and such. 

My question is this : have there been 
that many new programming de
velopments or have all of the VCS
compatible cartridges advanced so 
much due to the new software com
panies with fresh ideas? 

Will Simpson 
Silver Lake, CA 

Ed: Good question. Actually, the 
fact of the matter is that many of the 
veteran software deSigners who 
created the original Atari programs 
have moved on to the newer com-

-, 
panies such as Imagic and Activision, 
where they have continued to learn 
the secrets of the yes. Since its incep 
tion, the software-oriented 2600 has 
consistently produced " impossible" 
effects - everything from scrolling to 
horizontal, random movement. 

The truly amazing aspect to all of 
this, however, is that the improve
ments iust keep on coming. You be
gin to wonder if Demon Att.ack isn 't 
already looking a little aged with items 
such as Pitfall and Atlantis bowing in! 

UP AGAINST THE WALL. EG! 
As fans of your magazine since its ===========================:0 first issue, our whole family enjoys not 

~~ WHY PAY MORE! Wf 
v>\)'l SAVIIiGS UP TO 75% Sfll 

USED VIDEO GAME CARTRIDGES 
For : AlARI 
COlECO VISION 
INTElLiVISION 
VECTREX 

:- SEND SELF-ADDRESSED STAMPEO-ENV-ELOPE-TD' 
I RECEIVE OUR FREE BUY & SELL PRICE LIST AND 
, LIST OF NEW VIDEO GAME CARTRIDGES AT 
, OISCOUNT PRICES I , - - - - - - - - - - - - - - - - - ---

SHOW & TELL VIDEO • GARDINER MANOR MAl L 
DEPT 99 .8,14 SUNRISE HIGHWAY BAYSHORE NY 1170b 
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only the words but the beau tiful 
pictures that appear in your magazine 
as well. Is there any way that some of 
the super pieces of artwork that 
appear in your pages could be made 
available to readers, maybe in poster 
form? 

June Landon 
Kingston, NY 

Ed: Gee, we really hadn 't thought 
about it before, but suddenly EG IS 
being deluged with requests similar to 
yours, lune. What about it, folks? 
Interested in seeing your favorite EG 
artwork in poster form for hanging on 
walls , etc.? If there is sufficien t 
enthusiasm for the proied, something 
could surely be worked out. lust let us 
know. 

One of the most rewarding aspects 
of working on a magazine such as EG 
is reading the mail. Each day, great 
white heaps of letters come washing 
across our editorial desks, most of It 
intelligent, articulate and , well, 
shucks, full of nice th ings about EG. 

But the best part of mail reading 
comes when a bright reader suggests 
an article idea they would dearly love 
to see - and we know that the very 
feature our reader has in mind has 
already been either discussed or 
assigned or actually written! It means 
that we 're on the same wavelength , 
that we can pretty much tell what our 
readers will go for just by our own gut 
reactions. 

So if you happen to be occasionally 
disappointed when your letter with 
that great suggestion doesn't turn up, 
just wait an issue or two - and you 
may find the feature you want ' \ 
waiting for you in all its full -color 
glory! 

And if it isn't well , write us again 
That, after all, is what this column II 
for. Till this same time next month, 
then, happy arcading' e 



(Fantastic! !) 

VlC-20 COMPUTER WILL PLAY 
ATARI GAMES CARTRIDGES 

when you plug in our 

GAME LOADER! 
Wow!! Now you can pla y all Ata ri gam e cartridges on your "VIC·20 Computer. " Atari 
VCS carr ridge video games. Activis io n. Imagic . M· Network cart ridges will a ll play on your 
"VIC- 20 Compu .. r." when you use our new "GAME LOADER" p lus you get fa ntastic 
VIC·20 sound and gra phics. 
LIST PR ICE 599 .00 SALE 579.00 " 15 DAY FREE TRIAL" 

• We have Ihe lowes I VIC-20 prices 

• We have over 500 progra m s 

• Visa - Maslercharge - C .O.D . 

• We love our customers! 

