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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.

') ] L) sk J A0 ! i\
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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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JUMPMAN'’S A GREAT GAME.
BUT YOU’VE GOT TO WATCH YOUR STEP.

: i end- and try to work your way down, or try to hurdle & EOvX
ish bunch . ited bombs him and defuse the bombs closest to you e
oughout your Jupiter Command  before they go off? JUMPMAN

( ters If you move fast you'll earn extra lives. ca .
But if you're not careful, it's a long way down. - B
So jump to it. And find out why Jumpman

and Jumpman Jr.are on a level all their own.

One to four players; 8 speeds; joystick
f hot, non-s tion we've control. Jumpman has 30 screens. Jumpman Jr.
ning, elling Jumpman,  has 12 screens.

STRATEGY GAMES FOR THE ACTION-GAME PLAYER.
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suppose that my biggest surprise when the Consumer Electronics

Show started were the number of people in the industry who came
up to me wondering if we were going to change the name of the
magazine. Given the fact that so many other publications in the field
had already done this, it seemed like a natural question to ask. But
unlike much of our competition, Video Games remains committed
to the belief that video isn’t a dead issue. We aren’t about to aban-
don the ideal that you, the readers, don’t need a single, comprehen-
sive source which will bring you the latest news and developments in
the world of coin-op; trends and directions in the area of home video;
as well as in-depth reviews of the newest computers and software for
the most popular systems.

Another issue which arose was whether Video Games was going
to change its frequency and become a bi-monthly, or suffer the same
fate as so many other similar video magazines which have gone out
of business. Well, not only is Video Games here to stay, but you’ll also
find us still bringing you up-to-date information on all areas of video
and computer fun each and every month.

And since we recognize and appreciate the support you’ve shown
for what Video Games has been delivering each issue, we wanted to
do something in return for our regular readers as well as those of you
who might be discovering us for the first time.

With the appearance of laserdisc games having increased the price
of arcade play almost across the board, as well as the latest home cart
and computer game software titles showing very little decrease in cost,
Video Games wants to offer you even more value for your money.
Beginning this month, we’ve not only reduced the cover price of
Video Games, but also the cost of a year subscription. And although
we’re cutting back how much you have to pay for VG, we’re not go-
ing to be giving you any less than what you’ve come to expect from
Video Games every month.

In fact, this time around we’re bringing you an exclusive, advance
look at a sensationally innovative laserdisc game from Williams Elec-
tronics. Beginning on page 24, we’ll put you behind the controls of
Star Rider and a fantasy world unlike any you’ve ever seen before.

The Consumer Electronics Show has become a biannual spectacle
where the spotlight is on technological advancements and potential
breakthroughs which, often, set the pace for what we’ll be seeing in
the future. This time around was no exception and VG takes you
down the aisles of the Las Vegas Convention Center for a bird’s-eye
view of what took place. (page 30)

In addition, contributing editor Mark Brownstein offers his initial
findings and reactions to an early production model of Coleco’s long
awaited ADAM. Is the system all that it was cracked up to be when
it was originally introduced? Find the answers in this month’s ‘‘Hard
Sell’’ on page 70. There’s all this and more in your single monthly
source for keeping ahead of the video game scene. Enjoy, and we’ll

see you next month.
0 W
L
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COMMODORE 64

FROGGER is one of the all-time great award-winning home wdeo
ames. And now Parker Brothers has programmed it Int0 g
«» ¥ all the most popular video and computer formats so you can
,',} keep things hopping in your own home.
& Catch Frogger along with POPEYE?
T Qxbert,” TU HﬁM ™ and SUPER

COBRA where you buy your video and com- * £
puter games. You'll find it absolutely ribbitting. w .

ColecoVision is a trademark of Coleco Industries, Inc. © 1983 Parker Broth

Be\.erl\ MA 01915. Intellivision is a trademark of Mattel, Inc. Commodc
are trademarks oI Commodore Business Machines, Inc. Texas Ata

and Atari 5200™ Video Game System are trademarks of Atari, Inc. *TM desmnaus a 1rsd¢mdrli of Sega E-me.rprisd:'
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It used to be that if you
were unhappy with your
looks, you had but one
choice: Undergo plastic sur-
gery at a cost of several thou-
sand dollars. Now, if you
happen to be within the
vicinity of the Ontario
Science Center in Canada,
you can save yourself quite a
few dollars by checking out
Warpitout, a new computer
“‘game’’ that offers a tech-
nological spin off ontheold
funhouse mirror.

Housed in a cabinet, War-
pitout begins by activating a
video camera, concealed

within the cabinet, which in-
stantly digitizes your face and
displays it on the screen.
Then, using the standard joy-
stick/action button combo,
you cycle through a series of
menus that offer a wide varie-
ty of options. Colors can be
assigned to the initial black
and white image, portions of
the picture may be enlarged,
orrippled, or overlayed with
a series of randomly gener-
ated bubbles. When your im-
age has been manipulated to
your satisfaction (or
dissatisfaction) you can then
add on a few finishing

touches. How about parking
an alien in your hair, or hang-
ing a space shuttle from your
ear? Add ona checker board
perhaps, or possibly some
concentric circles for a
background and veila: You
have the kind of face only a
mother could love.
According to computer ar-
tist Jane Veeder, Warpitout
was created to use the general
public’s familiarity with
video games, coupled with
the fascination of seeing
one’s own face on television,
in order to introduce people
to the realm of computer gen-

erated image manipulation.
““With Warpitout, I'm using
the universal appeal of your
own face as a pretext to in-
dulge in computer graphics
more directly than you get to
do with a commercial video
game, where you’re interac-
ting with a finished product
in restricted ways.

““The initial thing is to rope
people into playing it be-
cause, you know, it’s every-
one’s favorite image. | take
advantage of the fact that
people know how to operate
joysticks and buttons. The
main difference is that this is

& VIDEO GAMES
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HOW 'TO
GET Q:BERT OQUT OF
v YOURSYSTEM.

[fyou've been wanting to play Q*bert, but haven't been able to find it available
for your home system, your time has come. Because now you cankeep
] things hoppmg with any of these po dpu]ar home video and computer formats.
Get going to your nearest video store and get Q*bert o o o o
' today. And while you're there, check out Parker S
4SUPER COB Rgroﬂietf POPEAr dFIiOGGER " TUTAN KHAM
an e great Arcade Action
games, now in all the great home formats. m
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ColecoVisionis a trademark of Coleco Industries, Inc. © 1983 Parker Brothers, Beverly, MA 01915. Intellivision is a trademark of Mattel, Inc. Commodore VIC 20 and Commodore 64 are trademarks of Commodore Business Machines,
Inc. Texas Instruments 99/4A is a trademark of Texas Instruments, Inc. Atari,® Atari Video Computer System, ™ Atari 400/800/800X.L™ and Atari 5200™ Video Game System are trademarks of Atari, Inc. © 1983 Mylstar Electronics, Inc.



BUPS

self-guided exploration. By
interacting with the menu-
driven capabilities that I’ve
provided, you can teach
yourself howtodoit. You’re
making the visual decisions.
It’s sort of a progressive
revelation process, whereby
if you keep on interacting
with it you ultimately under-
stand how to work it.

But if Warpitout imitates
the ability of a regular arcade
game to hook a player by
allowing the person to dis-
cover how it operates as it is
being played, Janeis quick to
point out that there are strik-
ing differences, both in de-
sign and intent, between her
creation and what you might
find in any game room. ‘“The
system I useis based on video
game hardware. There are
not really many capabilities
in Warpitout that your
average Wizard of Wor ma-

chine couldn’t do. Except
that I did it by using Z-Grass
(a graphics oriented pro-
gramming language). As you
know, most video games are
written in assembler code, or
something pretty close to it,
and the people (who design
them) work in these fragmen-
tary roles. They're in teams,
but usually the artists don’t
know how to program, and
the programmers don’t deal
with the visual stuff. But Z-
Grass really makes possible
an artist-intergrated project
like Warpitout.

““(In the arcade) even the
games that have nice anima-
tion, like Professor Pac-
Man, for instance, go so fast
that you don’t really get a
chance to enjoy the visuals.
Warpitout gives you a much
different sense of interactivi-
ty. There’s this thing of a
computer’s capability of do-

ing real-time geometric pro-
cessing. A lot of the options
are sort of cute, funny little
things but there’s real loose,
explorational, visual space
that you can use to start fid-
dling around with things. It’s
one of the wonderful things
about computer graphics as
compared to, say, doing it
with colored pencils.”’

Don’t expect to see War-
pitout in your local arcades,
though. ““It was considered
as a commercial game for
about three weeks,”’ says
Jane, ‘‘butit’s really on a dif-
ferent temporal planet than

most video games. The goals
behind its design are so com-
pletely different. I don’t
think most video game com-
panies are into computer gra-
phics, they’re into entertain-
ment, and if they thought
they could sell a game with
white mice inside, they’d do
it

So for now, Jane is content
to have one Warpitout ma-
chine on tour throughout the
United States and another on
permanent exhibition at the
Ontario Science Center.
““One of the wonderful things
about the Center is that they
pipe a million school kids
through that place every year.
Kids have a great feeling for
computers in general, but I
expect to meet somebody in
twenty years who got into
computer graphics because
they played Warpitout as a
kid.” —Dan Persons

App]e computer owners
beware! A new high-resolu-
tion adventure program is
about to take you through a
world of underground terror.
From Sir-Tech Software,
Crypt of Medea feature 3-D

Getting Crypt-ic

color graphics and text ani-
mation for an involving and
challenging experience that
differs from many other ad-
venture games.

