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Hear at last. Games with

Alien annihilation never sounded
so good.

Because we've broken the sound barrier
on home computer games. With music.
You heard right. Music.

And we're not talking mamby-
/' pamby little bleeps here, pal.
We're talking
2V : toe-tapping,
n /k\; finger-snapping,
H . Top-40 stuff. Scored
- And playing throughout.
Which ought to keep a Joystick Jockey
like yourself humming right along through
each and every blast, bomb and blow-up
that threatens your existence.
From strategy games to shoot em ups.
Are you ready to face the music?
If Our Music Has You Hearing Things,
Wait Till You See This.
Incredible, arcade-quality graphics.

And they're so great—how great are
they? They're so great you'll want to play

just for our newest releases.

them again and again. And then you'll tell
your friends about them. And they’ll want
to play. And then your family wil Il find out
and they’ll all want to play. And then that
fat kid down the block will want to play.
And all your sister’s friends. And their
boyfriends. And...better keep our newest
releases a secret. Or get Dad to pop for
another Atari.

The First Games Ever, That 1ell You What
The Heck Is Going On, Right At The Start.

It’s just like a movie.

Except, instead of filling both hands with
buttery popcorn, youve got your hand on
the Joystick, tensed up for what'sto come.

And while you wait, poised, ready, eager,
you'll find out, through the terrific screen
titles, the objective of the game, the char-
acters and the scenario.

You'll find out what planet you're on.

What the fuss is all about.

Why you're involved.

And perhaps of singular importance to
you, how to keep from being obliterated.



real music for your Atari.

A Our Stdr Our Numero

Ly_rgf;‘“ (,hdngeb as you
play. Will drive you out of
your mind with unex-
pected switcheroonies. No one’s ever
mastered it. But you sure can try...

And then there’s Cosmic
Tunnels™ Four games in
one. Meaning four times
the challenge. Four times

; the chance you might just
get blown away The graphics are sure to
blow your mind!

R V1. Robot and His

B Robot Factory™ Looking
for a factory job? Here's an
B opening. Help Mr. Robot
thwart the aliens. Screens
scream with color, action and sound! Plus,
a graphics kit to design your own game
screens!

Monster Smash™ is

the gravest game to ever
hit the cemetery. And
it’s filled with a deathly
strategy. What do you
hdvc to do'f‘ Mash the monsters! Let the
visitors live.
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Cohen's Tower™ gets you

used to life in the Big City

fast. Starting you off in a

| ' skyscraper. But the boss is
really watching. So work

: fast. You might just get a

..1f you can handle the action.

Get reddy to bring your Atari the most
playable, the most graphically involving
new games it’s ever screened. Or heard.

It’s the most out of our minds.

And together, with your Atari, we make
beautiful music.

W DATAMOST

The most out of our mnnds.'
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WELCOME TO APSHAL.
YOU'RE JUST IN TIME FOR LUNCH.

Boy, have you taken
awrong turn. One moment
you're gathering treasure
and the next you're being
eyed like a side of beef.

You're in the Gateway
to Apshai.” The new cart-

ridge version of the Computer Game of the Yez

Temple of Apshai.
Gatew
 chambers to explore. And because 1t

l' controlled, you'll have to move faster than ev

But first you'll have to consider your strategy.

has eight levels. And over 400 dark

're after? Or glory? You'll
e but slaying mon-
cks up a gher score.

The Apshai series is the standard by
which all other adventure games are judg
And novices will not survive.

They'll be eaten.

One plaver; Temple of Apshai, disk/cassette;
Gateway to Apshat, cartridge, jovstick control.
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here is, admittedly, a certain amount of excitement and anti-

cipation attached to any trade show. But, somehow, the coin-
op events seem to transcend all others, even the Consumer Elec-
tronics Show. The reason might well be the set up. After all, you
enter into a spectacle which is nothing but the newest games and
amusement equipment, right there before you, all on free play. For
those who are really into games and enjoy playing, the occasion is
like a dream come true. The only need is the physical stamina to take
itallin, trying out every machine and contraption as well as walk-
ing up and down the aisles to see what’s lurking in some far off
corner.

That sense of discovery is an exhilirating sensation especially
when you can encounter someone and ask them if they’ve seen your
‘find’.The give and takeis incredible, because you’re able to gauge
the mood of an entire industry and the general responses to par-
ticular equipment and design directions.

Since coin-op does remain on the cutting edge of how the latest
technologies are being applied, Video Games has pulled together a
special report which takes you behind the doors of the Rivergate Ex-
position Center down in New Orleans where the AMOA was staged
atthe end of October. Beginning on page 30, you’ll get all the news
and previews as seen through my eyes and Steven Epstein, an amuse-
ment center operator and owner, contributing editor Steve Harris,
a high scoring player from Missouri who was attending his first coin-
op convention, and Valerie Cognevich, the editorial director for
Play Meter, one of the industry’s premier trade publications.

As has become the case in recent years within the arcade game
world, sometimes all the news isn’t available on the show floor.
However, Video Games has strived to once again be there first with
the latest. On page 26 we bring you the result of those efforts with
an exclusive up-close look at Atari’s soon-to-be-released laservideo
creation, Firefox. Based on the Clint Eastwood movie, the advance
word indicates that this may well be a game to.be on the look-out for,
not only because of some spectacular visuals and action sequences,
but also some exceptional sound effects and speech.

However, not all the events taking place are coin-op derived. In
fact, on page 20 you'll read about the origins of game play over the
years and why we may be seeing the types of designs currently
available. Elsewhere, J. Ray Dettling is back on these pages with an
impressive work of science fiction that might not be that far-fetched
given recent developments. ‘“Mind Games’’, which begins on page
58, serves up a world we could find ourselves living in, not too far
down the road, especially given the obvious obsession to make all
future games more realistic and interactive.

Rounding out this month’s VG, you’ll find another installment
of game strategies for Gottlieb’s Krull and Williams’ Motorace USA
(page 42) and a wealth of home carts and computer software reviews
of some of the newest releases to hit the shelves. And, if you thought
Texas Instruments was a dead issue, Mark Brownstein’s ‘Hard Sell’
of the model CC-40 (page 79) might give you some reasons to reap-
praise your position as this potent portable delivers substantial com-

puting power. ﬂ?,. C /’/}W
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Grand Prix champion just
driving in circles.

You've got to stop
sometime. The question is
when. Right now you're
in the lead. But the faster

you go, the more gas you consume. And the
quicker your tires wear down.

If you do pull into the pits, though, you lose
precious seconds. Soit’s up to you to make sure the
pit crew is quick with those tires. And careful with
that gas. Otherwise, poof! you're out of the race.

See your retailer for available computer formats

P

So what'll it be, Mario? Think your tires
will hold up for another lap? Or shc
play it safe and go get some new on
Think it over. Because Pitstop
one and only road race game where winning
is more than just driving. It's the pits.
Goggles not included.
One or two plavers, 6 racecourses,
joystick control.