PROTECTO 
ENTER PRIZES (FACTORY·DIREcn 

BOX 5SO, BARRINGTON , ILLINOIS 50010 
Phone 3121312·5244 10 order 

400 """ HOME COMPUTERS 
'16K . • .••.. $'199 ATARJ' BOO 

\ 4BK 
32K .•••.. $274::: 

4BK ...... $359~: 
:-:: Non-Atato Ram 

$499. 
GAMES 

410 ~eCO'del 17400 Pac Man S3300 K - BVTE 
8100' .... Orl ... e $"2900 Cenl'oeoe S3300 

K-razy Shoot OUI 
822 Ptonter $26900 Ca\lems 01 Mari '3200 

$3200 

825 Plln'e, '58900 .q;telOlds 12900 
Koraly Krllle,s $32.00 

830 MOdem $15900 MISSIle Command 52900 
K·,uy Anlt(:s 53200 

820 Pnnle' 525900 SI8' RaIders 53300 
1'( ·"81 1'11,01 53200 

850 InTerface 516900 aetender 53300 complete line of CX40 JOyshCk, (Pa ..... 51800 GaI.lI.ran 13300 
eX853 "Ian 16K Ram 57195 
One Year e.lttndeo Warranty 51000 ON-LINE WICO eX481 Enlenalne r Package 56900 JawOreaker $2700 
eX482 EoucalOf Paella"e $13000 So/lporn $2100 

.Joy Sticks eX483 Prooramme. pac .... ge 554 00 W,tato ancllF\e P"ncess 52900 
Ck4S4 CommunrcaTor P.ckage 534400 The NeAT Step 53400 and ""'00 R.mOrsk (1281'(1 $42995 MllSIOn AslerOld $2200 
Inl&l: 481< bra $15900 Mous"'att8(:k $3100 

Traxball InIac 321< Board $1 4 00 FrOO"e' $3100 

computer mail order 
east BOO-233-B950 

In Pa. Call (7 17)327-9575 
477 E. Th ird St., Will iamsport, PA. 17701 .3: BOO-64B-33'1 '1 west 

In Nv. Call (70 2)588-5654 
P.O. Box 6689. Stateline NV. 89449 

Electronic (latnH ", 



THE GRABBERTM 

• Duplicate Arcade Action 
• Rugged Design 
• High Speed Maneuvering 
• Greater Joystick Control for 

Your Atari , Commodore and 
Sears Video Game System 

NAME 

PUSH.A.MAne TM 
22451 VENTURA IlVD., m . """ 
WOODLAND .. US, CA 91364 

ADDRESS 

~ nAn 
~. ___ Hdlg, 

C OR·2 3.15 .95 
TOTAL .Mr. 0 ' MDSL 
ADO 6'11% SALIS 'AX IF 
DlUYERfO IN CAUFORH1A. 
TOTAL ORDER 

SORRY - NO C.O.D.'. 

ZIP 

e • 

Enclosed Is my c".ck or mone... Old., 
$ ___ , Make payable to PuIh-A-moHC. 

I wa nt a tr .. brochur. on PuIh-omotiC vtdeo 
and audio products. 

r NOW! YOU CAN ORDER DIRECT FROM telesoft, inc. & SAVE: 
, 

FREE! 
STICK STAND 
wilh FASTBALL 

~<.c.-~\-' 
REDUCES 

HAND 
& WRIST 
FATIGUE 

(With purchase of $6000 
or more. A SS" value!) 

~.~ 
SL4*C1IM'gef . •... $64.95 
Communist Mutants IUS 
Slkidt Mission 1495 
Artbll 14.95 
Minclr'r'latttf 17.95 

, 

=''' ChLWeI' Corrmn:I 
Grn PI,. ...... """ ... --""""" F, ..... 
e- ... 
r .... 
&"" 
"''' F 1$/WIg OefDy 

