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UNSCRAMBLE THE M NE
GAME WORD JUMBLE. FOR

If you can figure out what the word jumble above the Atari®VCS

/ HEs Wi i e S unit says, we don't have to say much more. )

[ oM Twog, T~ But we will say that with M Network"'video games,
e T— "oy, T~ Atari®VCS owners can now experience new and realis-
I T~ \\\ (pUTANSWE T~~_ tic graphics with games like Super Challenge™

e PO e s S Here >~ Baseball. Challenging gameplay with Astro-

N\ blast™And exciting sound effects with
Lock 'N'Chase."*

Once you've got the headline figured
out, take a look at the scrambled words
above the video screens. (Up there on
the left, that is.)

Unscramble them and match the

appropriate word or words to the games
on the video screens.

CONTEST RULES

cartridges.




TWORK ' VIDEO
FUN AND GAMES.

Then complete the coupon to the left to try and win
the grand prize of a complete set of M Network cartridges.
Five first prizes of five M Network cartridges.

Fifty second prizes of one M Network cartridge. And
1,000 $2.50 check coupons good towards the
purchase of any one M Network cartridge.

Winners will be determined by a random
drawing from only those entries with all the
correct answers.

Here's the perfect opportunity to discover
which home video games offer new challenge and
excitement. And which are just playing at it.

Because M Network video game cartridges cut
through the video game jumble.

Each cartridge sold separately.

NETWORK
FROM MATTEL ELECTRONICS
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16 The Hemlock Kiss-Off \With Sledge Hammer, Two-Fisted, Time-Traveling Detective Curtis Slepian
23 The Enchanted Grotto A See-Worthy Hidden Image Puzzle Elizabeth Koda-Callan

24 Outnumbered How Many Bricks in the Empire State Building, and Other Large Questions Rose Raidlt

27 Fabulous Finds at Fred's Flea Market Rebuses We Never Bargained For  Douglas and Janis Heller

37 Private Screenings The GAMES Guide to Home Video Games for 1982. Phil Wiswell
66 Rondo A Strategy Board Game That Rewards Circular Reasoning Christiaan Freeling
68 You Can’t Get There From Here Mappit's Solution 1o the Hatfield-McCoy Problem Sidney Kravitz
@ Find the Fake Ad Which of the Pitches Is Full of Hitches? {Answer Drawer, page 88)
PENCILWISE |

29 The Marching Bands 53 Scandinavian Crossword 56 Double-Crostic

33 Solitaire Hangman 54 An All-Day Maze 58 Championship Crosswords
34 The Comic Strip Strip 85 Cryptic Crossword .« and other pencil puzzles

CONTESTS

14 Letter Line-Ups What's Chaotic on the Qutside, Crderly on the Inside?

64 Between Two Worlds The U.S.S. Hodgepodge Launches a Found Art Challenge

71 Contest Results Finals of the U.S. Open Crossword Puzzle Championship

PEPARTMENTS

4 |etters 9 Gamebits 80 Answer Drawer

6 Laundry 12 Logic: Mixed Menagerie 88 Fureka

6 FEvents 75 Wild Cards

Difficulty Rating Smooth Salling * Uphill Climb % % FProceed at Your Own Risk! % % % Mixed Bag * ¥

Cover lllustration Joe Lerola
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it» MUSIC COMPOSER" 5. SCRAM
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WE CAN MAKE BEAUTIFUL MUSIC TOGETHER.

Put an eager, imaginative mind in the same room with an ATARI* Home Computer, and
there’s no telling what could be accomplished.

For instance, learning becomes a whole new ball game. Take our ATARI Music
Composer.™ You can compose your own melodies or
recreate your favorite songs in colorful detail.

Want to learn a new language or increase your
knowledge of geography? ATARI Conversational
French or European Countries and Capitals program
could take you far in both subjects.

But it really doesn’t matter how you employ or _
enjoy your ATARI Home Computer. Because the //
combination of your talents and our computer
Is @ winning team.

For more mformation, urite: Atari, Inc., Depr. G4Q, PO. Box 16525,
Denver, CO 80216.© 1982 Auari, Inc. All vights reserved ATARI- HOME COMPUTERS
Don't miss Discover: The World of Science, brought to your

®
.,5[.A_R.L B tide Bt rubed by We've brought the computer age home!"

wur B BNt P e
EEREEET BIBIVRIX..

MOERLACA 4 0o Vi
ENERGY CZAR"
STAR RAIDERS
STATSTICS | o
0 MUSIC COMPOSER

[P STOCK CHARTING®
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3 Built 3 Octave .
Built-in in Music :
Games *  Calculator *  Synthesizer . %

.- - - @ - .
2$ . 4 - " .
Color Plaver - _ PBasic :
Variations .. Capability rogram

QSTROCQ

‘ The Professional Arcade™

6460 BUSCH BLVD., SUITE 215 COLUMBUS, OHIO 43229

Manufactured under license from Bally Mlg. Corp



The most games, the

WHY ATARI

best games are only Atari brings the
from Atari. Atari makes arcade classics
Eore video gzlme cartridges home. Only Atari has

an anyone else. 5

Adverfture games, arcade hor;xz ver‘sir(;msrolfasng?w
games, educational gores, Iﬁi‘;sﬂirgbma:gand ™
ouﬁ;\:h Realflports kg:amt;:. Aatorcide™ Breakout™

ey only work in 4 ;

ATARI 26(:;'0 Viﬁao Computer Defender; and Berzerkft
System™ f?ﬁe tign:;zabest arcade hits

No other system gives you % T Sot hév an ATARI
nearly as much choice. y e .

Or nearly as much fun. kg s s

If you have some other

system, you can't.

'YARS' AC You don’t need two
HAUNTED HOUSE people to play ball

, ST —— - with an ATARI 2600.
CIRCUS ATART " 3 - —Allthebest ATARI games

! A — e be enjoyed by a singl
BERZERK v / —_ 7 \\\ za%e;::: y a single

m - . f clu our new

m - S e RealSports games. To

Simple, straightforward controllers.
With some systems’ controllers, learning
anew game is about as much fun as
learning to type.

That's why Atari gives you easy-to-use
joysticks and paddles.

Because it's the games you're out to
master, not the controllers.

A

® A Warner Communications Company

© 1982 Atari, Inc. All ights

play an other system’s
sports games, you need
another person.

All for about $100 less. For the
price of other game-playing systems,
you can buy an ATARI 2600 and still
have about $100 left over.

Enough to start your ATARI video
game library with hits like Pac-Man,
Asteroids, and Defender.

Which, by the way, you can’t play on
other systems at any price.

resenved
demwp.Wummmmm.mmwmmﬂmdmmm 1 Trademark of Stem Electronics Inc.



THE GAMES GUIDE

TO HOME VIDEO GAMES

n any given night, it is conceivable that
more TV sets are tuned to Pac-Man than
to Dan Rather. Despite the fuss from
some fronts, video games are here 1o
stay. After all, how can a game of gin rummy com-
pete with saving the earth-from an alien attack?

Though equally turned on to arcade and home
video games, we find some distinct advantages to
the latter. You can play them in a comfortable
chair within raiding distance of the fridge; you
needn't lose gracefully; and you don't need quar-
ters. And this year the claim that home video
games bring the arcade into your living room, with-
out the jostling crowds, finally carries the ring-blip-
zap-blam of truth.

No wonder choosing from among the seven
major video systems and the proliferating number
of cartridges (a year ago the Atari VCS had 50
games; now it has 100) is as difficult as fending
off a flock of electronic space demons. Fortunate-
ly, there are those hard-working, self-sacrificing
few who spend nearly every waking moment
playing . . . oops, evaluating . . . any video game
N they can get their hands on. It's a dirty job, but
somebody’s got to do it.

BY PHIL WISWELL
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N, video game system, like a siereo. is essentially a means
! of "translating” encoded information into usable form.
:. But although virtually any phonograph record can be
©& played on any phonograph, game cartridges and cas-
settes are designed for use with a specific game system and can-
not be used with any other (except where an adaptor is available),
So before choosing a system, give careful consideration to the
number and quality of the games available for it. Once you choose
the hardware, you've committed yourself to the software
The seven game systems described here come in several price
ranges and offer a variety of designs, capabilities, controllers, and
peripherals, including expansion modules that turn some systems
into home computers. Prices in parentheses range from the best
= discount we've seen to the manufacturer's suggested retail price.
e
e
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r 4

As one of the first game machines designed to accept interchange-
able cartridges, the VCS is limited in its graphic capability and game |
complexity compared to what today’s state-of-the-art systems can
produce. (This drawback s offset somewhat by the new Super-
charger, described below.) On the positive side, the VCS accepts
the most extensive and varied library of game cartridges, with more
than 20 companies creating games for it. And Atari's own car-
tridges have the added appeal of including many variations (usually
different skill or speed levels). The biggest competition to the VCS IR
is likely to be ColecoVision and Atari's own 5200, with add-on mod-
ules that accept VCS cartridges.