STRATEGY GAMES FOR THE ACTION-GAME PLAYER.
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Open Forum
What kind of contract does your
magazine have with Atari? You seem to
be pushing this system to the limit. I have
seen publications that are a little one-
sided, but your magazine gives new
meaning to the phrase. Your so-called
‘“‘great debate’ between the owners of
the ColecoVision and Atari 5200 owners
is nothing more than an old and cheap
publication gimmick that I thought went
out with Packards. Another example of
your bias is your reviews of home game
cartridges. You had nine reviews of
Atari 2600 cartridges and not one of any
other system on the market. You also
neglected to mention the fact that you
used 5200 graphic representations for
three of your “reviews.”” This, my
friend, borders on the subject of false
advertising. It seems that the only Col-
eco product you did bother to even men-
tion was a system designed to play 2600
cartridges. I buy these game magazines
mainly for the information on new
home releases I might want to add tomy
collection but your publication is of no
use to me in this area. Last, but certainly
not least, the statement by editor Roger
C. Sharpe that *‘ VG covers the world of
video games like no one else can’’ is
something you should seriously think
about retracting. However an easy way
to get around this is to just rename your
magazine Atari Monthly or something
similar. | wrote this letter in an effort to
get your attention on the subject of jour-
nalistic fairness, and an attempt to make
your staff realize that there is a world
beyond the Atari 2600. A sincere effort
on your part could net you a whole cache
of new readers and subsequently in-
crease sales. 1 hope that you have read
this last paragraph carefully and take
this letter in the spirit it was intended.
William D. Harding, Jr.
Frankfort, Ky.

8 VIDEO GAMES

Dear Mr. Harding,

If providing an open editorial forum
Jor readers, who want to express their
likes and dislikes about anything having
to do with video games, even if it encom-
passes views about given systems, can be
called an ‘old and cheap publication
gimmick’ than Video Games Magazine
is guilty. However, the feeling here is
that VG readers buy this magazine
because of content above and beyond
the letters column.

As for your comments regarding our
bias for Atari, the issue seems to be less
our problem and more your interpreta-
tion of what appeared on the pages of
the December issue. If you would have
closely read the opening section of Soft
Spot you would have discovered that the
column for the month was focusing on
the revival of the 2600 system, After all,
50 much attention has been paid to se-
cond and third generation systems, and
yet the venerable 2600 continues to
receive support. In fact, if you would
have noticed in your condemnation of
our editorial policy; in looking at the
nine reviews, six were from different
companies. Hopefully you don’t think
that VG has a contract with Atari which
allows us to force other manufacturers
1o produce carts just for the 2600.

Your point was well taken concerning
the visuals and for that we do offer an
apology. However, we truly believe that
VG is a special magazine in the field that
gives readers the kind of information
and insights that can’t be found in any
other video game-oriented publication.
If there are areas we should be doing
something more on, we get a great deal
of our direction from those readers who
JSill out and mail back to us our monthly
questionnaire.

If you, or any other reader, has some
specific suggestions for how we should
be covering certain topics, or what we

can add or delete to make VG a better
magazine, we’re more than willing to
listen and respond accordingly.

In closing, just don’t take offense to
the fact that the dialogues continue be-
tween readers whether it’s comparisons
or contrasts between systems or any
other subject. And, lastly, it is hoped
that you too will take this response to
your letter in the spirit it was intended.

—Fd.

To All The Friends
Of Harry Williams

I want to thank your for your warm ex-
pression of love and respect for Harry
and me. My beloved Harry died Sunday,
September 11, 1983 at 10:50 PM in
Desert Hospital. He was given the last
rites and [ was blessed enough to be at his
side when he gave his life over to God.
Harry was a most marvelous man and
my years with him were a rich treasure, |
was always aware of his courage, love
and gallantry, but never more so than his
final battle with cancer. He never lost
hope, he never gave in to the disease that
punished his body with such pain. He
was alert and planning for the future. He
even continued to work until March. His
mind was always creating. He was in-
venting a new game and had remarked
to a friend of mine how much he wished
to go home from the hospital to finish
his project. That was the kind of man
Harry was—always anxious to give
more to people, to somehow make peo-
ple’s lives a little easier. Perhaps, to give
joy and peace to a society that des-
perately needs it. He was a humble man
who never sought recognition for him-
self. Maybe, he never really knew that he
would leave a legacy through his work,
but I know he has done that and I thank
God everyday for the gift of Harry



JUMPMAN'’S A GREAT GAME.

BUT YOU'VE GOT

Meet the Alienator: fiend-
ish bunch who've planted bombs
throughout your Jupiter Command
Headquarters.

Your job? Use your lightning

speed to scale ladders, scurry
across girders, climb ropes and 1z
30 levels to defuse the bombs before they go «
s the kind of hot, non-stop action we
packed into the award-winning} best-selling Jumpman,
and into Jumpman Jr.) our new cartridge version with
12 all-new, different and exciting screens.
Both games force you to make tough choices.
Should you avoid that Alienator, climb to the top

1 met

through
T

*1983 C.E.5. aw

TO WATCH YOUR STEPR.

and try to work your way down, or try tohurdle
him and defuse the bombs closest to you

before they go off? _
you'll earn extra lives.

If you move fast
su're not careful, it’s a long way down.
So jump toit. And find out why Jumpman
and Jumpman Jr. are on a level all their own.
One to four plavers; 8 ds; joystick
control. Jumpman has 30 screens. Jumpman fr.

has 12
‘ (OMPUTER wfhld

}_—1
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ASE. THEN

> AT FRACTION

This package contaim:
* Ome Viceo Gare Recorder
" One Copy Cart

* Doe ‘Dishaster’ geme cart

Bring the video
gamerevolution
to your house.

The Video Game Recorder with one Copy Cart blank
cartridge and an exciting Vidco game cartridge is all
yours for only $49.95. Additional blank cartridges

are about $15.95 each, and Vidco's video games are
only $9.95. Just mail check or money order to

Vidco International, 1220 Broadway, Suite 401, NYC,
New York 10001. 212-244-3600. Ex. 200.

10 VIDEO GAMES

Double Speak

(continued from page 8)

Williams. My blessing to all of you and

thank all of you for the great support
you have given me.