Besides a full range of
sound effects and musical

accompaniment at various
stages of play, Crypt of
Medea allows for multi-word
commands to be typed in,
rather than strictly noun/verb
directions. In addition, mock-
ingboard capability has been

programmed in, which lets
the game ‘talk’ to you during
the action. An intricate, pro-
blem solving computer game,
Crypt of Medea is available
for about $35.

—Elilen Cammeyer

10 VIDEO GAMES
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Learning Is FUNdamental

I’s going to be kid's play with
the announcement by Apple
Computer of sixteen new
computer games developed by
Children’s Television Work-
shop, the creators of Sesame
Street. For use by children
aged 4 to 13, the ““Discovery
Games’’ series features color-
ful, animated characters, in-
cluding the familiar Muppets,
and a range of sound effects
to encourage youngsters to
practice reading, improve
problem-solving and motor

skills, and use their creative
abilities.

Four Discovery Games
packages (about $50) contain
four games which test a varie-
ty of different skills. In addi-
tion, activity booklets of
ideas for use with each game
are included to further exer-
cise a child’s imagination and
creativity. The programs run
on 48K Apple Il or Apple
I1+ Systems with one disk
drive.

—Eilen Cammeyer

In A Spin

Looking for unpredictable
action? Well, Randamn may
just be the game you’ve been
waiting for. Providing seven
HiRes worlds of seven levels
each, this new title from
Magnum Software (for Apple
11/11 + /1le owners) features
an innovative Mystic Slot
Machine which spins to de-
cide your randomly selected
opponents at any given level
of play. Any combination of
up to seven different adver-

saries are possible as you ing Graphictron animation,
strive to become the powerful Randamn costs about $35.

Demi-god of the universe. Us-

—Ellen Cammeyer

A Healthy Start

Ahhough they may have
previously been better known
for an outstanding array of
game software, Synapse has
announced the creation of
something totally different.
It’s the introduction of a
series of personal healthware
programs for Atari, Commo-
dore, Apple and IBM home
computers. The first title,
Relax, is a stress reduction
system which uses biofeed-
back to allow you to monitor
your muscle tension as it is

represented graphically on
your monitor screen.
Available on disk, cassette
and cartridge, a Relax work-
book is also included to help
you better understand your
reactions to stress and how
you might manage it and even
reverse the process. In addi-
tion an audio tape, which
comes with the package, pro-
vides a guided deep relaxa-
tion exercise that combines
progressive relaxation with
meditative techniques.

Rounding out this unique
computer software releaseis
a special, Relax headband
which features three tiny sen-
sors. Oncein place, the band
aids in giving accurate
measurements of muscle ten-
sion via a biofeedback
method called electromyso-
graph. Soif playing too many
computer games has gotten
you overly tense, Relax might
be just what you need to calm
down and get back in control.

—Ellen Cammeyer

The iiA”
Teams

T wo fierce rivals in the home
video market, who have not
been without their share of
legal battlesin the past, have,

+ | at least for now, decided that

there may be something to of-
fer if they team up. Scheduled
for a market test in the first
half of 1984, Activision and
Atari have formed a joint
venture company to dis-
tribute software electronical-
ly to the home.

The plan centers around
the upcoming service to use
broadcast technology as a
way to transmit softwaretoa
home receiver. This unit
would then be plugged into a
video computer system
through which available soft-
ware could be accessed.

Besides titles from both
Activision and Atari, the pro-
posed electronic distribution
service would also provide
releases from other com-
panies. Depending upon in-
itial acceptance, look for the
project to expand by the end
of the year.

—Ellen Cammeyer

12 VIDEO GAMES
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Star
Struck

Back in 1982, Fernando
Herrera was the winner of the
first Atari Star Award for his

program ‘““My First Alpha-
bet.”” Not long after this,
Herrera and his newly form-
ed company, First Star Soft-
ware, introduced their first
computer game, ‘‘Astro
Chase,”” which received
many awards of its own. Now

First Star is back in the news
with the announcement that
Warner Software, Inc. (a
subsidiary of Warner Pub-
lishing) has acquired a
substantial interest in the
company. The result is that
although First Star will con-

tinue to operate independent-
ly, look for some team efforts
which should considerably
broaden the range of prod-
ucts we'll undoubtedly be
seeing from Herrera’s design
and engineering forces.
—Ellen Cammeyer

Computer Age
Dry Cleaning

I you own a computer sys-
tem with all the trimmings
and have sometimes
wondered about routine
maintenance and care, Disc-
washer has recently released a
product which should clear
up some of your worries
about your disk drive. Nam-
ed the Clean Runner, this
new combination pro-
gram/cleaner helps to
remove any dirt build-up on
disk drive heads.
Recognized as one of the
leading suppliers of audio/
video accessories, Disc-
washer has taken extreme
carein the research and devel-
opment of their Clean Run-

ner in order to make sure that
the product is completely safe
with the delicate inner work-
ings of any disk drive unit. A
dry cleaning system which
needs less than thirty seconds
to complete its task, the
Clean Runner utilizes a lint-
free cleaning surface that’s
bonded to a polyester disk-
ette. Once inserted, its ex-
clusive program directs the
head(s) of a computer’s disk
drive to a different track.
The Clean Runner can be
used for both single-sided or
double-sided drives and is
programmed for 20 cleaning
operations. It costs about
$25. —Ellen Cammeyer

Wrist Watching

I might seem more believ-
able in a science fiction tale,
but anything appears to be
possible with the announce-
ment by Hattori Seiko Com-
pany of Japan that it plans to
make available the world’s
first wristwatch-type com-
puter system. Composed of
three elements, the wrist-
watch operates as a normal
timepiece, but also features a
memo display capacity of
2,000 characters. In addition,
the watch’s liquid crystal
panel can show graphic pat-
terns as it displays data on a

full-dot matrix which utilizes

1,400 picture elements.
Another component part
of this futuristic system is a
keyboad that’s small enough
to fit in a shirt pocket, while
rounding everything out is a
larger scale processor.
According to the company,
this small wonder can
calculate, retain memo data,
carry out basic program ap-
plications and print out data.
Coming your way this year,
the total system is tentatively

set to cost about $230.
—Ellen Cammeyer

Game Over

Ihha ruling that could have
far-reaching repercussions
elsewhere around the coun-
try, the city of Marshfield,
Massachusetts, has enforced
a ban on the operation of
coin-op video games. The
decision, which took effect at
the end of November, ended
a legal battle that has raged
since June of 1982. Although
the case reached the point
where it was presented before
the United States Supreme
Court, the highest court in
the land failed to reach neces-
sary agreement for the issues
to bereviewed. Involved with
the proceedings were inter-
pretations of the basic prin-
ciples provided under the

First and 14th Amendments
to the Constitution.

To those video game play-
ers of Marshfield we can on-
ly say we're sorry that in 1984
there are still a number of in-
dividuals who question the
attributes of an entertain-
ment form that offers good,
clean fun and nothing else.
Who knows? Maybe down
the road the people who have
this vendetta against video
games and other coin-op
amusements, will finally see
the light and accept these
creations without inflicting
their own personal prejudices
and misconceptions on the
rest of us.

—Roger C. Sharpe

VIDEO GAMES 13
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Up until now, the only way
to get information into the
computer has been to type it
in via the keyboard. For those
non-typists this has been an
endless, hunt-and-peck
hassle. Well, say goodbye to
the keyboard! It’s finally
possible to write directly into
the computer through the use
of Penpad. Penpad uses
Dynamic Character Recogni-
tion (DCR), which converts
handprinted information
directly into computer code.
Immediate recognition of
handwritten characters is one
trait of Penpad. As letters

Handy Pen Pal

and numbers are written,
they are analyzed and then
displayed on the monitor. A
mistake? No problem, just

write over the mistaken char-

acter and Penpad will auto-

matically correct the error.
This new addition to the

computer world is available .
for both the business world
and for the home computer
user. It is available in two
models, one which attaches
to most mini-computers for
the work environment and
the Personal Penpad, for per-
sonal home computer use.
For those who have hand-
writing that can be read by
humans, whether left or right
handed, European or Ameri-
can styles, this computer
development can not only be
a time and money saver, but
also a sanity saver!
—Melinda Glass

On July 23rd to the 27th, in
Minneapolis, Minnesota, the
Eleventh Annual Conference
on Computer Graphics and
Interactive Techniques will
take place with a vast array of
exhibit offerings celebrating
the art and application of
computer graphics. Spon-

Getting Graphic

sored by the Association for
Computing Machinery’s
Special Interest Group on
Computer Graphics (ACM
SIGGRAPH), the pro-
ceedings are guaranteed to be
a sight to behold.

At this point in time the in-
itial planning includes up to

30 one or two-day courses;
three days of refereed tech-
nical paper presentations;
panels on topical computer
graphics issues; a design arts
show; evening film and video
presentations as well as much
more. If you've got an eye for
what’s happening currently,

or want to get a vision of what
to expect in the future, you
can get registration informa-
tion by contacting the SIG-
GRAPH ’84 Conference Of-
fice (111 East Wacker Drive,
Chicago, Illinois 60601,
(312)644-6610).