The console has six switches and a cartridge slot on top, with
ports for two single or two paired hand controllers in the rear
(where they can be difficult to insert). Two pairs of controllers make
four-player action games possible. The difficulty swilch for each
controller (or pair of controllers) effectively doubles the skill or
speed levels programmed into the cartridges, a feature unique to
the VCS. Setting the switches at different skill levels often allows an
adult and a child to compete on equal terms.

Unfortunately, many VCS games require controllers other than
the joysticks that come with the system. Paddle controllers, driving
controllers, and keyboard controllers cost $22 a pair.

The entire VCS system, game cartridges, and controllers are
available from Sears as the Tele-Game System, usually at lower
prices than most VCS retailers offer. The VCS and Tele-Game sys-
tems are identical in construction and operation, and all equipment
and game cariridges are interchangeable.

($£300, by Astrocade)
This is a reintroduction of the Bally Professional Arcade (1977),
also known for a time as Astrovision. The console has a cassette
(not cartridge) slot, reset and eject buttons, a 24-character keypad,
and room fo store controllers or cassettes. The machine’s three
sound synthesizers can generate three-part harmony in a three-oc-
tave range, and its three microprocessors produce impressive dis
plays in 256 colors and animation that rivals that of the new
ColecoVision and Atari 5200. You can create sound and visual ef-
fects with the Music Maker and Creative Crayon casseftes (the lat-
ter has a light-pen for drawing directly on the screen), and record
them on tape for later replay.
The hand controllers have a trigger that needs a lighter touch and
can fire faster than many competitors' action buttons, a smooth,
accurate speed knob, and joysticks that function usefully as remote
switches to reset or select games. On-many cassettes, you can
preselect the number of “lives,” points, or rounds.
Although Bally produced many Astrocade games before the re-
cenl advances in game technology, graphically most of them are as
good as VCS or Odyssey? cartridges. And Astrocade's new
games, like The Incredible Wizard (see review), are often better in
graphics and speed of animation than Intellivision cartridges.
The machine has two built-in games—a two-player gunfight and
a boxing game for up to four—plus a unique program that allows
you to draw on the screen and a simple calculator program.

Astrocade can be expanded {o a home computer in two ways.
The Bally Basic cartridge ($50) gives you 4,000 (4K) bytes of mem-
ory storage, enough for you to experiment with programming. The
Vd Z-GRASS keyboard attachment ($600) adds 32K of RAM, expand-
able to 64K

SUPERCHARGER

($70, by Arcadia®)
This new VCS accessory
increases the sysiem’s
capacity for graphics reso-
lution and playfield com-
plexity, and adds more
games to its library. The
unit, with the game Phaser
Patrol, sells for $70. In the
long run it should pay for itself. Arcadia's game cassettes (four are
currently available, and two more will be out by the end of the year)
sell for $15, Atari cartridges for much more, so you can get five
Arcadia games plus the Supercharger for less than five Atari car-
Iridges alone.

VCS games have previously been limited by the machine's rela-
tively few 128 byles of screen RAM (Random Access Memory)
Games loaded through the Supercharger can confain 6,272 bytes
The Supercharger plugs into the VCS cartridge slot; a wire con-
nects the unit to the earphone jack of any cassette tape recorder
and the game cassette (not cartridge) is loaded into the VCS com-
puter's memory by being '‘played” in the tape machine. And we
mean any cassette recorder—among the ones we tested was a 20-
year-old machine with the “fidelity” of a toy record-player. Some
casseltes include an action preview of other Arcadia games
* Name changing to Starpath
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ATARI 5200
($250, by Atari)

Because the 5200 did not arrive in time for extensive play-testing,
this review is based in part on prototypes tested at trade shows.

The unit has a sleek, futuristic design, with “‘universal” hand con-
trollers (as Atari calls them) that are works of art, combining joy-
stick, paddle, pause button, and keypad. The oystick moves
through 360 degrees, which allows very smooth and fancy maneu-
vering. A new switch box automatically switches 1o the TV when
the game is turned off —so once the unit is connected, you
never have to fool with it again. Wonderfully, it causes nei-
ther visual nor aural static when a game cartridge is removed.
Instead, the screen goes black.

Three additions are planned for 1983: a Trak-Ball controller (ideal
for games like Centipede), a Voice Synthesizer module with games,
and a VCS adaptor to aliow VCS-compatible cartridges to be
played on this system.

The game cartridges for this system represent a great advance
over those for the VCS. Super Breakout, which comes with the sys-
tem., is a colorful, fast-moving game with five variations. The graph-
ics and animation of the other games we've seen for the 5200 are
at least equal to the best available for any system.

S

($200, by Coleco)

This is the most powerful system in its price range. It has, along
with the Atari 5200, the best graphics display we've seen on a
home system, rivaling that of many low-priced home computers If
we could combine ColecoVision's microprocessor, the Atari 5200's
joystick, and Intellivision's controllers, we'd have a dream of a
game system

The hand controllers, which have retractable coil-cords and can
be stored in the top of the machine, each consist of a 12-button
keypad, fire buttons on both sides, and & joystick. The joystick
knob seems awkward and less comfortable than those of the other
systems, a preliminary reservation based on limited play-testing.

A built-in expansion port allows modules to be added. Module
#1 ($60) makes the unit compatible with VCS game cartridges.
This does not upgrade the games, of course, but if you trade in a
VCS for this newer system (plus module), you won't have to throw

out your VCS cartridges. Module #2 (available soon) is a driving §

controller that comes with the Turbo game cartridge for $60 (see

review). Module # 3, expected in 1983, will convert the system into :

a home computer.

ColecoVision comes with a Donkey Kong cartridge, one of the S

hottest arcade games of the year (see review).

e
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Astrocade

Atari VCS

Atari 5200

ColecoVision

Mattel
Intellivision

Odyssey 2

Vectrex

1977

1977

1982

1982

1979

1978

1982

Price

$300
w/3 games

$130-3200
w/Combat

$250
w/Super Breakoul

$200
w/Donkey Kong

$200-$300
w/Poker
& Blackjack

$130-$200
w/Speedway

$200
w/Mine Storm

No. of Game
Cartridges

30

100

10*

10**

50

13

Cartridge
Price Range

$25-835

$20-$40

$32-540

$30

$30-360

$15-350

$30

Max. No. of
Players

2

Cost Per Pair
of Controllers

$35 singly

Joystick
Directions

360

16

360

Pause Button

yes

no

yes

no

yes

no

no

Existing
Peripherais (E)
and Forthcoming
Peripherals (F)

(E) Light Pen
for computer
graphics
($60)

(E) Supercharge!
(370)

(F) Trak-Ball,
Voice Synthe-
sizer, VCS
Adaptor

(E) VCS Adaptor
($60)

(F) Driving
Controllers

(E) Intelliveice
Speech Module
($70)

(E) The Voice
Speech Module
($100)

Converts to
Computer?

yes, $50 for
2K, $600 for 100K

no

no

scheduled
for 1983

being developed

no

no

Strong Points

doodling, 2 games|

and calculator
built-in;

console slorage
for games

larges!
game
library;
built-in
difficuity
switches

very good
controllers;
very good
graphics;

unique TV
swilch box

excellent
graphics;
built-in
expansion
port

good keypad
design; very
good graphics

built-in
keyboard;
good hand
controllers

built-in
screen;
excellent
joysticks and
graphics

Weak Points

price

limited
memory

100 new
1o determine

to0 new
1o determine

many Iwo-
player only
sports games

limited
memory

small
screen

ble cariridges.

*With an adaptor promised for 1983, this system will also play all VCS-compali

**\With its VCS adaptor, this system will also play all VCS-compatible cartridges

Game S

tems continued on page 41
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INTELLIVISION MASTER COMPONENT

($200-3300, by Mattel Electronics)

This system delivers much better graphics than the VCS and Odys-
sey?, but its speed of animation is not great, and some games feel
sluggish. Intellivision games are generally high in quality, and tend
to be more complex and involving than those for older systems (ex-
cept Astrocade), but they often require players to digest lengthy
rules before playing. Unfortunately, the games that come with the
system—Poker and Blackjack—are slow, nonaction games.

The Master Component is a sleek console into which the hand
controllers fit on retractable coil-cords. Each controller has an ex-
cellent 12-button keypad (a plastic overlay comes with each game

! 1o show what the keys represent), two action buttons in each side, 75'

and a 16-direction disc control instead of a joystick. Regrettably,
the 16 directions are not indicated.

The unit's sound generator produces nice three-part harmonies,
but the Astrocade synthesizers are better. The Intellivoice Speech
Synthesis Module ($70) and four games to go with it were recently
introduced. The module, which has a volume control, fits into the
cartridge slot and games programmed with voice are played
through it. Male and female voices introduce the games, cheer on
winners, razz losers, and warn of danger when appropriate.

A long-promised Keyboard Component to convert the unit into a
home computer with 16K of RAM was briefly available in some
markets for $600, but Mattel has now gone back to the drawing

board in hopes of developing a more competitively priced add-on.

* In some cable TV markets, Intellivision owners can, for $10-$12
a month, subscribe to Play Cable and order about a dozen Mattel
games by phone 24 hours a day, with a new selection every month.