With love,

Wanda Williams and daughter, Kitchy

Palm Springs, California

I own a ColecoVision and have com-
pared it to the Atari 5200 and have come
to the conclusion that it surpasses the
5200. Atari has some great games but
Coleco has better games some of which
are Buck Rogers, Planet of Zoom, Time
Pilot and Mr. Do! Coleco also has more
expansion modules than any other sys-
tem around; the best one is probably
ADAM — the Coleco family computer
— which has more memory than any
other computer around. In addition it
also has a letter-quality daisy wheel
printer and a built-in digital datapack
drive which can hold up to 500K bytes.
That's more than three times the storage
than most floppy disks! Coleco also
plans to make modem to plug into Col-
ecovision for delivery of video games
over the phone! And since Coleco owns
the rights to Dragon’s Lair they might
deliver that game over the phone. My
advice is to take back or sell your 5200
people. Now I hope you’ll agree Col-
ecoVision is the best system,
J.D. Long
Cedar Rapids, lowa

Getting The Bug
I picked up the October '83 issue of
Video Games and I must say [ was very
impressed with John Holmstrom’s
Coin-Op on Atari’s Black Widow. [ also
noticed you mentioned a ‘“‘giant dollar
sign with wings like a dragonfly.”” What
you have met up with is the *“‘bonus
bug.” When you start on a level higher
than level 1, you receive a bonus by
means of a bonus bug. I always start on
the highest level I can get so as to get the
highest bonus. My highest score so far
has been 483,525.
Ken Welch
Milford, MA.

Thanks for the tip!—FEd.



ON YOUR MARK, GET SET...

Track & Field adds new meaning to the word competitive. Featuring six popular
events: 100-Meter Dash, Long Jump, Javelin, 110-Meter Hurdles, Hammer
Throw and High Jump, the game can be played individually or simultaneously
by up to four people. Each event is remarkably realistic. So don’t be left in the
starting blocks. . - get on your mark, get set and win, with Konami/Centuri
Track & Field.

Copyright 1983 Kanami Industry Company, Ltd

=4

:e n lu rl v We're Inventing What The Future Will Bring

CENTURI, INC. 254 West 74th Place, Hialeah, Florida 33014
Phone 305 558-5200 - Teley 803694 - ANSR Centuri Cable: CENTUR!




Anothcr dimension has
unfolded in the world
of video games. Advanced
computer technology has
created Bouncer, a 3-D real
time interactive arcade video
game. Inthis seven character
video game, the Bouncer is
controlled by the trackball
and his mission is to walk or
run (depending on how fast
the trackball is moved)
around the bar, removing un-
desirable characters before
they bother patrons. Four
different locations have been
chosen for the action to take
placein: Hussang’s Cantina,
Gulley’s, Studio 64, and The
Ritz. At the end of each

round, if there is at least one
happy customer left in the
Bouncer’s bar, he moves on-
to the next bar for the next
round.

This game is unique in that
there are 500 original images
as compared to 50 or less in
the average arcade video
game. These images evolved
from the talents of a profes-
sional cartoonist/animator
who has had extensive experi-
ence at Walt Disney and
Hanna-Barbera. Also, an ex-
tensive soundtrack with full
speech and music was devel-
oped for this game.

Based in Huntington Beach,
California, Entertainment

Sciences is a new company on
the coin-op scene which has
already gained a great deal of
attention regarding this initial
effort.

Although the theme of the
game could conceivably be
seen as more sophisticated in
nature, given the scenarios on
screen, Bouncer did receive
some positive feedback at the
AMOA where it was unveiled
to the arcade industry for the
first time.

What makes Bouncer so ex-
citing visually is the devel-
opment by Entertainment
Sciences of a new state-of-the-
art hardware system. It’s a
real-time image processor with

1 million bytes of memory, 3
eight-bit and 1 sixteen-bit
microprocessor, high resolu-
tion graphics and full speech
capability. At a time when so
much attention has been fo-
cused on laserdisc applica-
tions such as Dragon’s Lair,
Bouncer provides a very vi-
able alternative. In fact,
graphic design consultant Jon
Conrad told VG that this is
just the beginning. ‘‘Enter-
tainment Sciences is com-
mitted to introducing a whole
new generation of video games
with imaginative storylines
that are easy to play but dif-
ficult to master.”

—Melinda Glass
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.. “there is no escape!”™

By Award
Winning Designer
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Actual Game Screens

Science Fiction/ Available now on Disk and Tape for the
Fantasy Game Atari® Home Computers, and in Disk,

of the Year, 1984 Tape and Cartridge for the Commodore 64
Electronic Games Magazine Coming soon for the Atari VSC 2600™
Available Now in Cartridge, for the

Atari 4/8/5200™ from Parker Brothers.

Also available from First Star:

Software
Software Showcase, BRISTLES™ and FLIP & FLOP™
Consumer Electronics Show
an \F'ESTf T - e
- B - i 3
"SSP =1?  'When being first counts...we're number ong!
Computer Game e TGRES 22 East 41 St. New York NY 10017, 212/532-4666
@ Of the Month Atarl, Atari VCS 2600, 5200 and 4/800 Home Computers ara registered trademarks of Atari
g Inc. Commodore 64 iz a frademark of Commiodore Business Machines, Inc. Astro Chase,
n The Whiz Kid, Bristles and Fiip & Flop are rademarks of First Star Software, Inc Printed in U.S.A all rights
Dealerscope Magazine reserved @© 1983 First Star Software, Inc
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As ve reported last issue
(January, Video Games),
Atari’s new family entertain-
ment center has opened its
doors in the Northwest Plaza
Shopping Center in St.
Louis, Missouri. Viewed asa
natural extension of the com-
pany’s current activities,
Atari Adventure promises to

The Adventure cbntinues

provide a different setting for
game playing and computer
learning.

‘“We feel Atari Adventure
is unique because it incor-
porates fun and learning,
thus strengthening the link
between playing games and
computer literacy,” stated
Barry Sullivan, vice president

of the division. “We feel
eminently qualified to bring
the traditional game room to
a new and higher level as an
entertainment and educa-
tional form.”’

But besides creative design
and futuristic decor, this first
location will also take on a
different role for Atari and

their notion of what players
like or want from the games.

“Through Atari Adven-
ture, we will be able to get
even closer to the players, to
find out what excites and
motivates them,’’ said
Sullivan., ““We feel it will
greatly aid our research ef-
forts in this vital area.””-R S

Eight Is Enough

ks it possible to keep video
game cartridges organized, in
good condition and in an easy
to locate place? Itis if Black-
bourn’s Multiple Game
Album is on hand.This at-
tractive album holds eight
cartridges (Atari and Activi-
sion video games) while pro-

tecting them from damaging
dust. Sturdy vinyl pockets are
included on the back cover
for storing any game instruc-
tion booklets. Compact
enough to fit on a bookshelf
Or next to your game system,
it’s a welcome addition to any
video gamer’s library. -MG
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BUPS

For those on the go, who
cannot fit that lap computer
in their briefcase, there is now
the Pocket Computer by
Radio Shack (a division of
Tandy Corporation). The
four-ounce TRS-80 Pocket
Computer model PC-3, is so
light and small, it fits into a
shirt pocket.

Don’t think that features
were sacrificed for size—this
little wonder is loaded with
them. Not only can it be pro-
grammed to solve problems
in easy-to-learn BASIC, but
it also provides 16 arithmetic
and 8 string functions, with a

Pocket-Sized Bytes

X - - -

Pz uim nrerrace] 1
L Ll
EEDELAEUE L CH & K3 KB
QEUUEHURULE B B 2
VoRdpEEU L DB R =

24 character liquid crystal
display, accuracy up to 10
digits, 1.4K memory, 2-digit
exponents, multiple state-
ments & arrays and, of
course, for use as a direct en-

try calculator. This computer
newcomer is also a model of
efficiency with its automatic
data packing (for efficient
memory space use) and auto-
matic power-off to extend

battery life.