—Ellen Cammeyer

A First For Jr.

Former 2600/ Intellivision
software heavyweight Imagic
is designing the first indepen-
dent software for the IBM
PCjr computer. The first re-
lease will be the highly ac-
claimed Demon Attack
game, an Imagic slide-and-
shoot blockbuster that pits
the player’s spaceship against
hostile space warbirds that
have an incredible variety of
attack styles.

Imagic will have their soft-
ware released through
another company, now that
they have ceased manu-
facturing games and have be-

come a design house. IBM
has cooperated with Imagic
by giving them necessary in-
formation on the PCjr

before the machine went
public in exchange for Im-
agic’s vow of discretion in
regards to the then unan-
nounced Junior. Imagic will
make more PCjr cartridges
after Demon Attack, which
should hit the software stands
at the same time the Junior
becomes available. At this
point, Imagic hopes to be a
major supplier of PCjr soft-
ware in the future. So stay
tuned. —Mike Sittnick

Coleco Gets Scarry

You never know what’s
going to happen next with this
West Hartford, Connecticut
company. There might be a
computer which sends an in-

dustry on its ear, or a unique.

Cabbage Patch doll that
caused a sensation during
Christmas. Blink your eyes
for a minute, and the next
thing you know they’ve
gained the rights to Dr. Suess,
Smurfs, the Berenstain Bears
and even Dragon’s Lair. Well
now Coleco has gained the ex-
clusive, worldwide rights to
manufacture and market
home video games and
computer software based on

the famous characters and
children’s stories of Richard
Scarry.

The licensing agreement
teams up Coleco with a re-
nowned author of over 200
children’s books, including
Richard Scarry’s Please and
Thank You Book, What Do
People Do All Day, Best
World Book Ever and Best
Mother Goose Ever. In all,
over 100 million copies of
Scarry’s books have been
sold, including translations in
26 languages. So get ready.
Obviously, this is only the
beginning of yet another
story, —Ellen Cammeyer
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Top Ten Home Games

Present Last
Position Position
1/21/184  1/7/84

1
3
5
2
12
11
10
14
8
21

CWOWO~NOWU LN =

-t

Weeks on
Chart
23
23
1
47
11
71
27
29
43
9

Game
Q*bert (Parker Brothers)
Pole Position (Atari)
Popeye (Parker Brothers)
Ms. Pac-Man (Atari)
Dig Dug (Atari)
Frogger(Parker Brothers)
Jungle Hunt (Atari)
BurgerTime (Intellivision)
Centipede (Atari)
Joust (Atari)

1983 by Billbcard Publications, Inc. Reprinted by permission. These
are the best-selling video games compiled from outlets by the
Billboard research department

1. M.A.C.H. 3 (Mylstar)

5. Pole Position (Atari)
6. Star Wars (Atari)

7. Elevator Action (Taito)
8. Donkey Kong 3 (Nintendo)

Provisionally rated:

1. Astron Belt (Bally/Midway)
2. Birdie King (Mama Top)
3. Discs of Tron (Bally/Midway)

4. Cliff Hanger (Stern)

2. Dragon’s Lair (Cinematronics)
3. Track & Field (Konami/Centuri)
4. Pole Position Il (Atari)

Top Arcade Games

Percentage
100.0

95.3

92.3

84.3

68.5

66.3

63.7

62.0

90.6
75.8
70.4
60.3

These are the top earning arcade games according to a poll of
operators. Provisionally rated games had a response rate of less be-

tween 10 and 25 percent.

“1983 by Play Meter Magazine

Baby Pac-Man
Bagman

Black Widow
Buck Rogers
Bump’N'Jump
BurgerTime
Bubbles

Congo Bongo
Crystal Castles
Champion Baseball
Defender

Dig Dug

Donkey Kong Jr.

Elevator Action

Frontline
Gorf
Gravitar

Gyruss

Dragon’s Lair (3 men)

HIGH SCORERS

(effective 1/25/84)

6,685,130
6,840,850

926,050
1,016,495
2,413,182
5,944,700
1,364,360

883,400

857,689
1,130,560

76,377,300

4,129,600
1,259,300
370,954
60,500

727,500
2,220,000
4,722,200

28,015,900

QOur thanks to Walter Day Jr., of Twin Galaxies International Scoreboard
addressaed, stamped envelope to Walter Day who will forward the neces

Richard Sattilaro
Edison, N.J.
Gerry McCloskey
Pentleton, B.C. Canada
David Rotramel
Overland Park, KS
Kelly Keenan
Santa Maria, CA
Bob Hastings
Lansing, IL

Steve Shepard
Santee, C

Mark Bersabee
Milpitas, Ca

Tom Collum
Nacagdoches, TX
Eric Ginner
Milpitas, CA

Gus Papas
Upland, CA

Burt Jennings
Futhsom, N.C.
Ken Arthur
Blackburg, VA
Calvin Frampton
Pleasant Grove, Utah
Kevin Crane
Tulsa, OK

Mike Ward
Madison, Wi
Shelby, N.C.
John Dunlea
Wilmington, N.C.
Jason Smith
Midland, TX
Raymond Mueller
Boulder, Colo.
Dave Wissman
Cincinnati, OH

Joust (new chip)

101,192,900

Robert Gerhardt
Lloydminster, Alberta, Can.

Jungle Hunt/King 1,510,220 Michael Torcello
East Rochester, NY

M.A.C.H. 3 307,300 Alan Pearson
Wilmington, NC

Mario Bros. 1,202,210 Spencer Ouren

Millipede 6,995,962 Jim Schneider
Santee, CA

Ms. Pac-Man 699,290 Chris Ayra
Ft. Lauderdale, FL

Pac-Man Plus 3,213,900 Shannon Ryan
Upland, CA

Pole Position 66,960 Les Lagier, Mike Klug (tie)
San Jose, CA

Popeye 1,439,430 Orlando Diaz
Humaco, P.R.

Professor Pac-Man 999,990 Greg Gunter
Peoria, IL

Q*Bert 33,273,520 Bob Gerhardt
Lloydminster,
Saskatchewan Ca.

Rally-X 1,202,730 John Pomerenke
Okabena, MN

Robotron 511,834,625 Robert Bonney
Kirkland, Wi

Satan's Hollow 17,811,250 Mike Ward
Madison, Wi

Star Trek 1,067,500 Tom Collum
Dayton, Ohio

Star Wars 52,041,781 Dave Palmer

(6 shields) Rocklin, CA

Sub Roc 431,900 Timothy Tomastik
Santa Maria, CA

Super Pac-Man 588,430 John Azzis
Santa Maria, CA

Tutankham 1,736,140 Mark Robichek
San Jose, CA

Track & Field 89,970 Mark Sellers
Grand Rapids, MI

Xevious 999,990 Don Morian
Seattle, Washington

Zoo Keeper 14,049,570 Bill Channam

East Lansing, MI

(228 East Main 51., Ottumwa, lowa 52501). Readers wha think they might have a high score should send a sell-
sary information and forms. Cities given are the location where the high scores were achieved.
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WE WANT ' OUI' To put your joystick down long enough to fill out this

questionnaire. 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:

Family Income: Under $14,000 ____ $14-21,000 ___ $21-39,999  Over $40,000
Education: Elementary School High Schogl 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 home

Biggest disappointment: arcade home

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 VIDEQ GAMES influence your purchases and
selections?

What influences you in buying a video game/computer software?
Radio TY Word of mouth Other
Does reading anarticle in V/IDEO GAMES influence your video game/computer software purchases?

Magazine/newspaper ads

How did you get this issue? Subscription Newsstand
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Too Much Violence?

The grisly melting face in the Bega’s Bat-
tle article (December ’83) is a prime
example of the main thing wrong with
laserdisc video games: The incredible
violence. If anti-video game forces were
looking for an argument, they now have
one. The violence and mayhem in
Dragon’s Lair, Cliff Hanger (basedona
Japanese series and thus quite in line
with the intense emphasis on violence
and gore in Japan), Space Ace and
Bega’s Battle, is not symbolic but
graphic and realistic. In addition, too
much time is spent just looking at the

ot\sS

“ER\C A

The Great American

Tr&dman I

GIANT

= 52“‘:@%
Phone 216/482-5595 \)“E

P.O. Box 26V
Columblana, OH MADE F.HEWORKB

voiD WHEHE PROHIBITED

Please send catalogs at i
$2.00 each. (Refundable)

Name._ _______

Address_ e
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Blue Angel Fireworks  Box 26-V  Columbiana, OH 44408
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movie playing (especially in CIiff
Hanger, where almost a minute may
pass between the need to make the right
control movement).

Aside from that, the potential of
videodisc computer-controlled cartoons
is not being realized; one would fairly
jump at the opportunity to runacartoon
where you could control the actions of
the main character, to decide where he
goes right and meets his girlfriend, or
goes left and winds up fighting a kan-
garoo. Within one cartoon one can be
thus entertained a hundred ways. The
goal will not be one set object, but to put
the character through scores of different
situations. Instead of characters like
Dirk the Daring (but far from fearless),
Cliff Hanger, Space Ace, and Bega’s we
ought to have Warner Brothers put all
the old characters through new, well-
drawn situations. I’'m talking about
bringing back full animation, not the
minimal animation angular characters,
and sketchy backgrounds that get con-
stantly cranked out by Hanna-Barbera
merely to flood the market with medioc-
rity and slop.