The system is sold by Sears as the Sears Super Video Arcade

($200, by GCE Corporation)
This lightweight, attractive unit closely replicates the three-dimen-
sional vector graphics of games like Asteroids, Battlezone, and
Tempest, and the buill-in sound synthesizer accurately reproduces
arcade sounds (but not to worry—there's a volume control). And

with a nine-inch (diagonal) monitor as part of the system, it doesn't,

usurp the family TV set.

The single control console (ancther can be added when two-
player games become available) is extremely well designed, with a
360° self-centering joystick (that slightly favors left-handed players)
and four action buttons. Each cartridge comes with an overlay that
goes over the screen to provide color and information about how to
use the controller. The overlays work astonishingly well; it's almost
impossible to tell they're being used.

The real beauty of Vectrex is its visual effects, which cannot be
obtained with any other system. Although vector graphics can't
portray the “cute” characters found in games like Donkey Kong,
that's a small price to pay for such exciting game play.

($130-$200, by North American Philips
Consumer Electronic Corporation)

Since its introduction in 1978, the only change in this system is that
the hand controllers of current models can’'t be removed. This
has eliminated the most common consumer problem: bent pins
that make the controllers difficult or impossible 1o plug in.

The console consists of a 49-character keyboard and an On/Off
switch. The keyboard is flat and completely sealed, protecting the
microprocessor and permitting plastic overlays to be used with the
new Master Strategy Series. In games like Quest for the Rings and
Conqguest of the World (not reviewed), you enter data by touching
the appropriate symbols on a map overlay. In The Great Wall Street
Fortune Hunt (see review), the keyboard is used to enter stock and
bond transactions.

There are no extra costs for hand controllers with Odyssey? be-
cause all games use only the two that come attached to the con-
sole. So three- or four-player games are out of the question. The
joysticks are easier to use and more comfortable than those that
come with other systems; they can move objects on the screen in
eight directions, and their “click stops,” like those on a camera
lens, make it easy to tell where they're pointing without taking your
eyes off the screen. The joystick boxes, unfortunately, are too big
for a child’s hand, and the fire button requires a heavy touch

Odyssey? comes with a three-game cartridge that will help you
get used lo the hand controllers and the keyboard Speedway and
Spin Out are simple racecar games for one or two players; Crypto
Logic is a two-player scrambled-word game.

An accessory Voice Module ($100) that reproduces human
speech fits over the cartridge slot. Regular software plays normally
when plugged into it, but only games programmed with speech ca-
pability will “‘speak.” The unit has 200 words stored in memory,
plus phonemes (phonetic sounds of human speech) that can be

strung together to form more words. Neither the module nor the
cariridges to be used with it were available for play-lesting.




ASTROSMASH

Mattel for Intellivision
($30, 2 levels, 1 player, )

As Chicken Little warned, “'The sky, is fall-
ing!"” Here the sky is raining meteors, spin-
ning bombs, guided missiles, and (after
20,000 points) an occasional UFO that
shoots back at your ground cannon. Watch
out for shrapnel from a hit meteor, which
can blow up your cannon. The tension is
malntained by a novel scoring mechanism
in which you earn points for every piece of
junk you blow up, but fose points for every
piece that makes it to the ground. As the
speed and number of objects increase,
you really have your hands full trying to
down more objects than you miss. It takes
at least an hour to reach excellent scores
of 100,000 or more (Mattel reports a high
of 32 million!), but a pause button allows
you to take a coffee break

Imagic for VCS ($30, 4 levels, 1-2 players,
*, shown) and for Intellivision ($35)

In defense of Atlantis’'s six installations,
your job is to shoot at and destroy planes
as they fly across the screen. Survivors re
turn at a lower altitude. At the lowest alti-
tude, their laser weapons knock out the
first installation they come in contact with
unless you blow them up. Your three guns
can neither be moved nor protected. Varia-
tion # 3 is an enjoyable cooperative game
in which two players each man a side gun
(the center gun is inoperative). At the end
of all variations, a saucer leaves Atlantis
with its sole survivor—you—and reappears
in another Imagic cartridge, Cosmic Ark, in
which your task is to repopulate Atlantis.

—— rom the more than 250 games
available for the seven major
[T home systems, we've chosen
our favorites on the basis of
sustained interest, challenge, graph-
ics quality, and that elusive virtue—
! enjoyability. The number reviewed for
each system is roughly proportional to
the total number available for each.
Games are arranged alphabetically,
color-coded by systems on which they
can be played.
% Astrocade Mattel
i . Intellivision
?
&

Atari VCS

Atari 5200

Odyssey 2

ST R

ColecoVision Vectrex

For each cartridge, we note approx-
imate price; number of players
(**sim.”” means they play simulta-
neously; otherwise players take
turns); and number of levels (distinct
levels of difficulty rather than the varia-
tions listed by the manufacturer, which
are often minor). Significant game
variations are noted in the review.
Stars indicate the difficulty of learning
(not playing) a game: easy (%), medi-

m (4%), or hard (k).

B-17 BOMBER

N

|

Mattel for Intellivision with Intellivoice
(340, 6 levels, 1 player, %&+)

The scene is Europe, the year 1943, and
you're on a bombing mission in a B-17, the
Flying Fortress. Although there are nine dif-
ferent screens to monitor, you have the
help of four gunners, a co-pilot, and a
bombardier, whose voices keep you in-
formed of approaching danger. Not only
must you complete the missiorl and make it
* back to England, you also have to avoid
anti-aircraft flak and outshoot enemy fight
er planes. You can keep the game going
for more than an hour if you make it back
safely after each run to have your plane

i
;
| =
.

Atari for VCS ($30, 4 levels, 1 player, %) |

This is by far the most faithful translation of *§
a popular arcade game for the VCS. One
player at a time must escape from a series
of increasingly difficull mazes while battling
robot meanies and outrunning Evil Otto
You can travel and shool in eight direc-
tions—which is a big help, because the ro-
bots can move and shoot in only four.
Beware of the 12th maze (orange robots),
when you can’t outrun enemy fire any-
more. The trickiest part of Berzerk is to
avoid the lethal touch of the robots while
shooting at them and simultaneously trying
not to get shot or to touch the walls of the
maze, which would spell instant zap. And
the sound effects of a hero being zapped
really let you know he'’s had it

N.A.P.C.E.C. for Odyssey?
(323, 1 level, 1- 2 players sim., %%)

These games are versions of the "knock-
out-the-blocks' genre taken a step further.
In two-player Blockout, the offensive player
must cut a path through four rows of
blocks across the top of the screen before
the defensive player, who controls four lit-
tle men, can replace the blocks.To get new
blocks, the little men must touch a side
wall, so the offense should try to isolate
them in the middle. The defense, after re-
placing a single missing block, should run
immediately to the other side of the screen
1o avoid getting stranded

Breakdown is a similar one- or two-play-
er game in which a single shot goes all the
way through four rows, then cuts its way
batk toward the paddle, knocking out
more blocks. It's a tougher repair job for
the defense, since each ball can knock out
up to eight blocks.

1 I automatically refueled and repaired. " e
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CENTIPEDE

Atari for the 5200
($40, 1-2 players, %, not shown)
OK, bug blasters, pul away your guar-
ters—this Centipede is just as challenging
as the arcade version. Although there are

& fewer mushroom targets, you hardly no-

tice. You're 0o busy batiling feisty fleas |
and wretched spiders. Players tend 1o use §

two basic strategies, and we find combin-
ing them works best: clearing a vertical
space center screen in an altempt to stop
the Centipede from descending, and clear-
ing mushrooms from the bottom of the
screen. The only thing in the arcade ver-
sion missing from this one is the Trak-Ball
controller, which allows you to move in 360
degrees by merely passing your hand over
the knob. Atari promises a Trak-Ball for
home use sometime next year. 4
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Atari for VCS
($25, 8 levels, 1-2 players, %)

This game, based on and named after the
Atari coin-op hit, is both cute and difficult to
master. You control two little clowns
bouncing on a seesaw and attempt to pop
rows of moving balloons with their pointed
heads. Fach time you fail to catch a clown
on the seesaw, you lose a life; after five
losses, the game ends. Score 10,000, and
you can probably "max out' A clown is
harder to catch when he’s near one side of
the screen, but by pressing the “'fire’" but-

seesaw 1o the other side of it, making room
to calch the clown that's in the air. [t may

take several switches in a row 1o get them
back near the center and out of trouble

*

*

ton you can switch the clown still on the °
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GCE for Vectrex
(830, 1 level, 1-2 players, *)

In this challenging maze game, you're a =

vacuum cleaner moving through bank cor-
ridors strewn with money. As you vacuum
up the loot, you grow fatter, and soon you
must deposit what you have in the vault
(center) before you can go on. Occasional-
ly robbers enter from the four sides
(through which you may also move) and try
to thwart your efforts, To counter this, you

-'1."‘-II'-I‘FJII'¢.J 4 llﬂllﬂl"ll

can enter any of four supercharging rooms
(corners) and become able to vacuum up

the robbers as well as the money. A sec- 8

ond variation is played in a dark maze, in ;
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hen Mr. and Ms. Pac-Man

decided to grant GAMES an Ms. Pac-Man: That Inky gives me the

willies. But | think Bashful is kind of

=._
| |
| |
|
|
Bs
53
;

interview, we drove to their

ry house in Beverly Hills. Pac-
Man, a glowing yellow tan behind his
sunglasses, greeled us at the front
chute. He led us through a labyrinth of
corridors decorated in Danish mod-
ern, quickly passing the center pen
with an apprehensive glance. Seated
in the kitchen was Ms. Pac-Man, her
unknotted hair cascading down her
shoulders. Throughout the interview
she offered us fresh fruit.