An added plus for the
PC-3isits compatibility with
Radio Shack’s library of soft-
ware for the Pocket Com-
puter Model PC-1, which
includes 19 ready-to-run pro-
grams on subjects such as
engineering, math, statistics,
aviation, personal and busi-
ness finance, real estate and
games. Theoptional PC-3 in-
terface and recorder is all that
is needed. (PC-3 about
$99.95, PC-3 Printer/Cas-
sette Interface about
$119.95.)

—Melinda Glass

Another One
Bites The Dust

1ol

— 20

WCII, anyone who thought
the video game business was
goingto be a cinch, has rapid-
ly come full circle. Of course
it doesn’t take that much in-
sight to realize that business
has slumped during the past
year as manufacturer’s ex-
pectations far exceeded con-
sumer demand. Then, one by
one, the weaker companies
closed up shop and turned
away from what had become
a far more competitive and
fickle marketplace. If you're
one of those who is keeping
score of the casualties out
there, you can add another
one to the growing list. On
November 8th, Fox Video
Games announced that it was
immediately ceasing opera-
tions. Although this division
of 20th-Century Fox Film
Corp. will continue to license
games (obviously to other
companies who are interested
in tying in games with film
properties), Fox will no
longer develop and market
games. So chalk up another
one as the video game battle
continues to take its toll.
—Roger C. Sharpe

Counting
The Days

Where would we be without
the convenience of calendars
today? Well there’s one that
not only lists the “‘regular”
holidays, but also lists signifi-
cant dates for the computer
that every computer buff
should know. It’s called the
Computer Desk Diary and
this colorful, informative
schedule organizer has a large
illustration with a story from
computer history for each
week. Stories ranging from
how the term “‘debugging’’ a
computer came into being, to
how the first statistical
engineer got his start.

This is much more than
just a mere calendar. Quick
reference guides for VisiCalc,
Wordstar and CP/M com-
mands are listed in the back
for easy access. Additional
listings include an ASCII
code table, computer events
for 1984 and several of the
leading information services.

—Melinda Glass
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BUPS

The Electronic Fun Expo
held at the New York Col-
iseum in the beginning of
November was a small show
dedicated to giving the
general public a first-hand
look at what a trade show is
like. However, comparing
this get together to a typical
CES would be tantamount to
pitting a pocket calculator
against an IBM PC. But even
this being the case, some of
our industry giants were well
represented. The most con-
spicuous entry had to be Col-
eco and with good reason,
since the company had on
display its Adam home com-
puter system which proved to
be the hit of the show. At-
tendees were fascinated by
this revolutionary system and
had any number of questions
to ask the Coleco represen-
tatives at the booth. Potential
buyers were not only intro-
duced to the Adam but also
had an opportunity to sample
ahost of the latest games for
ColecoVision.

Atari also made an appear-
ance at the show with a some-
what austere exhibit that
nevertheless gave consumers
the opportunity to see their
new line of computers, the
600XL, 800XL, 1400XL and
the 1450XLD. The company
also demonstrated and show-
cased their new line of Atari-
soft game software which has
been heralded recently as one
of the most positive market-
ing decisions Atari has ever
made. Highlighting the
releases were many arcade
game favorites that will now
be available for use on such
major home and personal
computers as Commodore,

Showtime in New York

Apple and Coleco.

Milton Bradley's unigque
Vectrex system received a
good amount of attention
and traffic with an attractive

exhibit that demonstrated
their new light pen and amaz-
ing 3-D Imager. The latter
allows Vectrex owners to
create an amazing 3-D effect

A Visit To The Electronic Fun Expo

in color which raised more
than a few eyebrows. Tech
Sketch also had a light pen
for the Commodore 64 that
clearly fascinated the young
crowd. Expensive hardware
from Epson was present, as
well, giving Big Apple
residents and visitors the rare
opportunity to sit down and
command a top of the line
desk top system.

Besides computer game
companies many other video
and audio products were on
display from a number of
major firms including Pana-
sonic, Canon and Thorn
E.M.I.

Having personally attend-
ed several CES spectacles, [
admit to being somewhat jad-
ed, but the crowd, for the
most part, was fascinated
and enthused by this rare op-
portunity to sample some
state of the art high-tech
products.

—Perry Greenberg
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COmputer errors, those nas-
ty little mistakes that can
cause endless headaches.
And just how much damage
can one little error do? This
one example might answer
that question. A missing
semicolon in the computer
program for a United States
satellite mistakenly sent it off
in the direction of the sun in-
stead of its intended destina-
tion Mars. This “‘little’’ error
cost $80 million.

There are three steps that
can be taken to help control
errors—prevention of errors,
detection of those that occur
and correction of those de-
tected. Detecting computer
errors, rather than preventing
or correcting them has been
the most used strategy for the
past few years. However,
preventing errors is much
more economical, in time and
money, than trying to detect

To Errls Human

them after they happen.
Robert W. Bailey of Bell

Labs saw that there was a

need for designers to under-

stand issues related to human
error in computer systems
and has written Hfuman Error
in Computer Systems ($15.95

paper, Prentice-Hall, Inc.,
1983). The concept for this
book started in the early
1970s at Bell Labs where a
human error seminar for
computer-design teams was
prepared by Bailey. He up-
dated and expanded this lec-
ture material through more
than 50 repetitions and
follow-up question and
answer sessions.

This book presents a prac-
tical approach to the sources,
causes and control of human
error. Anoverview of ways to
detect and correct errors as
well is offered for those who
can’t work with systems from
their beginning. Unlike HAL
in 2001, if thereis an error in
the computer, it’s probably
the programmers fault, not
the computers. So read up
and be aware.

—Melinda Glass

Up until now, the only color
produced by computers was
on the monitor. Those won-
derful multi-colored dia-
grams which were so clear
and understandable at a
glance would become ex-
tremely confusing when
printed up in black and white.
To avoid confusion, sheets
and sheets of print-outs were
needed to show the informa-
tion that one print-out in
color could do. This is not
only time wasting, but frus-
trating. It has probably been
asked time and time again, if
there are colored ribbons for
typewriters, why not for
printers as well? Well it has
happened! Data Products
has available multi-colored
ribbons for all computer
products.

Rainbow Designs

You can choose between
two types of color ribbons for
computer printers. They both
are ¥ " wide with four sep-
arate horizontal color bands.
The four colors on the pri-
mary ribbonare red, yellow,
blue, and black. The process
ribbon offers such colors as
magenta, yellow, cyan and
black. With the process rib-
bon just about all colors that
appear on the color monitor
can be produced on the print-
out through the use of a
strikeover mode on the
printer.