Also why is everybody acting as if this
programmable movie business is a new
thing? 1 saw such things way back in
1964, at the World’s Fair, where a huge
video machine ran several booths of the
same game at once: A cross-country
auto race, where your decisions and tim-
ing determined whether you hit the er-
ratic driver, got hit by the train, etc. No
lives were lost, but wrong decisions cost
you time. I participated, I did not win,
but I enjoyed the game. The winner got a
prize. I was happy just to try it out,
There were also no blank-outs while the
computer switched to the proper film to
show the results of your response and
timing.

I do not think that videodisc games

are going to drive the computer games
out of the arcades, just like they did the
pinball games.

Incidentally, you arcade gamers out
there. If you take the time to read over
the instructions, I can’t take the time to
watch you play, because you obviously
haven’t played that game before and are
not to do good at all. Same for you guys
who lose two men in quick succession or
who make the same mistake in CLff
Hanger six times in a row!

Paul R. Wilson
New York, New York

A Devoted Reader
One of my friends recently showed me a
Video Games issue and ever since then
I’ve been a devoted reader.

I myself own the ADAM computer
and in my opinion think it’s the best and
most advanced computer-game player
that doesn’t cost over a $1000. It comes
with the super game Buck Rogers
which has all the screens of its arcade
cousin.

| feel that all of the recent anti-Coleco-
Vision letters published in Double Speak
are knocking my system as well since
both the ADAM and ColecoVision are
compatible systems.

The ADAM computer has much
more memory than the 5200. Coleco
promised all their games would have the
intermissions of the arcade games along
with all the screens and all the bonuses.

Chris Renfro
Hinchley, Ohio

A Work of Art

Recently I read an article that said Col-
eco was coming out with a laserdisc
attachment for ADAM that only costs
$150. The article also reported that the
home version was supposed to use the



same disk that the arcade game
Dragon’s Lair uses. If this is true, the
consumer is really getting quite a deal
just paying $150 when you consider that
some arcade owners are paying up to
$1000 per machine in the arcade.

The player isn’t supposed to be out for
about four or five months because it was
in a contract between Coleco and the
company that produces Dragon’s Lair
that Coleco wouldn’t introduce it until
popularity for the arcade game died out.
This is understandable because instead
of paying two tokens or quarters per
play in the game room, you could go out
and for $150 buy an exact replica of the
arcade game—absolutely nothing
sacrificed.

[ am really convinced that the Smart-
Writer word processor on my ADAM is
by far the best microcomputer on the
market by a wide margin. The data pack
drive is really a great mass storage
method and the basic is one of the most
powerful and popular on the market in
that it is identical to AppleSoft BASIC.
The word processor is really pretty
powerful, and that’s coming from the
mouth of my father who uses a $5000
computer with a $250 word processor.
He says SmartWriter will do anything
the word processor on his computer will
do. He also says he will probably start to
do some of his research papers with
SmartWriter. That speaks highly of
SmartWriter.

The printer is a “‘work of art.”” It
keeps super straight margins and even
line spacing. It has excellent print quality
and can handle subscripts and super-
scripts which my father’s $1000 printer
he prints his reports out on can’t do.
But, the printer comes with a rather
cheap multistrike film ribbon and you
sometimes don’t get very dark printing.

Also, for people who are planning to
buy ADAM, the manuals which come
with the computer only tell a fraction of
what the thing can really do. It would be
a good idea for any new owner to go out
and get an AppleSoft BASIC manual
and start learning to program from that.
Regarding SmartWriter, experiment
with it and you'll discover features not
outlined in the manual. At first, |
thought it was a pretty limited word pro-
cessor but later [ found out just how
powerful it really was.

Kevin Gamble
Huntsville, Alabama

This paciage contaies:

* Gae Video Game Recorder
* Ome Cogy Cert

" Oee “Dishaster’ came 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.
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OVER MATTER

New Controls For New Video Goes One

orget joystick callouses. In fact,
F one day, joysticks may be a part

of video game history. The rea-
son is a new approach to video game
play that can literally put control of the
game not just directly into the hands of
players, but really into one’s fingertips
to be more exact. It is a process similar
to the one used in lie detectors and
biofeedback machines based on the
GSR, or galvanic skin response.
Behavioral Engineering is developing
this rather revolutionary controller.

The company, a computer software
firm located on the edge of
California’s Silicon Valley, gets some
of its inspiration from things such as
Einstein’s vision of gliding on the end
of abeam of light. In fact, the father of
the relativity theory is featured in the
company’s logo. In practical terms,
Behavioral Engineering is pushing the
edges of research into educational uses
for computers, ideas in therapy, and
new ways of presenting video games.

When the GSR device is plugged into
a home computer using the standard
game paddle port, it allows players to
control a game by the level of tension
conducted through the ends of the
fingers.To play, a person simply rests his
or her hand on a gently grooved piece of
molded plastic. When the player touches
two conductor strips, the computer
picks up the signals of the autonomic
nervous system and translates them into
action on the game screen.

Some describe this process as
everything from using mind over matter
to employing ‘“The Force’ as Luke
Skywalker did in Star Wars . Actually,
the GSR uses changes in skin conductivi-

Step Beyond!

By Mary Claire Blakeman

ty which are caused by the opening or
closing of pores and sweat glands in
maintaining body temperature.

It may not seem like these functions
could be consciously controlled (except
perhaps by Himalayan holy men), but
the amount of tension or relaxation a
person experiences can change the GSR,
and the activity on the video game
screen.,

““One of the first barriers for people is
when they wonder, ‘Am I controlling
it?’’says Robert Dilts, president and
one of the founders of Behavioral Engi-
neering. ““But rather than trying to think
in terms of controlling it, the more spon-
taneous you are, the more reaction you
will get from the game.”’

The GSR controller (which did not
have an official name at press time,
although ““Touchstone’” was a leading
contender), is more sensitive than stan-
dard biofeedback mechanisms, Dilts
says. So it picks up very subtle changes in
the amount of tension in a person’s
body.

“When someone is tense or excited
the heart, pulse and breathing rate in-
creases and temperature goes up,’’ Dilts
explains. “When that happens, the
pores open and sweat glands work to
cool the body down. Then, the skin con-
ducts electricity better. In the opposite
case, when a person relaxes, energy
decreases, pores close and the skin is less
able to conduct electricity.”

Already, during testing of the device,
some players have developed their own
personal style of mastering games with
the GSR controller. Some people use it

with their eyes closed and Dilts himself
has even tried playing games with his
toes. ““And there’s one kid who says he
just imagines he has a joystick in his
hand,’’ Dilts says. ** So when he would
normally pull up on the joystick, he just
imagines he’s done that and the space
ship on the screen goes up.”’

““‘But it’s not just brain impulses,’’
Dilts adds. *‘It really doesn’t have
anything to do with brain waves. It's
really your physical reaction to a
thought, and any number of things can
affect that.”

Among the factors that can change
the galvanic skin response are blood
pressure, breathing, and, with the video
game device, the amount of pressure one
applies through the hands. But Dilts is
quick to point out that simply squeezing
or letting go of the controller will not
give players control of the screen action.

The real trick, Dilts says, is to learn
how the body actually responds and then
use that information to play the games.
“Your body doesn’t work like a
joystick,” he says. *‘This device comes
closer to how your hand-eye coordina-
tion truly works, because it’s always ad-
justing like a muscle. What you have to
do is associate the appropriate internal
response to the command you want it to
carry out.”

In one Defender - type game in which
a space ship has to avoid mountain
peaks and oncoming enemy missiles,
Dilts recommends visualizing the
general area rather than a specific point
for the ship’s travel. Another tip he
passes on is that players should not try
too hard. ““‘Sometimes, it's even difficult
for me,” says Dilts, ““Usually that’s
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when I’m under pressure or in a demon-
stration. The more conscious you are of
it, the harder it is to make the game do
what you want it to.”

An example of ““trying too hard’’ was
provided by one woman who tested the
company’s spaceship-in-a-forest game.
The idea is to get the ship to travel over a
clump of trees and land on the other cor-
ner of the screen in safety. Several times,
just before the ship landed, it would
shoot back to the top of the screen.
“That’s because she had an expectation
of achievement,”” Dilts explains. ‘“You
can get excited to the point of switching
reactions and miss the goal which was to
have the spaceship land. Some people
find that the machine does the opposite
of what they think it will do”’

““Basically,” he adds, “‘you have to
center yourself so you’re not too relaxed
and not too tensed.”

The spaceship games are just two of
several the company is developing
specifically for the GSR controller. In
one of the games, players must get a
group of dots to form a straight vertical
line over a block at the bottom of the
screen. Usually, tensing causes the dots
to move to the left and relaxing sends
them to the right but it is easy to over-
compensate. Besides challenging a per-
son to get the dots in exactly the correct
area, the game also allows competition
against a time clock to see how fast the
task can be completed. Another game
with horizontal oval dots can be used as
a sort of biofeedback mechanism. The
object is to get the line into the center of
the screen and produce a stable musical
tone instead of an erratic one.