Games: You eat amazing quantities of
food without gaining weight. What's
your secret? :

Ms. Pac-Man: | don’t have a special
diet. | just burn off calories by jogging
constantly.

GamEs: | natice you don't have a
swimming pool or own sumptuous fur-
niture. Is it fair to say you haven't
‘““‘gone Hollywood"?

Pac-Man: Success hasn't spoiled us.
We don't hang out with the high-livers
like Donkey Kong or Crazy Climber.
We're stay-at-home types. Who
knows, maybe our lives have fallen
into a pattern.

Games: Certainly Clyde and company
provide excitement.

Pac-Man: I'm not paranoid, but those
guys haunt us day and night. It's like
living in a John Carpenter movie.

cute. He's like the son we never had
Games: You must sometimes feel as
put upon as Job. What are your reli-
gious and philosophical beliefs?
Pac-Man: We're born-again converts.
| think you could also say we believe
in reincarnation

GAMES: Some people say your ingest-
ing of so-called "“energizers” sels a
bad example for kids. How do you
reply?

Pac-Man: [Furious] Those power pills
are absolutely nonaddicting. They're a
combination of caffeine and dextrose,
and you can buy them in health food
stores. | prefer beer anyway.

Games: What ‘accounts for your fre-
mendous charisma?

Pac-Man: | think people identify with
us. We're Everyman (‘'and Every-
woman,'’ breaks in Ms. Pac-Man),
driven by our desires, pursued by our
personal furies.

GAMES: Heavy. On a less serious nole,
what do you think of your arch-rival,
K. C. Munchkin?

Pac-Man: He's the sincerest form of
flattery. But seriously, K. C. and | are
good friends. In fact, we often dine out
together—man, can he pack it away.
Ms. Pac-Man: Speaking of food, I'm
starving. Sorry to end the interview,
but we've gotta run. . .. —C.8.

' which you can see only the oot

Arcadia for VCS with Supercharger
($15, 9 levels, 1-4 players, )

This may be the best of the solitaire shoot-

terms of graphics, speed, and challenge.
The mutants begin as a phalanx of 28 eggs

er creature that hatches them and tries 1o
produce more. Hatched creatures cleverly
fall downscreen at different speeds,
bounce up and down, dart to the sides, fire
lasers, and dive at your cannon. You de-
fend by using shields, penetrating or guid
ed fire, and time warp. Big mom is worth
500 points, so nail her early, but leave the
eqggs alone—they're worth six times as
much once they're hatched. For 50,000
points, you might get invited to the White
House. Variation #9 has the fastest, most
aggressive bunch of enemies we've seen.
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‘em-out-of-the-sky games for the VCS in  |g

at the top of the screen, along with a moth- ‘



Coleco by ColecoVision
(835, 4 levels, 1-2 players, %)

This game has the most beautiful graphics

= we've seen in home video. It also retains
= the speed, feel. and challenge of the ar-

s You thi stick for s
= cade game. You use the joyslick for steer-

e ng and acceleration, and fire buttons to
pee rclease bombs and lasers at 15 kinds of
e largets. The first scenes in this scrolling-
Pl SCTEen game take you over mountainous
=l terrain full of barrage guns, rocket launch-

Coleco for ColecoVision (comes with
system, 4 levels, 1-2 players, %, shown)
for VCS ($35) and tor Intellivision ($35)

With minor exceptions, this game apes
Nintendo's coin-op version extremely well
The object is for Mario the Carpenter
(that's you) to save his girlfriend from a
hairy beast as quickly as possible. In the
first scene, Mario tries 1o reach her by
climbing ladders and jumping barrels and
fireballs hurled by the ape. In the second,
he must remove rivets from a steel struc-
ture while avoiding three squirrelly ghosts.
Finally, in the "'elevator' scene (not used in

off moving objects. If he completes the
third scene, the second scene begins
anew—but gets harder

NI

ers, and UFOs. Next you move to the flat- B

lands, where you're pitted against tanks

== that sh and | es. In 1
o™ at shoot rockets and lay mines. In the
“‘ most difficult setting, you navigate narrow
== channels while fending off submarines, tor-
2 pedoes, rockets, and mines. Finally, the

three scenes are repeated in a nighttime

. setting, a nice touch

Imagic for VCS ($30, 4 levels, 1-2 players,
*, shown) and for Intellivision ($35)

Reminiscent ol Centuri's coin-op Phoenix,
Demon Attack consists of waves of in-
creasingly nasty birdlike creatures 1o shoot
down. The demons, instead of marching
mechanically downscreen, flap their wings,
waver back and forth evasively, and
swoop at your ground cannon with nicely
animated movements and sound effects
Beginning at the fifth wave, a hit bird splits
into two smaller birds, and when one of
these is hit, its mate immediately goes for
the cannon. Variations #9 and # 10 are
interesting cooperative games in which two
players allernate control of the cannon ev-
ery four seconds. On Intellivision, Deman
Altack adds a second phase, in which your
cannon takes off into space after the de-
mans’ mother ship. A version for Odyssey?
was not available for play-testing
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N.AP.C.E.C. for Odyssey?

($20, 1 level, 1-2 players sim., k%)

the VCS version), he has to jump on and §

l

This game is a slightly simplified version of
table soccer (popularly known as ''foos-
ball'’). Here you conirol the goalie and the
three defensemen as well as two forwards
The defensemen all move up and down in
unison, as do the forwards. The action but-
ton will send a pass wherever the joystick
15 pointing. Once you have the ball in range
of the goal, pass it back and forth between
your forwards and keep them moving,
waiting to shoot when the opposing goalie
is out of position. The first player to score
10 goals wins (10-3 is a good win). The
game is fun even if you don't play il—you
can walch the compuler play agains! iself

[\

Arcadia for VCS with Supercharger
(315, 1 level, 1-4 players, %)

Although some variations may remind
you of Atari's Super Breakout, the wall-
smashing concept is given an unusual twist
in this game One player at a time maneu-
vers a little man back and forth al the bol-
tom of the screen. The wvariations are
different arrangements of blocks, and your
man has o knock out the tlocks while jug-
gling from two to six balls. At the beginning
of each of your five turns, two balls are re-
leased automatically. During play, you can
add one to four more, which you can caich
and aim. Juggling two balls is child's play
But with more in action, each block is
worth more points, so the way to asltro-
nomical scores—and the real point of the
game—is 1o juggle six balls at once. When
things get too frantic, you can deflect, rath-

" er than catch, the balls

Mattel for Intellivision

($23, 3 levels, 1-2 players sim., %%)

Eating insects for fun and profit may seem
juvenile, but the challenge i1s not. On the
easies! skill level, even small children can
control the timing of the frog's jumps. On
the medium skill level, you aiso control the
frog's direction, the angle of his arc, and
the distance he leaps. The insects, which
fly overhead randomly, are of four different
types and are worth 5 to 35 points, so it
pays to know your entomology. On the
third and hardest level, you control not only
the frog's movements but also when he
sticks out his tongue to catch insects. If you
can eat 500 points worth, you must be a
prince in disguise




Parker Brothers for VCS
(%35, 3 levels, 1-2 players, *)

Ten years ago, most gamers would have
laughed at the idea of moving a cute littie
frog across five crowded lanes of traffic
and across a river, using moving turtles
and logs as stepping stones, and then ma
neuvering him into one of five little bays at
the top of the screen. But Frogger is one of
the hottest arcade games, and the graph-
ics and sound effects of this cartridge com-
pare favorably with those of the coin-op
version. What's different is that this Frog-
ger can fravel off the edge of the screen,
making it easier to get him into the top left
_ bay As with real frogs, the difference be-
tween the quick and the dead is the ability
to distinguish logs from crocadiles and div-
ing turtles from surface swimmers. Jump
ing on a lady frog and getting her into the
bay earns bonus poinls

Astrocade for Astrocade
($30, 10 levels, 1-2 players, ¥*)

This game s essentially the coin-op Galax-

‘-'"-'a--!Hhu-unuulwlllllla““ﬂ“!

ian by Bally, in which your ground cannon y

must shool down phalanxes of invaders
that do not merely plod downscreen but
peel off in twos and threes 10 attack the
cannon with laser bombs and kamikaze
dives. The graphics are nearly identical to
those of the arcade game, as are the
sound -effects and the game play. But in
this cartridge, you can choose from 10 dif
ficulty levels, and you gel up lo nine re-
serve cannons (lives). Feel free to
expenment with new and dangerous lech-
niques—except at the highest skill level
where you'll probably lose all nine lives in a
minute or two
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-] nce upon a time it was easy
to tell a game system from a
{— home computer. There were
[ b-mme Sonly a few of each on the
market, and their differences in cosl
and capability were clear. But today
many home computers cost no more
than game systems, sometimes even
less, and they also play games. And
some game systems are expandable
into home computers. So people are
asking: Which should | buy?