In the past, color ribbons
have had the colors in vertical
bands which was time con-
suming because the printer
would have to wait for the
ribbon to wind and re-wind
as it shifted colors. This was

the main reason why it was
not mass-produced.

Now these new ribbons
allow the printer to print as
fast as the black-only print-
ers. The ribbon on the printer
only has to shift up and
down, so information can be
processed as fast as it is
received by the printer.

It has been predicted by the

vice-president and general
manager of Dataproducts
Supplies Division, Brendan
V. Coyle that within five
years at least 50% of the com-
puter printers being manu-
factured will have color capa-
bilities. *‘It’s just a matter of
time before the use of color is
widespread,’’ says Coyle.
—Melinda Glass
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ELEMENTS OF STYLE

The Origins of

Game Design and Play Themes

ometimes people forget, but

‘“‘video games’ is a two-part

term. Take away the video and
you still have games, or organized play.
Electronic ones, whether video or not,
are of a tradition that spans more than
4000 years, bridging gamers who play
Joust today with those who raced
through The Game of Goose in the 16th
century.

The lines are blurring more and more
between electronic and traditional
games, given the upcoming introduction
by Parker Brothers of a computer-game
version of Risk and an interactive, live-
action poker game recently unveiled at
the AMOA show. Board games, after
all, started out as adult recreation—as
did video games. In both cases, younger
players didn’t arrive on the scene until
later. As with video games, too, early
proponents of board games extolled the
educational benefits. And, like all
games, electronic ones would seem to
both reflect and influence the cultures
that play them.

Just where do electronic games fit into
a scenario that manages to include
everything from checkers to Russian
roulette? And why do some themes seem
to play better on a video screen than on a
tabletop? Finally, what do traditional
games have that electronic versions
don’t, and vice versa?

Some of the answers may lie in the
reasons why ancient civilizations devised
games in the first place. ‘“Life expresses
itself in action. . .and all play is a form
of action,”” wrote game historian
H.J.M. Murray. Howard Morrison of

By Frank Lovece

Marvin Glass Associates, a leading toy
and game design firm, believes that,
‘“Games are a vehicle to explore a whole
range of emotions vicariously, hopefully
with no real risk.”’ This seems to hold
true. Once the earliest nomadic humans
began to settle in villages and could
cultivate food, rather than spend most
waking moments hunting or foraging,
the opportunity for play arose. Since
humanity even then tried, as now, to
avoid thinking the unthinkable—about
their own mortality—it seems natural
that amusing diversions from such ter-
ror would evolve,

Athletic games were likely the initial
entry, springing from both the innate,
rough-and-tumble play of children,
puppies and other young animals, and
from the physical movements of tribal
rituals. Leaders, meanwhile, would
often illustrate combat plans—as might
a modern-day football coach—which
warriors probably recreated at home,
first out of curiosity, then for amuse-
ment. In addition, mystics and priests
would often try to divine the future by
using arrows and “‘lots,’” which were the
precursor of dice. In all probability, peo-
ple began using available objects for
playthings (lots, string, pebbles, even the
ground for a ‘‘board’’) and more organ-
ized recreation and amusement.

The Silicon Valley of the third
millenium B.C. had two centers: the Nile
River region and Mesopotamia, the land
of Sumer which is now part of Iraq.
Already, three of the five major varieties
of board games we have today were like-
ly being played: war games, race games

and games of configuration and
alignment.

War games? What about Space In-
vaders? Race games? Maybe a Pole
Position or Turbo. Games of alignment
and configuration? How about Simon?

Alignment games are those which
have you align a given number of ob-
jects, as in tic-tac-toe. In the ingenious
case of Simon, you’re aligning sounds
and colors in time rather than in space.
Configuration games have you start
with objectsina particular arrangement,
and then ask you to rearrange them into
another one, such as Rubik’s Cube, for
instance.

War games come in four main types
including battles, such as chess, where
you have to capture/immobilize your
opponent’s forces; blockade games,
such as Go, where you immobilize but
don’t capture; territorial struggles, such
as Risk or Qix, where you have to obtain
a larger portion of the board than your
opponent; and clearance games, such as
Sole Survivor, where the only moves are
captures. Race games, such as backgam-
mon, are those with some sort of track
along which your markers advance.

The remaining two types are hunt
games—such as Robotron or Pac-Man,
where a large number of men try to im-
mobilize a quarry—and, indigenous to
Africa and southern Asia, mancala
games, where beans or pebbles are
transferred from one hole to another,
There can be overlapping between
varieties, of course. Backgammon in-
volves immobilization, though a race
must be won.
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In all these things, we can see what
historian Johan Huizinga, in a classic
work called Homo Ludens, labeled “‘the
impulse to create orderly form.” Elec-
tronic war, hunt and race games cater to
that impulse, whether it meansclearinga
cluttered battlefield or finishing a race
once it’s begun. Mancala games do this
as well, but are non-existent in the elec-
tronic realm, perhaps because they’re
alien to Western culture, Yet with align-
ment and configuration games, the
quintessence of that impulse, are
strangely absent for the most part as
well.

After their emergence in the cradles of
civilization, games spread throughout
the Middle East, to Greece and the
Mediterranean islands by the first
millenium B.C. From this point they
reached Rome, southern Russia and
eventually as far north as Scandinavia.
By 500 B.C., board games had reached
India, where the forerunners of chess
were born. Eventually, chess and other
board games spread to China and west-
ward to the Persian region. China had
developed its own games by the time of
Confucius, and later, about 1000 A.D.,
developed wei-k’i, which led to the
massively popular Japanese game of
Go.

The Arab peoples, meanwhile, had
adopted board games after the conquest
of Persia; the followers of Mohammed
then carried games to parts of Africa,
and even brought chess to Europe. The
Europeans and the African slaves took
games to the New World, where the
native Americans already had their own.
(The only cultures without indigenous
board games, it appears, have been the
Eskimos and the native Australians and
New Guineans, who had string games,
such as cat’s cradle.)

As games and gaming traveled, with
specific rules almost never set down,
they changed and became modified, tak-
ing on the characteristics of each culture.
Much had to do with the times and the
surrounding environment. The ancient
Egyptians playing Dogs and Jackals, a
forerunner of the modern-day Snakes
(or Chutes) and Ladders, adopted the
concept from animals observed in real
life. The Baggara Arabs of the Sudan
did likewise with a game called Hyena.

Interestingly, there have been at least
30 versions of chess discovered so far. In
modern times, geographical, political,
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moral and religious games developed,
reflecting such cultural aspects as sea
trade (Britain’s 1860 Ships & Commerce
or Merchanis of the Mediterranean),
political events (France’s 1791 Jeu de la
Revolution Francaise), the rise of
automobiles (1920’s The Flivver Game
in the U.S.), post-World War Il pro-
sperity (The Game of Life) and post-
Watergate reawakening (Anti-Monop-
oly). “In some cases, such as Clue,”
observes Dave Evancich, Parker
Brothers’ Traditional Games Produc-
tion Manager, ‘‘which reflects mystery
novels, you even have a reflection of a
reflection.”