Dilts says all his company’s games will
be available for the Apple, Commodore
64, VIC-20, Atari VCS, 400 and Atari
800, but the GRS device can be used on
any computer that has a game paddle. In
addition to the GSR controller, which
was developed by high tech consultant
Trone Miller, the company is producing
software based on concepts of Neuro-
Linguistic Programming. Dilts, who has
authored several books on the subject,
including the Roots of Neuro-Linguistic
Programming, became interested in the
field while a student at the University of
California in Santa Cruz. That was
about eight years ago when he studied
linguistics with John Grinder. Grinder,
Dilts and David Gaster then went on to
form Behavioral Engineering in 1981, in
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order to produce software using the
Neuro-Linguistic Programming (NLP)
approach,

Basically, NLP is a process for
discovering how an individual uses the
brain and applying appropriate
strategies for problem solving. In study-
ing therapists such as Virginia Satir and
Fritz Perls, Grinder and John Bandler
discovered that people recall ex-
periences. They perform specific body
motions, often moving the eye in a con-
sistent pattern. In practical applications
research, Dilts and others at Behavioral
Engineering found that students whoare
good spellers almost always move their
eyes up and to the left, because they are
visualizing the letters of the word and the
way it looks. The company incorporated
that information into one of its educa-
tional programs, ‘‘Spelling Strategy,”
which has effectively taught even learn-
ing disabled students to spell.

““If a person is not a good speller, it’s
not that they’re dumb or can’t learn,”
says Bill Hanley, director of marketing.
“It’s just that they’re using the wrong
strategy for what they’re trying to do.
We’ve found that almost all good spell-
ers visualize the words, so our programs
are designed to increase a person’s
natural abilities, and enhance their inter-
nal abilities for visualization.

Beyond programs for spelling, typing
and math, Dilts is working on more
sophisticated applications of NLP
theory. “Today, the games we're talking
about are using the conscious to control
the unconscious through the GCR
device,” he says. “‘But we can do it the
other way around too.”

Already in the works is a “‘mind con-
trol’’ game where the computer attempts
to guess what a person‘is thinking. In this
one, the player uses the GSR and
responds to commands such as ““Think
of a pleasant experience,”” and then,
“think of an unpleasant experience.”
The computer then asks the player to
choose one of those experiences and
think about it while the machine tries to
match the player’s thoughts. It does this
by creating a digital graph during each
part of the process and then matching
responses as closely as possible. Dilts
says some bugs still have to be worked
out of the program. For instance, when
a person thinks about something for a
second time, they often change their
reactions slightly. He foresees a day

when this type of program could be used
as a type of “‘mechanical therapists”’ in
which a person could use their positive
responses in negative situations.

Besides this scenario, Dilts envisions
using the machine as an overall health
monitor, complete with printouts which
would be taken to a doctor’s office.
Also, the physically disabled could use
the games and software. In fact, already,
children with cerebral palsy have suc-
cessfully played with the GSR con-
troller.

“We're really talking about using the
microcomputer to learn about a
person,” Dilts says. ‘““It’s not just
biofeedback, it is biofeedback with
some artificial intelligence thrown in.
We're not just getting responses but in-
telligent responses that a person can use.

“For example, in the dots game, the
computer can look at your reading and
recommend that you amplify some re-
sponses and lower others,”’ Dilts says.
It would be constantly updating you."

In the more immediate future, Diltsis
developing games which he calls ‘“‘more
than imitation joystick games.”” The
“Mental Olympics” for instance, will
allow a player to control more than just
the direction of the objects on the screen.
“You will also be able to control the
speed and behavior of the character,”
Dilts says. ‘‘For instance, in the running
game, I control the speed of the runner
because the more relaxed 1 am, the
slower he runs. These kinds of games
will be more open-ended than typical
joystick games.”

The running game, in particular, also
incorporates aspects of biofeedback in
that, if a player goes full out in the begin-
ning, the body will naturally compensate
and slow down, so the video character
slows also. ““You also have to pace your-
self in the long-distance run, unlike in
the sprint and that’s interesting because
that’s just how it is in real running.”

Fundamentally, Dilts sees his com-
pany’s games as a way to entertain peo-
ple while also pursuing other research.
“The games are fitting in as a way to
refine what we want to do on a more
serious level,”” he says. *I think video
games are like movies or rock and roll
and they will eventually shape the
culture.”

““Personally,”’ he adds, ‘I want to
produce something that will leave people
better off after they're played it.”” &
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It was as peaceful a day as New York ever gets, when suddenly the sky went dark and

a monstrous droning noise filled the air Herdes of grotesque aliens were swooping down from
all sides, biting into the Big Apple as if they hadn't eaten for days. They were laying eggs, too.

Horrible shimy things that got down into the Subway tunnels and began clawing their way up.

if anyone was going to save the city, it would have to be me. | leapt into my rocket and

began blasting away. | thought I stood a fighting chance, but fuel’s running low. .. another wave
of invaders on the horizon. . . signing off. ..
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orporate headquarters, Wil-

liams Electronics, Chicago;

manufacturer of coin-operated
amusements. Immediately upon signing
my name to a visitor’s pass, I am whisk-
ed down a long white corridor and led in-
to a darkened, windowless office. The
door is hurridly closed behind me. My
escort, a company marketing analyst,
begins to grope around in the darkness
behind a large, mysterious-looking ob-
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GOING
FULL CYCLE

Williams’ Laserdisc Star Rider Gets On Track
By Jim Gorzelany

ject that takes up one corner of the
room. From where I stand, it looks
something like an upright video game
cabinet that has been bisected by a
runaway motorcycle.

I’m at this coin-op manufacturer to
preview what is purported to be a
revolutionary new first-person laserdisc
game called Star Rider and, frankly, I'm
beginning to wonder what the fuss is all
about. However, these moments of

doubt prove to be fleeting as my escort
finds the appropriate switch at the back
of the cabinet. The shadowy room is
filled with the sound and color of this
new machine, and I immediately realize
that I’m about to be taken for one heck
of a ride.

Star Rider is Williams Electronics’
first laserdisc machine. It is without a
doubt the company’s most impressive
creation since it debuted its inaugural



video effort, Defender, back in 1981,
Defender broke new ground in the in-
dustry by introducing players to multiple
controls, horizontal scrolling, and high-
resolution computer graphics, among
other features. Star Rider, likewise,
breaks new ground by premiering
another Williams exclusive: The Discan
System of hardware scrolling. The result
is that a player can actually change his/
her first-person game perspective by in-
teracting with the machine’s disc-based
computer animation.

Simply put, Star Rider is a first-
person driving game unlike any ever
created. You pilot a jet-powered motor-
cycle on a race to the stars and beyond.
The game has been designed with a pain-
staking eye for detail in order to be able
to effectively simulate a ““real’’ motor-
cyle race through seven fantasy worlds.
Each world contains its own variety of
sharp, twisting roads, and eerie floating
landscapes. To play the game, you
mount a full-scale console representa-
tion of the rear %; of an actual motorcyle
(molded from high-impact plastic).
Your cycle is, as in real life, neatly con-
trolled by a fully-steerable set of handle-
bars, complete with right-hand twist
throttle, and left-hand brake and turbo
buttons.

However, what makes Star Rider
such a realistic experience is the on-
screen view of the futuristic roadways
that stretch out before you. Represented
by some of the most impressive compu-
ter animation around (rivaling even the
best scenes from the movie Tron), the
other-worldly backgrounds are present-
ed in full three-dimensional perspective.
The twists, turns, and occasional
hazards of each roadway, as well as the
strange shapes that make up the land-
scapes for each of the seven planets, all
move towards you in exact relation to
their distance and size. The animated
backgrounds feature the kind of high-
resolution futuristic detail that can only
be obtained through use of sophisticated
computer-generated images. It sounds
trite, but these graphics really have to be
seen to be fully appreciated.

However, all this aside, the icing on
the cake for Star Rider is in what the
Williams’ engineers have done with this
spectacular laserdisc animation.
Through the use of the Discan System,
the machine will change the perspective
of the roadway during the course of the

game in perfect response to your steering
and speed commands. When you steer
to the left, the scene before you changes
perspective to the left side of the road,
and vice-versa. (For an explanation of
how the Discan system works, see theac-
companying feature). The effect is truly
amazing.

Another feature unique to Star Rider
is the use of a small rear-view screen
located at the bottom center of the
game’s display monitor. This screen mir-
rors in precise 3-D detail whatever is
represented in the fore-view immediate-
ly after you pass it by. The effect is
precisely that of an auto’s rear-view mir-
ror. More than just a nice cosmetic
touch, the rear-view screen is an integral
part of the game, as it warns you of op-
posing cyclists approaching from the
rear. This is a welcome feature that, in
my opinion, should have been included
in driving games of this type long ago.

Apart from the dazzling computer
imagery, Star Rider is also a challenging
game. Simply stated you are pitted
against four other cyclists, with each
having a different personality, in a race
to reach the *“Cosmodrome’’ at the end
of each race track. These raceways,

called “‘Cosmotracks,” are each lined
with force field beams that keep you on
the road.

While you cannot run off the track,
you will crash if you hug the rail for too
long a period of time. Basically, if you
finish first in a given race, you are
whisked to the next raceway/Planet.
Coming in second results in your getting
to the next planet only after you deposit
more money for extended play. If you

place third or fourth, you’re given the
opportunity to replay the level. Finish
fifth and the game is over.