Scot Morris, games columnist for
Omni Magazine, takes a practical ap-
proach: “If | wanted some computer
application, I'd find a computer in my
price range thal performed it to the
degree | needed—most machines
play some games anyway. If | just
wanted to play games, it wouldn’t
make sense to buy hardware de-
signed for word processing or ac-
counting. I'd buy a system designed
only to play games, based on the se-
lection of software."

Software is the decisive factor for
Bernie De Koven, a GAMES contribut-
ing editor and computer game design-

r. “The computer is the ultimate toy.
But if it's video games you want, buy a
game machine. The Atari VCS has be-
come the Volkswagen of the comput-
er games industry. It gives you access
to the widest software library of any
game system, and that library is ex-
panding by leaps and bounds. Even
with its limited memory, the VCS
works very well, and it's durable.
True, some of the impressive new ma-
chines have adaptors that play VCS
cartridges; but those machines are as
yet unproven.”

Nolan Bushnell, the founder of Atari,
says that for the same money, he'd
recommend a ‘‘low-priced expand-
able computer' because "you're only
hitting half the bases when you get a
home game system."

David Ahl, publisher and editor-in-
chief of Creative Computing, 1akes a
long-term perspective: ‘| can’t imag-
ine a home in the future without a vid-
eo game system and a personal
computer. For $350, you could buy a
Sinclair computer and a VCS, and
have enough money left over to get
several cartridges for each and sub-

HOME

scriptions 10 some user magazines.
That will get you into both fields."

One of Ahl's associate editors, John
Anderson, would choose the Atari 400
home computer, priced at around
$250: “First, | could do everything a
home computer is designed to do
Second, the games available for it are
more interesting and exciting than
those for any video game unit. When
I'm ready to put down the joystick, I'd
have the built-in bonus of a home
computer."

Sounds like a pretty good choice
for the money, even though the Atari
400's 16K of memory is limited. Turn-
ing it off erases whatever is in its
memory, but you can save your pro-
grams or data files with an inexpen-
sive cassette tape recorder. For more
memory and more advanced applica-
tions you'll need an interface unit, and
maybe a printer tco—but now you're
into serious computing, at a cost well
over $1,000, a bit more than most
game systems plus a/l their cartridges.

What about starting with a game
system and expanding it to a comput-
er later on? The Bally Basic cartridge
(for the Astrocade) will let you experi-
ment quite a bit for a modest $50, and
there are two “‘user’” newsletters de-
voted to creating programs on this
system. If you already own an Astro-
cade, the 7Z-GRASS 100 keyboard
module ($600) is very impressive,
with two built-in computer languages
and 32K of RAM; but if you're starting
from scratch, the combined cost of
Astrocade plus module is about $900,
and for that kind of money you could
buy the Atari 800 home computer with
48K of RAM, the Atari 410 cassette re-
corder to store your own programs,
and a modem that gives you access
lo data banks and other computers.
Popular games like Pac-Man, Space
Invaders, and Missile Command are
available from Atari for their comput-
ers, and many other companies also
program games for them. But there is,
of course, a wide choice of programs
for this machine that are not games,
and that's a bonus you'll be hard-
pressed to find with any ““hybrid"
game/computer system.

The bottom line? If video games are
your thing, buy the game machine that
offers the greatest number of games
you like. If you want to try computing
without spending a lot of money, get
an inexpensive home computer that
offers a large selection of games. But
if you're genuinely interested in a spe-
cific computer application, yet can't
resist what you see on these pages,
get a game machine and a computer!

—P.M.W./J.A.
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Spectravision for VCS
($30, 2 levels, 1-2 players, %)

Wanted dead: Shifty, Scar Face, Lefty, and
Nitro Ed. Wanted alive: woman and child
held hostage by above persons. You're the
S.W.AT. team, and as you enter the alley
you see windows on the side of a building
While Nitro Ed guards the roof, the other
gang members and their hostages ran-
domly show their faces in the windows for
an instant. Your job is to watch for a crook
to show himself and then blast him (be
S careful not to hit the hostages!). But if you
# don't shoot Nitro Ed before he drops a
bomb, the game's over. As the battle
wears on (in more and more difficult
“waves”'), night falls. You then have to fire
your gun in order to see, but that wastes
precious bullets. Collecting $40.000 to
$99,990 in rewards makes you Chief

N.A.P.C.E.C. for Odyssey?

($50, 1 level, 1- 2 players sim., %%%)

This, the third in a unique series of games
(the others are Quest for the Rings and
Conquest ot the Waorld) that combine vid-
eo-screen action with board-game strate-
gy, 18 @ game of making—or losing—
money. If you pay aftention to the stock
prices traveling across your ticker tape,
and if you watch news evenls and can an-
licipate markelt fluctuations correctly, you'll
be lighting your cigars with $100 bills.
(You're a true tycoon if you amass
$500,000.) But if you ignore the varying
sensitivity factors for each company and
insist on buying, for instance, Exxon during
a crisis in the Middle East. .. well,
say we didn't warn you

don't
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Atari for VCS
($25, 9 levels, 1 player, *+)

You're in this very weird house, with 24
rooms on its four floors, and you have nine
lives to find three pieces of a magic urn
and gel them to the main entrance on the
first floor. In all variations except the first
(beginner's level), the mansion is dark and
you need "'matches’ 10 illuminate small ar-
eas of the rooms and hallways you ex
plore. Each floor has two to six stairways,
and you should memorize which ones lead
up and which lead down— unless you en-
joy being trapped by deadly creatures. In
some variations you have to find keys 1o
unlock doors. You are scored according to
now long it takes you to retrieve the urn
now many matches you've used, and how
many lives you've lost. Using fewer than 20
malches in the advanced variation is good

GCE for Vectrex

($30, 1 level, 1- '(‘ players, ®# )

The visual effects when you're 1n fourth
gear with the accelerator pressed to the
floor are enough to make your hands
shake at the console. In one of the two
games on this cartridge you are timed by a
stopwatch; in the other you accumulate
points. Either way, you're in for a wild joy
ride. Once in fourth gear, you'll race
through city streets, dark tunnels, and
slraightaways into the desert, where trees
shrubs, mesas, fences, rocks, and lele-
phone poles whiz by while you're avoiding
the side of the road or the cars you pass
Sound effects are nol only good-but also
useful—you can time your shifts through all
four gears by listening to the sound of the
engine.
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Aslrocade for Astrocade
($35, 3 levels, 1-2 players sim., #)

This franslation of the multilevel dungecns
of Bally's coin-op Wizard of Wor works
very well. Each “worrier’ (player) wanders
around the maze destroying ‘‘worlings,"'
minotaurs, and a fast-flying “'worluk." If
you get 1oo good on any level, the wizard
himself turns up unexpecledly and shoots
in wild, machine-gun bursts. If you suc
cessfully complete 11 mazes, you'll reach
The Pit, where the wizard is at his meanest
You're even meaner if you can reach
17,000 points, There's a two-player coop-
erative version in which the players can
walk through the mazes back-lo-back
guarding all approaches,

Activision for VCS

(823, 1.level, 1-2 players, *)
y

A mad-looking bomber races around drop
ping bombs, and you have three buckets
of water o caich them in before they ex
plode. Trying 1o keep up with the bomber
as he gels faster and the number of bombs
Increases is one of the reasons this game
$ so addictive. If you let a bomb explode
just before your score reaches a multiple
of 1,000 points (which restores a buckel if
you've lost one), the speed of the bomber
will stay al its earlier level and you'll regain
the lost bucket immediately anyway. After
the fifth wave, watch the bomber's frown
change to a smile as his bombs explode.
You are bucket-brigade material if you
score 5,000 points per game, although o
join Activision's Kaboom Club you need a
photo showing only 3,000
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MAJOR LEAGUE BASEBALL

USTR

Mattel for Intellivision
($30, 4 levels, 2 players sim., *&k)
This is the best simulation of baseball
we've seen so far. It allows lotal control of
defense and near-total control of offense.
Plastic overlays convert your keypad into a
miniature ballpark in which, for example,
bution 6 corresponds to the second base-
man. To chase down a ball, press the cor-
rect button to send any player you like after
it. To peg the ball home, just press catcher,
and whoever has the ball will throw it 1o the
plate. Unfortunately, once two players get
proficient, fielding and base running be
come more important than hitting. Double
plays are possible, as are base-stealing,
rundowns, pitchouts, and even suicide
bunts. Good players will usually keep the

‘total number of runs scored under 10.