That’s often, however, about the

closest most electronic games come to
reflecting contemporary culture. Born
of the computer and pinball’s next-of-
kin, electronic games have taken on, for
the most part, either fantastic themes in
keeping with the science-fiction nature
of computers (from Compuler Space to
Star Wars), or else easily recognizable
sports (from Pong to Pole Position),
which aren’t really games created for the
medium, anyway. There are games very
loosely based on movies, of course, but
almost nothing reflecting, say, cor-
porate espionage or the advent of cable
TV. With the exception of China Syn-
drome and Reactor (dealing with
nuclear energy), Journey/Escape (deal-
ing with rock music), The Great Wall
Street Fortune Hunt (dealing with stock
trading) and a few other such games,
aspects of contemporary culture do not

much intrude—just as they did not in
pinball play, except in terms of graphic
influences.

There are, however, signs that this
may be changing as the novelty of elec-
tronic games wears off and enduring
themes may need to come into play. For
now, though, electronic games may be
not so much a mirror of society as they
are a mirror image. After all, consider
that even cereal and Saturday-morning
cartoons reflect the cultural pheno-
menon of video games. This is one
notable break with game tradition.

Why is this? According to Morrison,
perhaps because, ““In the early days of
video games, graphics capabilitieis were
poor, so the easy way out was to go with
crazy-looking aliens or sports symbols
anybody could recognize. Now, of
course, graphics are amazing, and
players are getting more and more of
what, say, Donkey Kong and Popeye
really are—sort of living cartoons.”
This relatively recent development
brings electronic games a bit closer to the
fold.

Putting aside themes for the moment,
we can note that traditional games have
long been divided into three major
categories: athletic/sedentary,
skill/change/combination of the two,
and serious/whimsical. Like all board,
card and string games, electronic games
fall into the ‘‘sedentary’ (non-sports)
category. However, similar to sports as

well as such board games as chess, elec-

tronic efforts are primarily contests of
skill. As for the last division, sports are
dead-serious contests. Pinball, on the
other hand, can easily be seen as
somewhat whimsical. Electronic games,
however, like their traditional counter-
parts, can be both. Just stop to consider
the heartbeat-thumping fatalism of
Space Invaders or, maybe more pointed-
ly, Robotron, where you have to save
your very family from doom.

So far, then, we can think of elec-
tronic games, including video, as a type
of sedentary skill endeavor that can be
either serious or whimsical. There’s one
unusual aspect though. Almost all tradi-
tional, sedentary games, with such
notable exceptions as chess and check-
ers, rely to a great degree on chance. The
spin of the arrow or the toss of the dice
have been vital parts of games from the
outset. The reason for this might well be
a product of fate and circumstance.



The first sciences were those of obser-
vation rather than experimentation, and
early humans readily observed the role
that chance or sheer luck played in life.
Chance was ascribed to fate, the course
of events preordained by the gods. In
order to come to grips with such an
unaccountable X factor, they devised
oracles whom they believed could fore-
tell the future. From the rituals sur-
rounding these beliefs, writes historian
Karl Groos, “‘grew. . .the serious ques-
tionings of Fate in the form of oracles,
and color is given to the theory by the
custom of jesting to the oracle.”” Mur-
ray, writing 50 years later, disagrees, at-
testing to the mystery of games’ defin-
itive origins. Others, however, note that
some ancient, ‘‘sacred’’ games eventual-
ly turned secular, such as an American
Indian game called sho ‘liwe, played ini-
tially by priests at a festival of the gods of
war, and which evolved into ta sho ‘liwe,
a 20th-century version played, probably
symbolically, to forecast war or peace,
prosperity or adversity.

Historically, chance has been a sig-
nificant factor in sedentary games. Yet
the fact that electronic games are
primarily based on skill—while retain-
ing many other aspects of traditional
games—may represent not a break with
tradition but an expanding of it.

Getting back to game varieties, wecan
immediately see a paradox. War, hunt
and race games, the typical electronic-
game categories, have traditionally ap-
peared not just as games of skill, butalso
of chance or both skill and chance com-
bined. Yet alignment/configuration
games, which rely almost totally on skill,
are strangely absent outside of a very few
games including the popular Simon! At
first, this seems the opposite of what
tradition would tell us.

The confounding factor here relates
to one final traditional-game considera-
tion: the limits of time and space.
Rough-and-tumble play may continue
indefinitely since there’s no precise point
at which someone ‘“‘wins.”” However,
virtually all traditional games are limited
as to time and space. But the vast majori-
ty of electronic games are limited only to
space—the video-screen playing field.
Play itself is open-ended. As in pinball,
you may indeed have a set number of
balls, laser cannons or whatever, but a
game could theoretically go on forever.
In the traditional game of baseball, play
is nine innings, or until a tie is broken.

Football games and tennis matches are
over after either a certain amount of
time has passed or a certain number of
points have been scored—or, in the case
of a tie, after a short, predetermined tie-
breaker period. Virtually all games have
set limits, based on time, points, or game
segments. But video and pinball do not,
or have only extraordinary, quasi-limits.
This has led, of course, to the often-
repeated charge that these games repre-
sent Sisyphean, no-win tasks,

Do they? Video game makers, like
their pinball predecessors, know full
well how much game time is long enough
to be reinforcing to players while short
enough to be profitable to arcade own-

ers. Home games, at least the better
ones, are usually designed to be played
longer and more often, by the inclusion
of variable skill levels and other entice-
ments. If there’s a time limit, say such
longtime observors as Ralph Baer, the
principal inventor of home video games,
it’s individualized. ‘“When you win at
pinball or video games,’” he notes, ‘‘you
beat your own high score. You're not
losing. You’re competing against your-
self.”’ But while all this may be so, the
games obviously don’t automatically
end after you’ve topped yourself.
There’s still the consideration of
space, however. This clearly is limited,
even with video games that have scroll-
ing screens or screens with corridors.
The playing area, unlike the playing
time, is finite. In the case of video games,
the space of the screen takes one other,

rarely mentioned yet exceedingly impor-
tant factor—movement.

“Most studies done of TV and video
only concentrate on the content, not the
transmission system,”” declares Marty
Perlmutter, producer of the Vidmax
Mystery Disc series and a longtime video
scholar. “The few that’ve been done
find that, while our brains can process
lots of things at once and get bored
without new input, the very center of the
eye likes things static and unchanging.
The video screen by its nature isn’t static,
though—the light transmissions are
constantly flickering, even though we
can’t consciously see it happening.” A
seemingly stationary object on a video
screen is actually in motion as the image
is constantly scanned and rescanned.
This is, according to current thinking,
just as annoying to the eye as an object
that’s obviously moving, as well as an-
noyingly dull to the brain. Movement at
least satisfies the brain. And where there
is movement in a game, there is the im-
pulse to create orderly form.