,. " 
" 00 
" 00 
" 00 
" 00 
., 00 ,. " 
" 00 
" 00 

(COLECO) 
SI68 '1.> 

30" 
'91~ 
6900 
1O " 
1O" 
1O" 
1O" ., ,, .,,, .,,, .,,, 
.,'" CAl, 
CAl , 

~.~ 

Oa,sstr' VIO«! ~ S 1 6~ 00 
Oun! f a Tnt RII'IQ'S U 00 
U fO 28 00 
Poe .. .\It Ptit 28 00 
frftO)m F,gl'lltts 2800 
StnItTltIKIIS 

* "'" II C S 1( 111, C!'Iast 
.. YOICt 

Acrobl! .. yOltt 
CreMUlf • • ea 
Arc.df .. YOICt 
US Wgi:S 8lu~ F"", 
Al ITlOIJt«! (ncOUi'ftf 
b~I'9' e.~11 
MiIJl · A ·~t ...... ' COI'II()IIOf CooII 
I vt GOI ' OU! NullUl 

"00 

" 00 
"00 
"00 
" 00 
10 00 
1000 
1000 
1000 
1000 
1000 
1000 .. " 

_IRIROIHIRS 
f rOllOff $21 flO 

Sa< .. ~. __ - __ "" " .. 

(IMAIIIC) 
()rmo.oI AllM:I S2100 
Slit VOy'oIgtI 13 00 
COS/ftIC All 1300 
A,OOIe DI T~ ~nl 23"00 
Al I.'!!S 2790 
Tr ( 1 ShO! 1800 
f"t F,p' 1800 

..",~t.'t~nAVISION 
CIII", S~OI'I1I! 
IOWOIm 
C'~~ r llt 
PIA'1tl.P.OI ......... 
Ouidt Shtt ., 

$.2 1 IV .,., 
1110 .,., 
1110 

.. 12!.SO 

"'" C .... 
~AII«I 
TOwfI'tng inltf l10 
W!ord 8110 
COfT\II'IOD Rtoa 
woro l~ 
SnrM N P!(l 
SoIct JlXkty 

tele ~o.~t~ inc. 
P.o . Box 3456, Troy , MI 48084 

, . 00 

'''' 1600 
1600 
1600 
1600 
16 00 
, . 00 
, . 00 
, . 00 
1600 
} 1 1~ 
1600 C." 

$21 90 "., II., "., "., "., "., 
'"'' 

"""'" "" ..... """ .. r.s IkvtnQt 
Mou<1e COIT'IIIIlOO ,.,.,. 
Milt' Cr&l'f 
& ..... 
Suotr 8ru;,QU' _ 'm 
OOQI l Olds 
Sl(JtIm¥l 
SDit:r InQQeIl 
""tJeQPIIQ II 

C .. "" 4IM!Wuff , 
Aavenll,(t "1 "" ...... 
All On'IeIs 

". '" "'" ,. " ,. " 
"" ,. " 
'0\" ., 00 ,. " 
'"00 ,. " ,. " ,. " ,. " 
10" 

"" "'" '"'' CAl, 

COMPLETE 
COMPUTER 

LINES ., , 
CALL! 

m cornmoc':l • 

Tt'xa~ ~ 
In~trum{'nI' 

mcornrnodcre 
CommOGOlt 64" ' sptCli/) 

$499 95 

CBS So ftware 
!For "till 400 -800) 

KIAI)' Shoolout S36 00 
Krv, Kriners 36 00 
K·SlII Pairol 36 00 
Krv, Antik$ 36 00 
8ou1de15 & Bom~ 36 00 

(For VIC 20) 
K·SIal Pllroi 
KIAI)' Ant!u 

3600 
36 00 

ACCESSORIES ORDERING 
INFORMATION 

51":1 SI¥oo 
If. 
AIM, JOy SIICI 
WrCo JOy Sloet 
WICO Reel 8111 Joy Slott 
WICO T~ &.I r 
A:lI~COl'l1ll\lrldOf 

M.lfI'I ~Qtt Ac:cesSOl'ltS 

" " " 00 
' 10 

"'" , . OJ 

12 00 
C'" 

ChedI. MoneyOrdaI. Mu · 
tmew-d. Visa .flCl COO 
orders toc::ep(ed. All 00)II. 
sn'pped U.P.S collect 
MlcHgan fesidenlSa6d 4"'
sates tax. Hours t un. to 
• p.m. Mond.y t"ro~" ,...,.. 