ENERGY

Activision for VCS
(330, 2 levels, 1-2 players, %)

If you liked Space Invaders but tired of its
predictability, Megamania will revive your
interest. Eight different waves of objects try
to destroy your ground cannon by drop-
ping bombs and diving at it. Some waves
simply move repeatedly across the screen
until you destroy all the objects. But the
more difficult waves are dizzyingly unpre-
dictable, some objects going right, others
left, down, and -who knows where. For
each wave you are allotted a cerlain
amount of energy plus a reserve cannon.
Completing a wave replenishes your ener-
gy and gives you points based on how
much energy remains unused, and at ev-
ery 10,000 points you earn another reserve
cannon. We tip our hat to scores of 50,000
or more.

]
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MICRO SURGEON

imagic for Intellivision
(340, 3 levels, 1 player, %)

Remember the movie Faniastic Voyage, in
which scientists were shrunk so they could
perform a delicate brain operation from in-
side the patient? That's the idea here. Your

# vessel, reduced to micro-size, has been in- 8

jected in the patient’s body, and you have §

only a short time to.work your miracles
while avoiding white blood cells, which try
to destroy you. Your mission (close your
eyes if you're squeamish) is 10 remove a
brain tumor, nicotine deposits from the
lungs, and a blood clot near the heart. Yes,
this patient is sick, folks, but fortunately the
game is addictive, challenging, and not at
all realistic.

GCE for Vectrex (1 level, 1-2 players, %)

Mine Storm is not a cartridge but comes
with the Vectrex unit as built-in software,
and it is a most impressive game. It con-
sists of 13 increasingly difficult mine fields,
or waves of play, each containing four
types of mines—floaling, fireball, magnetic,
and magnetic fireball—that are, in that or-
der, harder and harder to hit. Since they
will blow up your ship on contact, you not
only shoot 1o destroy them But also thrust,
turn right or left, and escape into hyper-
space when things get tight. When you hit
a mine with your rapid-fire laser, it splits
into two smaller mines, which, in turn, split
into two still smaller ones when hit—and
these are the buggers that most often do
you in. Mine Storm has all the play value
and action of coin-op Asteroids, and better
graphics.
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Atari for VCS (8§32, 5 levels, 1-2 players *,
shown), and for 5200 ($32)

In this successful twist on the Space Invad-
ers concept, the enemy attacks your
ground installations—six cities and a mis-
sile launch pad—in progressively belliger-
ent waves and in patterns not easily
memorized. As enemy |IBMs trace their
paths downscreen, you must shool them
out of the air. You have 30 ABMs for each
attack wave, but you can save ammunition
by knocking out two |IBMs with a single
shot aimed at a point where their paths
cross, and by not shooting at IBMs headed
toward destroyed cilies. You can choose
fast or slow target controls and dumb or
smart cruise missiles, and you can start al
the first, seventh, or 15th attack wave. If
you're shooting around 100,000 or over,
we salute you

I |

N.A.P.C E.C. for Odyssey?
($33, 1 level, 1-2 players sim , %)
This cartridge offers five dislinct game
variations. The basic one. Monkey Tag, is
a game of lag between humans (players)
and monkeys (computer). Four monkeys
begin each game at the top of the screen
and proceed 1o swing, slide, and jump
across an arrangement of bars (ditferent
each time you play) in pursuit of two hu-
mans, who start at the bottom. A human
can jump up only one level of bars at a
time, unless another human allows him to
stand on his shoulders, Cooperation is
necessary for a high score (173 is the cur-
rent record) because these tricky monkeys

are as hard to catch as trout in August .




HFL FOOTBALL

Mattel for Inteliivision
($30, 4 levels, 2 players, %)

For the excitement and realism of football
on a video screen, nothing touches this
carindge, though some players complain
about action time—a game usually takes
two hours. There are a great variety of of-
fensive plays available, but this is mainly a
passing game, and you can make only a

| few yards on any running play. Bul don't

|
|

throw the '‘bomb’—go for short, snappy
passes that gain five to eight yards, use
your quarterback's roll-oul to confuse the
defense, and add a few running plays 1o
the outside on those “third and three™ situ-
ations. Your best chance for a touchdown
is with a long, slow drive rather than a
quick strike

Atari for the 5200 ($40, 1-2 players *,
shown) and for VCS ($35, 8 levels)

The graphics and gameplay of Bally's coin-
op Pac-Man have been splendidly repro-
duced for the 5200. The only real
difference between this and the arcade
version is that the maze has been
stretched to fit a television screen, as a re-
sult of which your favorite arcade patterns
won't work. The VCS version has a differ-
ent maze and much weaker graphics, bul
when considered on its own merits is still
an excellent game, perhaps one of the best
for the system. The only problem with
home Pac-Man is not with the game but the
joysticks—Atari's controllers are harder to
work than those of an arcade machine, so
attempis to make quick turns are often
frustrated.

HIGH SCORE
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ou've seen the movie, now

play the game!" It's an old

come-on with a new twist, as

video game manufacturers i-
cense such blockbuster entertain-
ments as Superman, The Empire
Strikes Back, and Tron. But what hap-
pens when they run out of hot proper-
ties to buy? Not to worry. There are
plenty of sleepers out there waiting to
be converted into great video games.
Grab 'em while they're hot.

Jaws VI An elderly shark with gum
disease is found trapped in a lagoon.
As the lifeguard, a player must tempt
the shark close to shore using small
children as bait, then perform a root
canal and remove the shark's teeth
while retaining all 10 fingers.

Bob & Carol & Ted & Alice The ob-
ject is to get all four characters into
the same bed and keep them there for
longer than 10 seconds. Bob con-
stantly wanders off to a hot tub, Carol
keeps wanting a cigarette, Ted shuf-
fles to the refrigerator for tofu ice
cream, and Alice runs off to her en-
counter group.

Mattel for Intellivision
($30. 1 level, 1-4 players, %)

This game is so involving that even people
who hate bowling will probably enjoy i1,
and. like the real sport, it appeals to a wide
age range. You can select from 10 ball
weights and 10 degrees of alley slickness
(each with a different effect on ball curves),
and you can compensate for a bowler's
right- or left-handedness. The display con
sisls of two screens. First you see the
bowler and about one-third of the alley;
then, when a ball is released, a head-on
shot of the pins. Il takes skill to roll strikes
consistently because of the need to curve
the ball accurately. Spares, however, can
be practiced between malches with the
Pick-Up Spares vanation.

Heaven's Gate You, the director,
must guide a rotten script through a
galaxy of international stars in terrible
weather and still manage to complete
the film on schedule without going
more than $10 million over budget.
Watch out for the critics’ bombs, rain-
ing down vengefully from overhead.

The Exorcist You play the priest, try-
ing desperately to keep the pos-
sessed girl's body flat on the bed. Just
as you get her arms pinned, the legs
flail wildly; get them down and her
head spins around completely. Once
you subdue her, say a prayer, be-
cause Satan then turns on you.

Airport '84 A one-player game in
which you try to land a jet plane by
controlling altitude, pitch, roll, and
thrust. But that's the least of your
problems. The landing gear is stuck,
there's an impenetrable snowstorm,
the airstrip is blocked, rival airline
companies are shooting missiles at
you, hysterical passengers are trying
to break into the cockpit, the co-pilot
is dead, and a madman's bomb is
about to go off.

Waiting for Godot You aimiessly
maneuver Viadimir and Estragon over
a desolate landscape. There are no
instructions, no strategy tips, no ob-
ject. Time's up, you lose
—P.M.W./C.S.

PGA GOLF

Mattel for Intellivision
(325, 1 level, 1-4 players, &)

This nine-hole course is slow-moving but
strategic. You see a colorful overhead view
of each hole's tee, fairway, rough, sand
traps, green, and cup. Your nine different
clubs, from driver lo putter, allow you to hit
any shot long, medium, or short, or 1o slice
or hook the ball. Charts detail exactly how
far each club and each type of swing will
hit a ball (the whole screen is 580 '‘yards”
wide), To hit a shot over the trees, rather
than around them, requires a club with the
correct loft, and the charts give you the
height you can get with each. With each
new game the trees are rearranged at ran-
dom, so you can't memorize the holes or
hazards, The eighth hole is murder
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Activision for VCS ($30, 1 level,
1 player, ®%) and for Intellivision ($32)

The game and screen display (shown) are
identical in both systems. Pitfall Harry's
search for 32 lreasures (gold and silver
bars, bags of money, and diamond rings)
leads him through as many as 255 different
jungle scenes, both above and below
ground, each with its own hazards to over-
come by running, jumping, and swinging
on vines. He can move faster below

# ground, bul that's where the scorpions are,
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the hardest obstacles 10 jump. Above
ground, the snakes, fires, open holes, and
rolling logs aren't much trouble, but the
crocodiles are. The game usually ends be
cause they've cosl Harry either his three
lives or his 20 minutes. Good scores begin
at aboul 75,000 points; a perfect score (im
possible?) is 114,000

Astrocade for Astrocade ($30, *)