A possible answer, then, is that pure

games of alignment and configuration
without the war, hunt or race aspects
may simply be too cerebral and time-
consuming to a) be profitable to arcade
owners (though of no consequence to
home gamers), and b) be inviting to the
eye and the brain. Now, this is a major
break with game tradition, and one that,
as far as video games go, may be inher-
ent to the medium (although some rela-
tively new games, especially home
computer versions, do mix cerebral
tasks within the usual war/hunt/race
form, indicating that this particular
break with tradition may soon be healed).

Traditions are living, changing
elements, adapting to the needs of the
cultures that keep them alive. Game tra-
ditions are like any other. Electronic
games—sedentary rather than athletic,
skill- rather than chance-oriented, lim-
ited in space but not in time, composed
of three and very occasionally four of
the five major game areas, and reflective
of contemporary culture rather than re-
flecting it, except in the broadest way—
are, too, like any other. They follow an
historical pattern, and don’t break away
from, but instead expand upon, tradi-
tions. And indications are that culturally
reflective themes and leisurely, cerebral
alignment/configuration games are
forthcoming, further reinforcing links
with tradition.
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WE WANT ' ou. To put your joystick down long enough to fill out this

guestionnaire. Tell us what you like and don't like in the arcades, at home and about this magazine. Then
rip (or photocopy it) and send it to us pronto at this address: VIDEO GAMES Magazine, 350 Fifth Ave.,
Suite 6204, New York, New York 10118.

Name:

Address:

City: State: Zip

Sex: Male: Female: Age: i
Family Income: Under $14,000 __ $14-21,000 __ $21-39,999 __ Over $40,000
Education: Elementary School High School College Master’s PhD
Occupation (if none, list parents’):

Favorite Department is this issue:

Favorite Feature article: Favorite Blip:

What I'd like to see less of:

What I'd like to read more of;

What do you think of Interview:

How does this issue of VIDEO GAMES compare to previous ones?

The same Even better Best so far Never mind
Why?

Other than VIDEO GAMES which magazines do you read?
Hobbies:

GAME AND COMPUTER SECTION

How much money do you spend on video games per week?

Favorite new game: arcade bome

Biggest disappointment: arcade bome

What home game system do you own?

How long have you owned it?

How many hours per week do you play?

If you would get another system, which would it be?

What home computer-system do you own?

How long have you owned it?

What peripherals do you own?

What is your favorite software/game or otherwise?

If you would get another system, which would it be?

How much computer software and/or video games do you buy each month?

Do home and arcade game ads/computer product advertising in VIDEO GAMES influence your purchases and

selections?

What influences you in buying a video game/computer software?
Radio TV Word of mouth Other
Does reading an article in VIDEO GAMES influence your video game/computer software purchases?

Magazine/newspaper ads

How did you get thisissue? Subscription Newsstand
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A FIGHT
TO THE FINISH

ATARI’S New Firefox
Soars Across The Video Screen

By Roger C. Sharpe




he advent of laserdisc ar-

cade games held out the prom-

ise for more realistic action as
well as graphics coin-op players had
never experienced before. Already we
have seen the likes of such animated
adventures as Dragon’s Lair and CIliff
Hanger, along with Bega’s Battle. Join-
ing the ranks of the latest technological
wonders came the live action footage of
M.A.C.H. 3 and Laser Grand Prix, in
addition to the galactic challenge of As-
tron Belt which started everything off to

begin with little more than a year ago.

Much has happened in the interven-
ing months as coin-op manufacturers
have endeavored to ready state-of-the-
art equipment. And, as we enter into
1984, one of the leaders of the pack
might well be Atari’s inventive Firefox
laservideo creation. Scheduled to be
released in the first quarter of the year,
the machine is based on the action-
packed Clint Eastwood movie and its
memorable, aerial battle sequences.

““With the introduction of Firefox,
Atari is entering a new era,’’ stated Don
Osborne, vice president of marketing
for the Coin Video Games Division.
“We’ve used extremely sophisticated
video editing techniques to come up
with a unique combination of laserdisc
and digital graphics. The end result
clearly outshines similar entries in the
laserdisc game market.”’

In creating the game, the Atari Fire-
fox project design team was able to view
hours of movie footage, some of it
never seen by movie-goers, in order to
better select the most exciting scenes for
use in the machine. The final footage
that was ultimately decided upon was
then edited and combined with ad-
vanced computer graphics before being
transferred onto a laserdisc.

The end result, due to a special
feature of Atari’s laservideo technol-
ogy, isthat the game is able to make fast
jumps to appropriate points on the laser
disc without interrupting or blanking
the action on screen. Once players get
behind the controls it’s a non-stop fight
to the finish as Firefox gives you the
chance to test your skills and reflexes.

Besides the striking visual effects on
screen, Atari has further enhanced the
total involvement of playing Firefox
with actual, digitized dialogue from the
movie. Taking the role of Major Gant,
you’ll hear words of encouragement
and warnings from Clint Eastwood
(over two dozen of the actor’s phrases
are incorporated into the pro-
gramming).

In fact, even before you put money in
the coin slot, Firefox delivers scenes
from the movie that reveal the story
behind your mission. ‘“The develop-
ment of the Firefox plane has taken the
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Soviet Union only three years instead of
the expected ten years. To protect vital
national security interests and to learn
what makes it so advanced, the United
States must acquire the plane before the
Soviet Union begins mass production.”
Eastwood asks you how this must be
done and his answer sets you on your
course: ‘You’ve got to steal it.’

It’s up to you to take on Russian MIG
fighter jets and other Firefox proto-
types as they try to hunt you down and
destroy your plane before you’re able to
make it home. You have to maneuver
your Firefox plane over changing land-
scapes of ice fields and water and
through mountain ridges as well as thick
clouds. But there’s more. Soviet track-
ing systems must be avoided and neces-
sary refueling points must be located if
you’re to survive the mission.

The same flying control introduced
on Atari’s Star Wars is present here with
dual fire buttons. The trigger switch
allows you to fire bursts of cannon-type
shells from the Firefox nose, while the
thumb buttons operate the launching of
one of four missiles for large target
destruction. However, apart from the
need to master the controls, a crucial
element in Firefox is the fuel level of the
plane. In fact, verbal cues are provided
to let you know when you have to switch
to reserve fuel tanks. Additionally, a
homing device will start beeping when
you’'re near a fueling station on the ice
fields. Make it safely and the wave of
play ends while you tank up in order to
continue the fight.

While the battle up to this point has
only been against MIG fighters, the sec-
ond wave brings an added menace to
contend with—a second Firefox proto-
type that has the exact capabilities and
firepower of your plane. Only a missile
can destroy it if you’re able to line-up
this deadly foe in your sights. Get
through this stage and the rounds to
follow will feature even more Firefoxes
and MIGs to further test your prowess.