VISA & MASTERCARD 
ACCEPTED 

CAll FREE 1·8OCJ..255·2000 III MICHIGAll1·800·742-4242 III CAllADA 1·313·524·1030 



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 received. And of course, this is also your ballot for casting your vote for the most 
popular videogames, computer game programs and COIn-OP arcade machines. 

Please return this poll sheet-or 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: 
o Male 0 Female Age __ _ 

HOUSEHOLD INCOME: 
o Under $5000 0 $5000-999 
0$10,000- 14,999 
0$15,000- 19,999 
0$20,000- 24,999 0 $25,000+ 

MARITAL STATUS: 
[J Single 0 Married 

NUMBER OF CHILDREN 
IN HOUSEHOLD : 

AGES: 
o 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 Plan to Buy 
Atari VCS 
Intellivision 
ColecoVlslon 
Odyssey' 
Atari 5200 
Other Videogame System 
VIC-20 
Atari 400/ 800 
IBM Personal Computer 
Apple II 
Other 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 th an 2 hours 0 2 -5 hours 0 6 -10 hours 0 More than 10 hours 

How much do you spend per week on electronic games: 

o Under $2 0 $2-5 0 $6-1 0 D Over $10 

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. __________________________________________ __ 

EIKtfonic Gimes 113 



THE PLAYERS GUIDE 
TO COIN-OP VIDEOGAMES 

Which games will be as hot in the na
t ion 's family amusement centers over the 
next year as machines like Ms. Pac-Man, 
Tutenkham, Donkey Kong and Tempest 
have been during the last one? EG's 
magazine with in a magazine will provide 
a quarter-saving guide to the up and 
coming pay-far-play machines. 

AN INTRODUCTION TO 
GAMING ON CABLE 

No fewer than three services for elec
tronic garners will be available to cable 
subscnbers before the end of 1983. Find 
out their good and bad paints in this no 
nonsense consumer's-eye view of the 
situation . 

HOW TO COLLECT COIN-OPS 
Sometimes. the oldies are the goodies. 

Coin-op authority Roger Sharpe will ex-

plain how you can own your very own 
copy of your favorite coin-op - and for a 
lot less than you might think! 

CONFESSIONS OF AN 
ARCADE TECHNICIAN 

Ever wonder what really goes on be 
hind the scenes at your favorite game 
parlor? Next issue, you'll get into the 
head of a man whose career is keeping 
coin-ops plugged into the act ion . 

There'll be plenty of other exciting articles and features 
of interest to arcaders, plus these regular columns: 

* P ... port to Adventure 
* OaA 
* Insid. Gamins 
* Arca.cIe America 

* Switch Onl 
• New ProcIucb 

* Test Lab * Readen Replay 
* EG Hotline 
* Gam .. Llb.1U'J 

* stand-Alone Scene 
* Mini-Arcade Gall..., 
* CoinaGp Classroom 
* SIr.teD Session 
* In •• rt Coin H .... 
* Pinball Palace 



OVER 250 DIFFERENT CHALLENGE LEVELS. 
What does Spyrus the Deathless, Timelord or 
Chaos, have against you? An armada or deadly 
Time Ships laden with nucleonic killers ... Iethal 
annihilators . .. anti· matter mines ... and the clock. 

Your only derense is the laser cannon mounted 
on your own Time Machine. And, or course, your 
own cunning and speed . Destroy one flight or the 
Timclord's Ships and another rollows. This time 
with raster, smarter and deadlier devices to trap 
you . Wave arter wave, with up to 256 levels or 
Increasing challenge. You may get past 10,20 or 
even 50 levels-but 256? 

For two or more players, Attack or the Time· 
lord reatures high digital scoring with memory 
plus exciting sound errects when played through 

the Voice or Odyssey' ! 
Attack or the Timelord. A challenge you 

can't turn back. 

-- - - -, -. 
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