Piloting a biplane in a World War | air battle
may not sound exciting, but if you want to
experience the thrills of dogfighting and
performing comphéaled aerobalic maneu-
vers like the Immelmann Turn or the Barrel
Rell, Red Baron (1 level, 2 players sim.) is
the game fo play. You confrol your plane’s
speed and also its altitude and orientation
(even upside-down) as you attempt to
shoot down enemy planes. Add cloud cov-
er and you've gol a lol of room for strategic
maneuvering. The game's only drawback
is that it can’t be played solitaire. Panzer
Attack (10 levels, 1-4 players sim.), also in
cluded on this cartridge, is a slow sort of
battle, but still a good tank game with many
variations

07 o403 IO

®

DECEMBER

AR st T LLAN YN

IR
FRAEIR

)
W
oy

-

Atari for VCS ($30, 2 levels, 1-2 players
sim., %, shown), and for 5200 ($32)

Although many players can “‘'max out”
{(continually roll the score back 1o zero) on
this great-granddaddy of the outer space
shoaol-'em-ups, the game concept refains a
lot of play value, and for good reasons
First, the object of destroying invading
aliens before they land on earth is easy to
undersiand. Second, the aliens are pre
dictable and there are no confusing ran-
dom elements, so strategy is fairly simple
Even so, it takes considerable skill to reach
scores of 500,000 or more. Invisible Invad-
ers, in which you can see the aliens for
only an instant at a ime, whenever you hil
one, is the only one of the 111 vanations
that is more challenging than the basic

Activision for VCS ($23 8 levels,

| player %, shown)and for Intellivision ($32)

Think of it as a sideways ouler space
shool-'em-up. The lasso is your cannon,
the various cows and bulls are enemy
ships worth points, and the obstacles
along the trail are asteroids to be avoided
The screen scrolls from right to left, so
keep your eye on the righl side and memao-
rize the order the dogies appear in. (Don’t
let three get past you or the game ends.)
The high score reported by Activision is
157,000, but if you send them a photo
showing 3,000 points, you'll be entered in
the Stampede Trail Drive Club and receive
a membership patch. The Intellivision ver

. sion 18 identical
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STAR RAIDERS
Atari for the 5200
($40, 1 level, 1 player. ®%)

Originally developed for the Atari 800
home compuler, this game surpasses
many similar efforts for the VCS. A galactic
chart shows the posilion and number of en-
emies in the galaxy. Using your allotted en-
ergy sparingly (except when near a
refueling base), you can hyperwarp 10 any
sector—but once there, look out. Any ene-
my in that space will iry to destroy you. To
protect yourself you have a computer

2= tracking device, fore and aft views, shields,

and other weapons. At first, using all of

- them in a single game is confusing, and
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W you'll probably score no better than Gar-

@l bage Scow Caplain, Class 4. Palience
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Activision for VCS
($23, 2 levels, 1-2 players, %)

Alan Miller's big breakthrough in screen
display was this trapezoidal coyrt and its
graphic illusion of depth. Then he added a
shadow to the moving ball (giving players
a belter idea of the ball's allitude), a good
racket-impact sound, full court movement
for both players, and a tough compuler op
ponent. The result is a classic tennis chal-
lenge thal requires real courl stralegy as
well as fast hands. You can angle your
d shots by using the sides of the racket, and
the cleser you play to the net the wider the
angles you can hit. Bul if you get out of po
sition, your opponent will run you back and
forth like Borg versus an amateur.




TRICK SHOT

Imagic for VCS
($23. 1 level, 1-2 players, %)

TOWERING INFERHO TURBO

Amid the clatter of wars in ouler space and
mazes being munched, here's a game that
requires no hand-eye coordination, causes
no wrisl ache, and doesn'l make much
noise. The cartridge includes three chal-
lenges: Pool, English Billiards, and Trick-
shot (our favorite). Pool and Billiards are |
fun when two play, bul because the VCS
can display only four balls at a time, these &
games are not much like the real things. In
Trickshot—a series of nine tricky shots set
up by the computer—this doesn't matier.
Each setup requires you 1o sink one o
three balls with a single shot by determin-
ing the right impact, angle, and “english.”
A few are easy enough after a little trial and
error, but most demand precise liming and
lots of patience

U.S. Games for VCS
(830, 7 levels, 1-2 players, *)

Coleco for ColecoVision
with Expansion Module #2
($75 includes modu\e. 1-2 players, %)

In this enjoyable parody of the movie of the
same name, your situation resembles
Steve McQueen's. Nine buildings are on
fire, each having nine floors, and on each
floor are four trapped butl hopeful survi-
vors. If you take too long to save them,
they'll burn to cinders You have four fire-
men per floor, and the game ends if you
can’t rescue al least one person. Each
floor has a different layout of passageways
and a different arrangement of flames
which dance around crazily. You can
Wl codge the flames or cut a path through
them, then grab the survivors and head for
the lower right corner of the screen, where
a helicopter awaits. Then it's on to the nex!

This very fasl, graphically detailed racing
game promises 1o reproduce all aspects of
the coin-op version. The Expansion Mod-
ule includes not only a steering wheel bul 5=
== also an accelerator that goes on the floor
and is operated by your foot! A hand con-
troller is placed nex! to the wheel, and its
E joystick becomes the gearshift lever. As
s you drive the car down city streets, on
country roads, over bridges, and through
i tunnels, you have to avoid oil slicks, the
N sicde of the road, and, of course, other cars.
! Your clock time and the number of cars
= passed are always displayed. We were not
Ml 3ble 10 play-test by press time but the dem-
- floor. A very good score is 8,000 points . onstration cariridges at trade shows were
. 1\ ! very impressive (Continued on page 52)
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SELECT FROM THESE VIDEO GAMES

ASTROCADE COLECOVISION
1. Galactic Invasion $29.95 25. Cosmic Avenger $34.95
2. Red Baron/Panzer Attack 26. Turbo $74.95

MAIL ORDER SERVICE

| ; . $29.95 ? INTELLIVISION
You can order by mail or phone nearly GAMES Mail Order Service gives 3. The Incredible Wizard 57 actrosmash $29.95
\ all of the video game cartridges re- you the convenience of shopping ATAR!S?I‘:?:ZS 28. Atlantis $34.95

viewed in Private Screenings. Those
games available are listed on the right

without leaving your home—and
having your favorite games delivered

B-17 Bomber $39.95"*

4. Atlantis $29.95 30. Demon Attack $34.95

5. Berzerk $29.95

side of this page—in alphabetical  to your door. It also offers a great se- 6. Circus Atari $24.95 g; Eﬂnkg:g;g 324.95 |
order, by system. Games not available lection of gifts for the video game 7. Communist Mutants 2 M":g L  Baseball
from us are also clearly indicated. enthusiasts on your list. We'll send From Space* $14.95 T
Please note: Our toll free telephone ser-  your choices directly to your friends, 8. Demon Attack $29.95 34. Micro Surgeon $39.95
vice allows us to process yourorderthe  with a gift card enclosed in each 9. Donkey Kong $34.95 35, NFL Football $29.95
day you place it. We urge you to use it.  order. 10. Fireball* $14.95 36. PBA Bowling $29.95
:; 'g:ggﬂsn-:s soos 37 PGAGolf$24.95
Here's how to order from GAMES Mail Order Service 13, Haunted House $24.95 i b

. Use the order form on the back of 4. Special Holiday Delivery Guarantee 14. Kaboom $22.95

-

39. Blockout/Breakdown $22.95

ture) with your order. Sorry, we can-
not accept C.Q.D. orders or bill you.

request.

6. For fast, same day service, call toll

. this page to order for yourself or If we receive your order—by mail or 15. Megamania $29.95

' gifts for friends. If you need more by phone—by November 15, it will 16. Missile Command $29.95 40 E'ff,‘,‘_'g},"" Toble Bocas
space for gifts, attach a separate be delivered by December 15. 17. Pac-Man $34.95 41. Great Wall Street Fortune
sheet giving us the name and ad- (We'll do our best with later orders, 18. Pitfall $29.95 Hunt $49.95
dress for each gift along with the but cannot guarantee timely deliv- 19. Space Invaders $29.95 43 Monkeyshines $32.95
?uamil , name, system, and price ery.) ';’fl} ?:‘;2‘:’2922?-95 43. UFO §31.95
r gac gRins DITHNG - We will notify youimmediately if, for  22. Towering Inferno $29.95  The cartridges natlisted. including

2. Include payment or credit card infor- any reason, we cannot fill your 23. Trick Shot $22.95 Fobarihl e bl
mation for Visa or Mastercard (card order—and make whatever sub- 24. Warlords $29.95 available fmf,.. Games at this lime.
number, expiration date, and signa- stitutions, refunds, or credits you " ) i Y =
Requires Supercharger Requires Intellivoice

PLEASE SEND OR CALL IN YOUR ORDER TODAY!

3. Mail your order to: free. Visa and Mastercard ac- HOLIDAY DELIVERY IS GUARANTEED FOR ORDERS
EAMOISf Ma'iEIlOOrggrgService cepted. We process your order the RECEIVED BY NOVEMBER 15.
ost Office Box

Ridgefield, N.J. 07657

day Knu place it. Call 1-800-228-6262
any hour, any day.