Your cycle will crash into space debris
if you either run into another cyclist or
crack up along the sidewall/force
beams. While you won’t, technically,
lose a life for crashing your vehicle,
chances are it will give your opponents
an opportunity to pass you by. You’ll
then have to play catch-up to avoid los-
ing the race. Scoring is based upon your
overall speed, how well you negotiate the
turns, your final standing, and so on.

The game begins in ‘‘Cubitania,” a
cubist painter’s surrealistic dream
world. A small flying referee, the
‘‘Robofficial,” calls the start, and
you're immediately thrust into an envi-
ronment that is made up entirely of
colorful cube-shaped forms of varying
sizes. This first course is relatively easy to
negotiate, and features only moderately-
hazardous twists and turns. Once you’ve
gotten any “‘sightseeing’’ out of your
system (you’ll eventually have to keep
your eyes more on the road than on the
landscape in order to succeed). You
should have little trouble finishing in
first place here.
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The second world in the game’s pro-
gression is ‘‘Hexagonia,”” a planet made
up of floating hexagonal (six-sided)
shapes. The roads in Hexagonia are a bit
more difficult to negotiate than they are
in Cubitania. They also feature occa-
sional hazards such as large hexagons
placed in the road at unexpected loca-
tions. Hexagonia features some nice
visual images, such as an occasional
comet that streaks by, or a stretch of
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road that suddenly pitches upward at a
90-degree angle.

From there, it’s on to “‘Crystallia,”” a
cool, crystalline world featuring an in-
creasing number of turns placed at ever-
sharpenings angles. As before, the
Crystallia roadway system is littered
with hazards including huge crystal
shapes placed precariously in your path,

Next you race through the magnifi-
cent ‘‘Milky Way,” where you'll zoom
past an assortment of stars, asteroids,
pulsars, suns, comets, and other gigantic
formations, each animated in rich detail.
The fifth Star Rider planet, ‘“Titania’’ is
made up almost entirely of eerie forma-
tions that resemble the legendary Titan
heads of Easter Island (in fact, you enter
the planet through the mouth of largest
of these heads). Titania’s essentially-
dreary appearance is occasionally
spruced-up by the appearance of color-
ful outer-space rainbows and electro-
static fields. The planet is made more
deadly by the presence of the Titan
heads, which often overhang onto the
road to block a portion of your path.

The sixth level,‘‘Stalactia,” is a cave-
like planet filled with floating
stalagmites and stalactites, as well as a
treacherous assortment of hairpin turns.
Here, exploding stars and protruding
stalagmites appear as obstacles in this
beautiful, yet dangerous world.

The final Star Rider planet, ‘‘Metro-
polia,” is also the game’s most beautiful
piece of work. As you race through this
futuristic urban environment, huge
buildings will float alongside, above,
and below the road. You’ll see elevators
move from floor to floor as they pass by.
Power generating stations will emit huge
charges of electricity into the at-
mosphere. There’s even remnants of

past architecture (a gothic-column
courthouse, for example) to be seen
which occasionally whiz by along the
way. If you happen to get through
Metropolia, you’ll zoom back to the
Milky Way, and repeat the final four
raceways ad infinitum (your opponents,
however, will become more aggressive,
thus increasing the game’s difficulty).

Your four cyclist opponents are
represented onscreen by computer-
generated images that blend in nicely
with the animated backgrounds. You’ll
see them sneak up behind you in your
rear-view screen, and then watch them
cruise off into the distance as they pass
by. As mentioned earlier, each is pro-
grammed with his own distinct person-
ality (or personality disorders, as the
case may be).

“Thunderbolt’” is the fastest and
most aggressive of your adversaries. He
also tends to fight dirty and will run you
into a hazard or other rider if it suits his
purpose. “‘Sidewinder’’ is the sneakiest
of your opponents. He will frequently
play cat-and-mouse with you, by alter-
nately passing and then letting you pass
by. “Red Hawk’’ is out for blood and is
the most difficult of your four an-
tagonists to pass. Your final opponent,
“Gold Jet,” is the ‘“‘rookie of the year”’
in the Star Rider circuit. As such, he is
not as experienced as the other riders,
but makes up for it in terms of sheer
desire. He simply doesn’t like to lose.

Just about every detail of Star Rider is
impressive, from the machine’s sophis-
ticated disc interface system to its three-
channel sound system and basic cabinet
design. All combined, the game really
does give you the feel of driving in a
high-speed motorcycle race (albeit one
that is set in a succession of outer-space

fantasy environments). I actually found
myself ducking out of the way whenever
Id spin out of a turn and ram headlong
into a well-placed obstacle. Enough can-
not be said about the quality of the
animated backgrounds and the manner
in which the Williams engineers digitally
manipulate them to simulate a true 3-D
first person perspective.

Praise likewise goes to Williams for
deciding to set Star Rider in a computer-
animation fantasy world, rather than a
real-life environment. This not only
heightens the appeal of the game from a
conceptual standpoint, but allows the
manufacturer to create an almost seam-
less match of computer-generated
graphics with the laserdisc animated
backgrounds (a feature sorely missed in
games such as Astron Belt and
M.A.C.H. 3). Furthermore, use of fan-
tasy settings allowed Williams to neatly
suspend certain realities successfully for
the sake of the game. For example, in a
real world driving laser game such as
Laser Grand Prix, it would be illogical
for a racetrack to be equipped with force
beams that hold your vehicle on the
road. However, since Star Rider takes
place in a totally fictional setting, such
beams can be installed to further the
playability of the game. Theeffect is that
they don’t appear out of place ina world
where fantasy is reality.

Time, of course, will prove whether or
not Star Rider has *‘legs,”” and will stand
up to many repeated plays. I believe it
will. Although Star Rider is rather
single-minded in its basic game-playing
premise, as a package it's certainly the
most thoroughly enjoyable laserdisc
game created to date. It is a game that
exists, not so much to be played, but to
be experienced.

A DISCAN DISCUSSION

aserdisc-based video games
became the darlings of the coin-

p industry in 1983 with the

release of Starcom/Cinematronics’ in-
novative Dragon’s Lair last summer.
The game’s basic interactive capabilities
were combined with Don Bluth’s stun-
ning animation to produce a machine
that both piqued the interest of the
media and gave the coin-op business a
much-needed shot in the coin slot.
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By Jim Gorzelany

Players, otherwise disinterested with last
year’s crop of space, maze, and climbing
games, began returning to the arcades in
healthy numbers to see the new technol-
ogy in action.

As expected, other coin-op companies
quickly followed suit and rushed to
flood the arcades with their own laser-
disc creations. These subsequent games
tended to either follow the ‘‘decision-
making episodes’’ format of Dragon’s

Lair (Cliff Hanger, Goal-to-Go, and
NFL Football), or merely used laserdisc
footage as backgrounds for what were
essentially run-of-the-arcade combat
and driving games (Astron Belt, Bega’s
Battle, M.A.C.H. 3, and Laser. Grand
Prix).

Until now, that is. Enter Williams
with its first laserdisc release, Star Rider,
a late, yet significant entry in what is in-
creasingly becoming a high-tech, big risk



coin-op marketplace.

Star Rider is a futuristic, first-person
driving game in which the player/driver
races his or her jet-powered motorcycle
through seven different planets. Each
planet, represented by state-of-the-art,
disc-based computer animation, fea-
tures its own complement of twisting
roads and bizarre landscapes. Due large-
ly to the in-house breakthrough in com-
puter-controlled, laser-disc technology,
dubbed the Discan System, Star Rider
gives players the sensation of par-
ticipating in a high-speed fantasy race to
the stars and bevond.

Along with many other coin-op
manufacturers, Williams began looking
into laserdisc video games in the fall of
1982, when Sega premiered a prototype
of Astron Belt at the AMOA trade show
in Chicago. However, according to Ron
Crouse, Director of Marketing and a
Williams vice-president, the company
initially backed away from producing a
laserdisc game because of the technical
limitations of the early systems. ‘“We
were not happy with what the discs could
do then,”’ Crouse maintains, ‘‘there
were a few early prototypes, but they
were being produced with mostly poor
results.”” What was missing? Interac-
tion. ““We wanted to do a genuinely
interactive game, but the capabilities at
the time were limiting,”” says Crouse,
“so we decided to wait it out. We need-
ed to be able change the player’s perspec-
tive while he or she plays the game.”’

In February, 1983, Williams’ engi-
neers addressed the perspective problem
by creating the Discan System of hard-
ware-scrolling imagery. With disc
systems also having been improved by
then in terms of quality and reliability,
Williams began in earnest the 10-month
development process that produced its
first laserdisc machine.

At about the same time, according to
Crouse, the company was working on an
idea for a first-person motorcycle racing
game. ‘“We had wanted to do a first-
person driving game for some time,’’ he
says, ‘‘at the time, Williams had never
developed a driving game in-house.
When the laser technology began to hap-
pen, we felt that it was natural to com-
bine the two concepts.”

With the exception of the game’s disc-
based computer animation, Star Rider
was created totally in-house by
Williams—something that is often a
rarity in these days of licensed games and

sub-contracted development. According
to Williams’ marketing analyst Joe
Kaminkow, the firm pulled together to
work on the game in a true ‘‘team’’ ef-
fort. ““Nearly the entire company in-
cluding engineers, programmers, artists,
and so forth, worked on Star Rider at
one point or another. Many of them
seven days a week,”’ he says, ‘I think
their dedication and effort shows in the
final product.”