And, when the action heats up too
much, Atari hasincorporated a unique
featureinto Firefox. There’s an instruc-
tion film clip which can be activated to
let you know when you should move up
or down in order to avoid destruction
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Atari’s Firefox brings big screen excitement down to size for arcade game players as the first laser/movie tie-in to hit the coin-op world.

over the mountainous terrain. However
there’s a price to pay, since using the in-
struction will cost you extra fuel that
youmight not be able to afford to lose.
The decision is yours.

Allin all, Firefox brings big screen ex-
citement down to size for arcade game
players as the first laser/movie tie-in to
hit the coin-op world. Interestingly,
Clint Eastwood had an important role
in the development of the game, work-
ing with Atari’s design engineers and
programmers to modify and redefine
the final touches of Firefox.

Whether or not these combined ef-
forts will mean success in game rooms
across the country remains to be seen.
However, the announcement of Firefox
along with the capabilities of the
available technology, opens up new
possibilities for upcoming coin-op
games as the laser age saga continues.

Admittedly, we stand on the brink of
being offered a remarkable array of ar-
cade attractions which seem limitless in
scope. What is true of all the progress so
far, in such a short period of time, is
that what has been before—all that
video has come to represent during a
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decade of change and development—
is only marginally related to what we
can expect tomorrow.

These are exciting times for the video
game industry and players everywhere
with the imagination and ability to

stretch their vision of coin-op entertain-
ment are going to experience totally dif-
ferent sensations than has previously
been the case. Atari’s upcoming Fire-
fox, along with all the other laser game
entries, is just the beginning. A




NEW EXCITING FOR GAME PLAYER
-CARTRIDGE DUPLICATOR-

New exciting way to
play more home video
games with less money.
If you own one video
game recorder and
e S blank game cartridge
“or megosT. (erasable and re-
progl'ﬂlllﬂblﬂ'v you can
play any Vidco Games
whenever you
want. Just order one
set immediately. Then,
you can benefit
yourself and become a
master of game world.

T Pachalely (85 b o Ten bl e By LORE SRR L, R st 4 LT USD$49.95
Includes: Video Game Recorder , Blank Game Cartridge , One Game Cartridge
E 5 e e - e S WA | G 0 0 S /< < S N TR TR S S USD$15.95

Includes: Blank Game Cartridge Only

To order: Send check or money order, allow 10 working days for delivery. Please add $3.50
for postage and handling, N.Y. Residents please add 8.25% sales tax.

Mail order address: 1220 Broadway, Suite 401, NYC, NY 10001

For more information, pls call 212-244-3600. Ex. 200.
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VIDCO INTERNATIONAL (USA) INC.

Please send [] 3-in-1 Package (] 1-in-1Package [J Free Catalog to my attention.

Check or M.O. US$ enclosed.
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Below, on-screen action

with Funai's InterStellar
Laser Fantasy. At right,
imaginative creations for tots
Jfrom Kiddie Rides USA.

Showcasing 1984’s Arcade Attractions

S ¥
COIN-OP’S AMOA

by Roger C. Sharpe

Below, the return of a
classic as Game Plan unveils
Sharpshooter I, with im-
proved sound effects and
updated graphics.

Photos by Roger C. Sharpe and Steve Epstein



ow, more than ever before, the
N coin-op industry has become a
study in contrasts. No where
was this more evident than at the 35th
annual Amusement and Music Operat-
ors Association convention staged in
New Orleans over the last weekend in
October. For four days, one could
wonder at the marvels of a seemingly
limitless technology alongside creations
which owe their existence more to what
the spirit of amusement games have
been over the past six decades.

At atime when arcade machines have
regained a dominant role in the continu-
ing evolution of game design, it was in-
teresting to witness the diversification
of products on display as the direction
for 1984 became more apparent. After
having focused on conventional video
games for so long, many manufacturers
appeared ready to venture into new
areas, even if it meant tapping pre-
viously proven formats.

This isn’t to suggest that innovative
equipment was lacking on the conven-
tion floor, however the main emphasis
didn’t exclude the notion that novelty
attractions couldn’t have an impact as
well. The result was a mixture of high-
tech equipment and more rudimentary
efforts that added balance along with a
broader range of what players can ex-
pect in the days and months ahead.

In addition to the impressive array of
games and machines on the main show
floor, this International Exposition also
provided two dozen seminars, work-
shops and discussions on everything
from operating a better run location, to
the technical aspects of servicing
machines and even how to plan business
for the rest of the decade given new
technologies and players’ changing at-
titudes and desires for coin-operated
entertainment.

But the focal point of the event still
remained the opportunity for manufac-
turers to see what their competition was
doing; for distributors to get a close-up
look at what they’ll have to be selling in
the next few months; and for operators
to start making decisions about which
machines they’ll be purchasing to add to
their current attractions.

After having endured a rather pro-
longed slump, the coin-op industry
seemed ready to begin the uphill climb
with the initial returns of the first laser-
disc games providing some hope that
better times are just ahead. If there was

any reluctance to place total faith in the
new technology, it was due more to the
cost involved in producing these ma-
chines, the price to the distributors,
operators, and ultimately, the players,
as well as the fear of once again turning
all energies to the development of a
single category of products.

Most in attendance were willing to
concede that the industry had to regain
a more multi-dimensional profile in
terms of equipment and the results were
evident throughout the exhibits. Every-
thing from kiddie rides to skee-ball,
shuffle and bowling alleys, gun games,
pinball machines, novelty attractions
such as robotic characters and bio-
rhythm machines, along with video juke
boxes and gambling equipment, not to
mention the latest laserdiscs, received a
fairly intensive scrutiny.

The general mood was that sellers
wouldn’t be having an easy time of it as
potential buyers were more selective
and apprehensive of making commit-
ments without weighing all the options.

With so much importance being di-
rected at laserdisc games, it was slight-
ly surprising that one of the highlights
of the AMOA was an extremely appeal-
ing video game at the Centuri booth. In
fact, Track & Field was the predomi-
nant model on display for this Hialeah,
Florida-based company. Licensed from
Konami, a manufacturer responsible
for such past performers as Time Pilot
and Gyruss, Track & Field incorporated
striking visual details and graphics on
screen as well as strong sound effects
and a more physically involving style of
play action. Featuring six distinctive
Olympic events, the game delivers head-
to-head competition for up to four play-
ers and a challenge of stamina and
timing.

Another co-venture exhibited by
these two companies was Badlands, an
animated western theme disc game
which is scheduled to undergo some ex-
tensive changes before release.

Over at Atari expectations were high
since everyone was prepared to get the

Athletic feats with Centuri’s challenging Track & Field.

The business of fun and games had
become a serious matter for those who
might have previously been a bit looser
and more casual in their past dealings.
Further affecting the proceedings
was the issue of a complex legal battle
within the industry which not only
added an unavoidable pallor to the daily
festivities, but also threatens to rip the
coin-op world apart, from the inside
out. Fortunately, there were an ample
number of distinctive efforts being un-
veiled which tended to add suppor