USE THE ORDER FORM ON THE BACK OF THIS PAGE



UTOPIA WARLORDS

Mattel for Intellivision
(335, 1 level, 1-2 players sim., ki)

In this unique game, you are the absolute
ruler of an island utopia, and you score
points by improving its population’s stan-
dard of living. You are free to invest your
initial 100 gold bars on factories, forts,
schools, hospitals, crops, housing proj-
ects, rebels (in the two-player variation), PT
boats, and fishing vessels. Weather condi- &
tions and pirate ships, which affect crop
b yields and fishing hauls, are randomly con-
e
(332, Vieval, 1 Blayel ) And get a fishing boat as early as possible,
You're in control of a star cruiser with a ro- &8 Decause moving it over a school of fish
tating laser gun, a force field, and the abili- & ©€arns gold bars. If you keep your people
ty 1o maneuver through space, which is @ fat, happy, and fruitful, you will prosper
litered with three types of UFOs: fairly @@ along with them.
harmless drifters, hunter-killers that home
in on the star cruiser, and light-speed star- =
ships that streak across the screen firing
deadly lasers. To deal with this last enemy,
you can either hide among the drifters,
which absorb enemy laser fire, or shoot at
everything in sight, and when a starship
appears, fly parallel to it. Since your ship's
force field blows up the enemy on contact,
ramming Is an effective tactic. In fact,
we've seen 95 points racked up by UFOs

Atari for VCS
($30, 2 levels, 1-4 players sim., %)

This lively combination of Pong and Break-
out is best with four players. You are feud-
ing warlords, each protected from enemy
fireballs by a brick castle whose two ex-
posed walls are guarded by a movable
shield. You can use the shield either to de-
flect the fireball or to catch, hold, and re-
lease it against an opponent’s vulnerable
spols. A common tactic is to catch it, feint
to one side, then whip back to the other
side and release it at an unprotected tar-
gel. You can also angle your shots off the
“ghost™ shield of a destroyed warlord—if
I you remember exactly where it was when
B its warlord was destroyed. The computer is
VAW cravitating into the force field of an uncon- W a fairly easy opponent because its atlack
"trolled cruiser. But that's a long way from l patterns are predictable; human opponents

i \|
the published high score of 7,510 ' are another story
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le_wmr[g PERSONAL ORDER
(SREENINGS)  pooowomes

No. of System | Many | Each

Total

GAMES Mail Order Service Post Office Box 999, Ridgefield, N.J. 07657
HOME VIDEO GAMES ORDER FORM

Use this form to order any of the video games listed as available
on the back of this page. Descriptions of the games appear in
alphabetical order in PRIVATE SCREENINGS, our editors' guide
to home video games.

Send my personal order to:

Naina GIFT ORDER
Street -
City State Zip
Send my GIFT Order to:
Name
Street. Use separate sheet of paper Total from
P
: for additional gift orders additional sheet
City State Zip
(] My check or money order payable to GAMES i ’ losed ey Cirln
check or rder eto is enclosed.
y y 2 P Payment by check, money order, New York Sales Tax
Please charge to my credit card. e TSy Postage & Handling
[J Visa [] Mastercard, Bank# : ; (at $2.50 per Game)
Your order may be shipped in more
: than one carton Total Amount Due
Card # Expires:
Signature poh = ]
3 Mail this completed form with
IN A RUSH? FOR FASTEST SERVICE YOUR GUARANTEE When you arder from GAMES, your payment to:
CALL TOLL FREE 1-800-228-6262 ANY you mus! be completely satisfied. If you are not—
HOUR, ANY DAY We'll process your order T Vin s oy Co M . GAMES MAIL ORDER SERVICE
ir ul a
the same day you place it. que;’éns asked gz ; Post Office Box 999, Ridgefield, N.J. 07657
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DIFFERENCE
BETWEEN
INTELLIVISION
AND ATARI
WITH YOUR
EYES CLOSED.




The difference has always been easy to see.

Intellivision® has brilliant graphics, lifelike figures and realistic gameplay.

Intellivision has the hand controller with 16 positions. The Atari’ VCS has
a joy stick with only half as many.

The Intellivision system is expandable.

But now, the difference is even more obvious. In case you haven't heard,
Intellivision actually talks.

It’s true. Just attach the new IntelliVoice" voice synthesis module. Plug in
any one of our new talking cartridges. Then, concentrate on the visual action.
While IntelliVoice gives you up-to-the second verbal status reports.
Feedback. And instructions which are essential to your game strategy.

Voice is just one innovation, though.

If you like arcade maze games, you'll love new Lock’N’Chase: *And wait
until you see Night Stalker;" with its relentless one-eyed robot.

Of course, your dealer can show you the difference between Intellivision
and Atari. For your nearest dealer; call toll free 1(800) 323-1715. In Illinois,
1(800) 942-8881. Or shut your eyes and let MATTEL £LECTRONICS®

Intellivision speak for itself. I NtEllivi Si ON

©Mattel, Inc. 1982. All Rights Reserved Lock "N’ Chase and Night Stalker game cartridges each sold separately
* * T ademark used under license from DataEast, Inc. IntelliVoice module and voice cartridges each sold separately tari®is a trademark of Atari, Inc
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ENTER THE NEXT DIMENSION

Turn your Atari’ Video

Computer System™
into a supercharged

Slip the Arcadia Supercharger” into the
cartridge slot of your Atari” set and enter the

screen sector map. Then fight it out with a
challenging enemy on an incredibly detailed
battle action screen. Take control of switch-
able shields, target-locking torpedoes, fully
operational instruments, and starbase
resources.

Included with Phaser Patrol ™ are live
action previews of other Arcadia games:

“pPhaser Patrol "

is the best

home video game
I've ever played
on any set.”

Communist Mutants from Space.” Fireball *
and Suicide Mission.” They're all a dimension
ahead of anything you've ever played on your

Atari’ set.

“Alan” Asteroids,* and Video Computer System ™ are trademarxs
of ATARI, INC. ARCADIA CORP is not related to ATARL INC

CARCADIA CORP. 1982

AN —7T AN 1WA
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\CORPORATIDN

next dimension in video game excitement.
The Supercharger ™ gives your Atari” set the
game-playing power of sets costing hundreds
of dollars more.

And Supercharger * game programs cost
40% to 60% less than conventional game
cartridges.

Start with Phaser Patrol,” the extraordinary
galactic odyssey that comes with the
Supercharger.” Plot your strategy on a full

Andy Breyer
Champion

1981 International Atan®
Asteroids™ Tournament

“The graphics on Phaser Patrol™
are as good as on many arcade
games. And the game itself is

designed to stay
challenging.
Even tome.”
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MATTEL LLECTROMICS

COMPUTER CHESS

Make your next move
to Computer Chess.

If chess is your game, you owe it to yourself The game’s three playing modes provide a
to check out Computer Chess from Mattel variety of game play for the newcomer as well
Electronics. Because Computer Chess combines  as the experienced player. You can challenge the
all the features of a traditional chess set with computer. Match your skills with another player.
the brains of a computer. But don’t be fooled by  Or you can sit back and watch the computer
the technology. Computer Chess was pro- challenge itself. And to improve your game,
grammed by International Chess Master Julio Computer Chess even lets you take back moves.
Kaplan to play more like a real person than If you're thinking of buying a new chess game,
a machine. make your next move to Mattel Electronics’

It's portable, pocket sized and has no sepa- Computer Chess. And you'll be sure to come
rate pieces to lose. So you can play a challeng-  out a winner.
ing game of chess anywhere. Either with yourself MATT, .
or with a partner. Both the chessboard and the €L ELECTRONICS

pieces are represented by a large easy-to-read Co U C Ess
liquid crystal display. MP TER H

Batteries not included © Mattel, Inc. 1981, 1982. All Rights Reserved
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Play STAR RAIDERS, complete with its
unique video touchpad! Use it in addi-
tion to your joystick to activate your
shields, engage your tracking computer
...Then punch up hyperwarp, and

get after the marauders!

Let the Krylons eat photon torpedoes,
and rocket into action with

STAR RAIDERS!

Don't play around with

imitations. ATARI games

are the real thing. &

©1982 ATARIL, INC All nghts reserved A Warner Communications Company




; Iltwsioﬁ’mners can get allthe ¢ oxe
B, and originality of Activision® video ge
is an incredible jungle deenture gar
yOurwits ogomgterocodlles scorpions, tarpifs'al
nels as you sh'ugqb o find the treasure,
" STAMPEDE™ is @ hard-ridin; fast-ropin; np-srm;hn sc:ddle—
- sk.m;:) n' roundup that challenges you to herd ﬁipse dogies
il you can't herd namore. &
Activision” for Intellivision.” Now we put YOU in the game.

Pitfallll" designed

S de™ designed !
by Bob Whitsheod, WE PUT YOU IN THE GAME. by Daid Crane.

ACTIVIS @

Mattel Electronics* and Intellivision” are trademarks of Mattel, Inc
Also for use with the Sears Tele-Games ' Super Video Arcade™

Tele-Games ' and Super Video Arcade ™ are trodemarks of Sears, Roebuck and Co

€982 Activision, Inc