At the heart of Star Rider is the Discan
System, a 6809E microprocesor that
serves as an interface between the
machine’s specially-modified Pioneer
laserdisc player and the rest of the
game’s computer operating system. Like
the rest of the package, this interface was
designed totally in-house by Williams’
engineers (patents, as they say, have been
applied for). It is this system that gives
the game its realistic feel by providing the
player with the ability to change his or
her perspective of the disc-based
animated roads in relation to any varia-
tion in speed or steering angle.

Basically, here’s how it works. The
computer animation that makes up

on-screen perspective to the left or right,
based on the position of the handlebars.
The speed at which the background
moves, of course, is based upon the
player’s touch on the throttle, turbo, and
brake controls. The computer performs
these adjustments almost instantaneous-
ly on a line-by-line scanning basis.
According to Crouse, each line of on-
screen video resolution is scanned at a
staggering 15,000 times per second.
The disc-based animation is as-
sembled as one, continuous 20-minute
video consisting of nine individual
segments: the game’s attract mode,
seven individual planet/racetracks, and
the transition that takes a player from
planet to planet. Both the bottom-screen
rear-view display and the main fore-view
screens are taken from the same frame of
information on the disc. To give a
realistic effect, the rear-view segment of
the screen is in reverse synchronization
with the main viewing area. The player
sees an object coming toward him or her
in the main screen and watches it going
off into the distance in the rear-view
screen. As with all laserdiscs, the digital

Cubitania and the other six Star Rider
worlds is originally generated in what is
best described as a ‘“‘compressed’’ for-
mat. If you were to view the game’s
background disc on a standard laserdisc
player, it would look something like a
wide-screen movie that had been optical-
ly squeezed onto a TV screen. Every-
thing on the screen would look about
twice as tall and skinny as it would nor-
mally. Essentially, what the discan
system does is expand the picture back to
its ““actual’” width (about twice the width
of the game’s monitor), and scrolls the

video and audio information stored on
its computer coded on a frame-by-frame
basis for precise, instant location during
the course of the game. For example, as
a player finishes the Cubitania raceway
in first place (thus entitling him or her to
proceed to the next world), the computer
immediately advances to the transition
segment of the disk, plays it, and then
speedily goes on to the Hexagonia seg-
ment of the video and plays it.

The laserdisc footage was shot at
Computer Creations in South Bend, a
production house noted for its work in
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Star Rider’s cabinet has also been designed to add to the ‘‘reality’’ of the

game.

. . the cabinet, molded from high-impace plastic, features a full-

scale, sit-on motorcycle that protrudes out from the front of the cabinet.

“DREAY RIDER"

studed with

sound and color signals.

The track lies black asphalt to the horizon and further
it's Metalic, Dark Blue, Fractured Markation lines.
(On a black track the foreground rocket cycles will stand out
best and allow for better constrast images).

Between meridian

racing pace.

The race starts in "lerodome™ at meridian @.

The "Robofficial” up above the track starts the race with

O A P

unfolds starkly arourd a track with sharper turns and a faster
(light blue cubes}.

"Cubitanis

1 and meridian 2 the land of "Cubitania™

creating special effects for a variety of
television commercials and programs.
Nevertheless, the actual concepts, lay-
outs, designs, and initial artwork for
each of the fantasy worlds were devel-
oped by Williams’ staff of artists and
designers. ‘“We drew up maps of each of
the courses showing what kinds of things
would happen where, such as turns,
obstacles, comets, special sound effects,
the directions of the building elevators in
Metropolia, and so forth,”” Crouse ex-
plained, ‘‘along with storyboards that
would show what we wanted the player’s
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perspective to look like throughout each
race track.”

Williams worked with Computer
Creations for a total of five months.
Although the production house worked
exclusively from Williams’ original
designs, according to Crouse the final
product ended up being more a joint
creation than had originally been an-
ticipated. ‘“In the early stages of devel-
opment, work was done strictly to our
specifications,” Crouse said, ‘‘however,
after we had worked together for some
time and got a better idea of what each

other was doing, Computer Creations
was given a wider latitude of input in the
game’s animation.”’

Supporting Star Rider’s impressive
visual display is an equally-sophisticated
three-channel sound system that gives
the player an aural, as well as visual,
spacial perspective of the action. Two
speakers are mounted to the left and
right, just above the game’s video
monitor. A third speaker is mounted in
the “motorcycle’ portion of the cabinet,
right under the seat. The special sound
effects recorded on the laserdisc in-
cluding the ‘whoosh’’ of a comet streak-
ing above the road, for instance, are
presented in two-channel only (front
speakers). However, all other audio ef-
fects, generated by the machine itself,
are relayed in full three-channel am-
biance. Thus, a player will hear the
sounds of an opponent’s cycle fade into
the seat-mounted speaker as he or she is
approached from behind. As the other
cyclist passes, you’ll hear the sound
zoom from the rear to either of the two
front speakers(depending upon which
side of the road the opponent uses for
passing). Further, according to Crouse,
the rear speaker is used to heighten the il-
lusion by generating the sounds of the
player's engines, based on speed. *‘It
provides an added sensation,’’ he ex-



plains, ‘‘and gives you the feeling of hav-
ing an engine mounted right under you.”

Technology alone, however, doesn’t
always ensure a successful video game.
““I feel that you have three priorities in
designing a game of this type,’’ Crouse
explains. ‘‘First is sight. It has to be
visually exciting. Next is sound. The
game’s audio effects have to sound real-
istic. Finally is the game play itself. It has
to really grab you the first time you stick
a quarter into it.”’

With the visual and audio aspects of
Star Rider given up largely to advance-
ments in technology, the potential weak
link in the game design chain is frequent-
ly the third of these considerations: game
play. According to Crouse, in order to
make the game enjoyable and allow it to
feed off of the players’ imaginations,
Williams chose to get Star Rider on a
race track leading through a succession
of strange fantasy worlds, rather than
adhere to the Earthbound rules of the
road.

What’s more, Crouse adds, the use of
computer-animated, disc-based, other-
worldly backgrounds (as opposed to the
real-life filmed backgrounds used in
games such as Laser Grand Prix and
M.A.C.H. 3) actually makes the game
more realistic to the player. ‘““We didn’t
want the game to look like a bunch of
computer images that were projected
over a filmed background,”” Crouse
says. ‘““We wanted the two sets of visuals
to blend together. By using computer
animation instead of film, we were able
to nicely achieve this matching effect.
The other motorcycles in the race look
like they belong there. They don’t clash
with the background.”’

Further, the individual behaviors of
these computer-generated cyclists have
been carefully programmed in order to
provide a progressively-difficult chal-
lenge to the player. ““The four opponents
who race against you each have their
own distinct personalities, but they’re
not there specifically to attack you.
Neither are they there to act as obstacles,
as in other driving games,”” Crouse ex-
plains. ‘‘They’re competitors and, like
you, they’re out to win the race. Some,
more than others, are willing to do
whatever it takes to win, and if that in-
volves running you into another cycle, so
beit.”’ In addition, Crouse adds, the op-
posing racers do not follow a uniform
pattern of behavior for each race. ‘“We
wanted to build as much randomness in-

to the game as possible,’’ he says. “We
didn’t want a game that a player could
memorize and know what would happen
next. We wanted a game that would be
different for the player each time."’

Star Rider’s cabinet has also been
designed to add to the “reality’’ of the
game, Crouse says. The cabinet, mold-
ed from high-impact plastic, features a
full-scale, sit-on motorcycle that pro-
trudes out from the front of the cabinet.
A detachable front wheel and cowling,
mounted at the rear of the machine com-
pletes the package. (The game is also
available to operators who are cramped
for space in dressed-down upright
models.) ‘‘ Again, we wanted the game to
be as realistic as possible,”’ Crouse points
out. ‘“We wanted the player to feel like
he or she was riding a real motorcycle.
One of our employees even had his
motorcycle up here for a few days so we
could study its design.”’

Crouse estimates that the company
has spent between $3%2 and $4 million to
create Star Rider. ‘““We've invested
roughly four times the normal develop-
ment cost on Star Rider,”” he says. ““Itis
certainly our most ambitious project to
date. We've created our own technology

certainly changed for the industry in the
past two years. ‘‘In today’s market,
10,000 is good,’” he explains. ‘“‘Opera-
tors aren’t buying many new games these
days.”

Whether or not Star Rider is a run-
away success will, of course, be deter-
mined by the marketplace. Like many
companies in both the home and coin-op
ends of the video-game business,
Williams is a company in search of a hit
(it’s last *“big’’ game was Joust). With an
estimated pre-tax loss of $5 to $6 million
in the fourth quarter of 1983, Williams
can ill afford to take a $4 million bath
on Star Rider.

However, success or failure not with-
standing, what will the future hold for
this still new, yet increasingly-sophis-
ticated laserdisc video-game technology?
For the short term, Crouse feels that
both combat and driving-type contests
will continue to be the dominant disc
games and will become increasingly in-
teractive. However, he doesn’t feel that
the laserdisc machines will nudge stan-
dard video, and even pinball games com-
pletely out of arcades and street loca-
tions. “‘Laser games will continue to be
a part of, not a replacement for, a com-

in this industry and have produced a pro-
duct that is both unique and innova-
tive.”” Crouse figures to sell roughly
10,000 Star Rider machines to operators
this year. For as innovative a machine as
Star Rider is, 10,000 units hardly seems
significant when compared with the
phenomenal six-figure sales of Pac-Man
and Ms. Pac-Man a couple of years ago.
However, Crouse readily admits that
Pac-Man is Pac-Man, and times have

pany’s product line,”” Crouse explains.
““There will always be a demand for
other types of machines.’” For the dis-
tant future, Crouse forsees the develop-
ment of a totally sensory-oriented
machine.

“I'd really like to create a fantasy
game that achieves total realism—touch,
smell, and taste, as well as sight and
sound,’’ he says. “That would be the
ultimate game.”’ A
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The spectacle grows in stature and
magnitude each time it is staged.
As a showcase for the latest tech-
nological innovations and advances, it
has become something of a happening.
I know. Since 1975, twice a year, | have
attended the Consumer Electronics
Show and witnessed, first hand, the in-
credible developments.

For me the beginning meant a look at
a new invention called videocassette
recorders, which were heralded as crea-
tions destined to change the entertain-
ment habits of people everywhere. In less
than a decade, VCR’s have done this and
much more in opening our eyes to the
many options available to us when we
stop to consider what we want to do with
our leisure time hours. Another format,
videodisc players, which were an-
nounced at approximately the same
time, haven’t as yet enjoyed the impact
many expected, although this could well
change within the next year and a half.

Admittedly, back in the mid- to late-
Seventies, the CES was an opportunity
for audio manufacturers to display their
wares almost to the exclusion and neglect
of other product categories. But it didn’t
take much insight, even for a new ob-
server like myself, to realize that the pen-
dulum was beginning to swing in a dif-
ferent direction.

Eventually, the extravaganzas held
every summer in Chicago and every
winter in Las Vegas, were noted for
singular achievements which always
seemed to transcend everything else. Not
the least of these breakthroughs and
trend setters was the establishment of a
home video game industry. Reigning
supreme for over two years, it is amazing
to remember that all of the excitement
started with an avalanche of hand-held
toys and a few very basic game sysrems.
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No one ever expected, or was
prepared, for the phenomenon which
followed. There was no reason to an-
ticipate the enormous popularity of this
new class of electronic fun. However,
what the industry soon learned was the
public and, especially, the media were
more than ready to embrace video games
in almost any size or shape.

A side effect of all the hype and atten-
tion was that the CES, a trade-only
gathering, became more of an event for
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V G editor, Roger Sharpe presenting Award to David Crane of Activision for “Pitfall”.
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the masses. Everyone wanted to ex-
perience, or at least get a glimpse of, the
cutting edge of new technologies and
what they might bring in the future.
The result was that the recently held
Winter Consumer Electronics Show in
early January broke all previous records.
More than 91,000 people ventured to
Las Vegas for four days to see the pro-
ducts displayed by over 1,300 exhibitors.
The convention has grown so big that, if
anyone were to want to cover it all, they




would have to walk through about
750,000 square feet of exhibit space
spread out in five different locations. In
addition, as always, there were an im-
pressive selection of daily workshops
and conferences focused on the issues
and business practices of this massive
industry.

Interestingly, despite all the doom and
gloom associated with the survival of
video games, the immediate prognosis
isn’t that life-threatening. Although the
number of active participants in either
the manufacture of hardware systems or
game cartridges has noticeably diminish-
ed from what it once was, their presence
could still be felt.

This time around the target is the ever
expanding marketplace of personal
computers. Though the amount of new
systems or models introduced were
rather limited, the proliferation of
available software for most major units
seemed to be on the rise. And, leading

the way, were game titles and themes
which owed much of their existence to
what is happening in the arcades and
game rooms around the country.
Whether a direct licensing effort, or an
adaptation of something familiar from
the coin-op world, the latest releases
share a common bond that can’t be ig-
nored, let alone, minimized.

Whatever anyone wants to believe,
video is far from dead, although now it
is beginning to straddle a far greater area
of influence. In fact, if the lower end of
the personal computer market is to ulti-
mately be seen as next-generation game
machines, home video, as an entity,
should have a few more last hurrahs
before it is replaced by the next evolu-
tionary advance.

THE NAME OF THE GAME

To put the overall proceedings in the
proper perspective, the transitional
phase taking place in the arcade game

Steve Calfee, vice president game design, receiving Atari’s award for “‘Pole Position.”
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world is also being mirrored in terms of
home video as we know it and even per-
sonal computers. The healthiest sign of
this appraisal seemed to be the general
mood of CES with both video games and
computers having been moved out of the
limelight. This should provide some
much needed breathing space for the
next few months, so that various manu-
facturers can carry on without the
burden or fear that every step they take
is being looked at through the micro-
scope.

Elsewhere, the appearance of Kodak
caused considerable interest since this
legendary name in still and movie photo-
graphy was unveiling a new videotape
format. The company’s new KodaVi-
sion system, which was jointly developed
with Matsushita of Japan, features a
revolutionary 8mm video camera and
playback deck. Although a development
of this type had been expected for some
time, what might have been more sur-
prising was the announcement and
display of similar systems from General
Electric and the Fisher Corporation.

Given the general acceptance and
popularity of VHS and Beta machines in
the world of home video, whether
another separate, and so far incompati-
ble, format can gain any widespread
support, should ensure extensive
coverage for this area of video entertain-
ment. In a related development, Konica
made its presence felt with an incredible,
lightweight (only 1.6 pounds) VHS-
compatible video camera.

Otherwise, Winter '84 CES was note-
worthy for new, and more fully-featured
Digital Audio Disc systems, portable
radios, cassette players and televisions,
electronic keyboards, and a distinct lack
of any real excitement regarding that
sleeping giant—videodisc players. It
could well be speculated that the over-
whelming demand for laserdisc players,
by the coin-op industry, has had an af-
fect of altering the view of what the
potential primary audience is at this
stage of development.

PLAYING THE FIELD
As stated earlier, although home
video games and personal computers ap-
peared to have lost some of their luster,
the products that were displayed weren’t
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ignored. In fact, if anything, the remain-
ing manufacturers in the field seemed to
have gotten their collective acts together.
The result was better quality hardware
and support systems, as well as some ex-
ceptional software.

This was especially true in the area of
personal computers where light pens and
touch tablets led a parade of more
sophisticated peripherals designed to ex-
pand the capabilities of the most popular
systems. Thankfully, the era of a new
computer model introduction almost
every week has given way to a change in
emphasis. Instead, the feeling is one of
an industry becoming more stabilized.

One could sense this shift at the Atari
booth where the 600XL and 800XL were
displayed with a variety of peripherals,
including a touch tablet and light pen as
well as a strong assortment of educa-
tional and business software along with
the latest game titles, most of which we
know from the arcades.

Over at Coleco the problems of last
year, due to the expectations and realities
of introducing a new computer system,
seemed to be a distant, if not forgotten,
memory. ADAM was everywhere with
some extra peripheral options, not the
least of which was a disk drive. But the
true measure of just how far the system
has come could be seen in the array of
software programs from both the com-
pany itself, as well as via the efforts of an
all-star line-up of some of the industry’s
leading producers. In addition, Coleco
showed off imaginative, new packaging
design that is certain to be noticed when
it begins hitting store shelves in the next
few weeks.

Rather than resting on its laurels and
past successes, Commodore made the
only real major hardware news with the
introduction of three personal computer
models—the C264, CV364 and the SX64
portable. Seen as next generation
machines, highlights included built-in
software capabilities and options, as well
as the use of voice synthesis.

Whether Commodore can enjoy the
same popularity with these entries as it
did with the VIC-20 and Commodore
64, remains to be seen given the upcom-
ing availability of the IBM PCjr and Ap-
ple’s new Macintosh. But the company
was curiously alone with the announce-
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Sega brings arcade action home with Congo Bongo and other coin-op hits.

ment of additional models into an
already crowded marketplace.

For the most part, CES provided an
indication that the coming months will
be remembered more for the gaining in
prominence of peripherals as a growth
area. In addition, software releases tend-
ed to confirm the belief that specific
systems are becoming, more or less,
standards that will attract the most atten-
tion. These included Commodore 64,
IBM PC and PCjr, Apple, Atari and
even Coleco’s ADAM.

Although educational and business
programs were in greater numbers than
ever before, computer games still held a
substantial margin in where the most
creative efforts were going. Themes con-

tinued to show a marked preference for
either direct adaptations of arcade titles,
or at least some apparent influence from
the trends of the coin-op world.

This isn’t to suggest that we can’t ex-
pect some original designs in the future
for home use. In fact, there were some
refreshing embellishments which at-
tempted to further incorporate what’s
available when using the current techno-
logy. Interphase Technologies, for in-
stance, a new company from Canada,
was showing off two titles, Blockade
Runner and Sewer Sam, which offer 3-D
effects. Viking Raider from the same
people brought into play the integration
of synthesized voice.

Over at SubLogic Corporation the



LOOKS LIKE YOU'RE READY FOR
PITFALL HARRY’S NEWADVENTURE.

You're going to need a whole lot more than your Harry has to run, hop, swim, jump off ledges and even
toothbrush for this trip. You're headed deep beneath  use rising balloons to master this new mission. He needs
the jungles of Peru, deep into the Lost Caverns. Harry  your help in Pitfall II: 