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Games Guru
Goaring Up?

By Carl S, Raplan

NEW YORK—Nolan Bushnell,
who is credited with creating the
first Atari videogames and who
sold them to Wamer Com-
munications in ‘76, intends to
get back into home video-
games. But Warner is out to stop
him—at least until the fall.

Warner lawyers recently filed
suit against Bushnell and his
associates at the Pizza Time
Theatre Company, a national
pizza-videogame parlor fran-
chise Bushnell founded after
leaving Warner. The suit alleges
that Bushnell and his associates
violated a non-competition con-
tract precluding them from de-
veloping and selling ' video-
games until October.

Atari declines to comment on
the suit, but Pizza Time claims
the action is without merit and

says it will fight the complaint

1t "We don't have
videogarmes and it's as simple as
that,” says 3 Time's John

Porter. But another Pizza Time

Bushnell: playing games?

spokesperson acknowledges,
"We are currently researching
videogames.”

In the past, Bushnell has said
he wants to re-enter the home
videogame business, but only
alter his non-competiion pact
expires. He'll probably do it
through Sente Research, a
Bushnell-owned company that
makes wooden fixtures and
Skeeball-type games. What else
it makes will likely remain a
secret until October. [

Radlo-deeo Tie-Ins

WASHINGTON—They used to
call them emerging technolo-
gies, but now it's more appropri-
ate to call them merging ones.
The latest to band together
—video and radio.

Thanks to a new Federal
ications C,L,mmnsv)n
'-.ﬂdcm mnmtorf; will

not full
vers with special
will be needed to dis
material, which will also
to compuler printers
other reception devices.
The FCC ruling brings mas-
sive changes to the “subcarrier”
circuits of FM radio signals. Un-
til now, those subcarriers were
primarily used for stereo trans-
missions or for other audio sig-
nals, such as Muzak. But the
FCC decision doubles the num-
ber of subcarrier circuits on
each FM station and allows pub-
lic radio stations as well as com-
mercial FM stations tb sell the
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circuits to anyone who wants to
program them. Business cus-
tomers who want to download
computer software are expect-
ed to be the major users, but
a variety of other video and data
applications are permitted
under the ruling.(]

Laser Fare
For Arcades

The optical videodisc is being
asked lo rescue arcade games,
those quaint, 25¢-a-throw ma-
chines that seem to become
outdated faster than operators
can install new ones. A half-
dozen entrepreneurs are betting
that a steady flow of new optical
disc titles, which are much
easier to change and update,
will be able to please a fickle
public. Sega Enterprises, for ex-
ample, has designed a "Star
Trek” videodisc game  which
uses the disc's superior graphic
capabilities to simulate the flight
deck of the USS Enterprise.
Every few months, players can
expecl a new adventure.
(S.GoLl

SAT SPACING IRKS
BIRD WATCHERS

Faced with the possibility of
too many satellites and no place
to put themn, the Federal Com-
munications Commission has
decided to allow new satellites
to be positioned closer fo those
already in orbit. The effect of
these spacing changes has
many backyard "bird" watchers
worried.

Seme experts predict that too
little space between satellites will
cause fuzzy recepiion in back-
yard earth stations. But tests

conducted by a cable television
industry group found that three-
meter dishes of reasonably
good quality will suffer very lit-
tle, if any, signal degradation
from the changes.

No existing satellite will have
to be moved as a result of the
FCC decision. And in about 10
years, when the doubling is
complete, there could be as
many as 40 satellites beaming
video voice and data communi-
cations earthward, (L.H.)C]

Computer Cosis Cut

At last—bargain basement
pricing has hit the world of
home computers. Compefition
has pushed prices down to the

point where, in many instances,
homo computers are less expen-
sive than popular program-
mable videogames

The Texas Instruments com
puter model 99/4A, for exam-
ple, can be picked up for about
$100, after deducting the
scheduled $50 rebate. It had a
list p1 ice of %Q% th it was -

ostn g Atdri lw is c:\:-nlu |
some stores at a postrebate
price of about $80, which is
$550 below the list price of just
three years ago. Commodores
VIC 20, which sold for $300 in
1981, is being offered in some
stores for as little as $90.
Caught in the competitive

squeeze, videogame console
prices have been dropping, too.
Recent prices spotted across the
nation {some after rebates, or
with the requirement that car-
tridges also be purchased) in-
clude; Atari 2600 at $85; Mat-
tel's Intellivision at $70;
Magnavex's Odyssey? at $50;
and Coleco's ColecoVision at
$149.

Console prices for both com-
puters and videogames are
noticeably lower, but costs of
games and accessaries for both
formats are holding firm. The
most popular videogames and
compuler game programs still
cost $20-$30, for instance, and
there 18 no sian of price changes
for computer disc drives,
printers or the modems needed
for a hookup into telephone
lines. (B.G.)[] (Cont,)

$100.

Commodore VIC 20: hovering near $90.




P 'o.
Goes Video

Electronic messaging—in-
cluding greeting cards, com-
munity bulletin boards and con-
ventional computer “chat'—is
shaping up as cne of the favorite
features of videotex systems.

Most electronic mail falls into
the category of quick memos or
video versions of telephone an-
swering machines, sending
items such as "Meet me at the
theater at 7:307 or "I solved the
new videcgame.” One videotex
service even includes a “graffiti”
sechion, encouraging users to
scribble electronic art and quips
for other customers to see.

Perhaps the most popular
form of videotex mail is elec-
tronic greeting cards, devel-
oped by Hallmark. These com-
puter-animation segments can
be sent to the electronic mail-
boxes of other system users. In
one “card,” a frog hops around
the screen and says, in text, "Hi,
I'm the birthday frog. Come up
to the screen and let me give
you a birthday kiss." When the
user kisses the screen, the car-
toon figure’s lips curve into a
happy smile—then comes the
message: "Ha, ha, the joke's on
you, wart lips.”

Not all videotex messaging is
fun and games, however. Ques-
fions of electronic junk mail—
unsolicited, unwanted messages

which fill up the computer stor-

age capacity in the videotex ter-

minal—pase an increasing pro-
blem to videolex wusers. A
greater problem is the issue of
censorship designed to remove
raunchy and suggestive mes-
sages from videotex systems.
Operators are examining now
whether they should—or
can—monitor material flowing
through their systems. That may
even include X-rated greeting
cards. (G.A)C3

House Calls

Ma Bell will not orchestrate
the home electronics future, but
she may very likely play some
key solos. That's the view, at
least, of a high-tech think tank,
the Boston-based Yankee
Group.

Yankee president Howard
Anderson sees a day when
cable services, home com-
puters, telephones, videcgames
and other types of consumer
electronics will all operate from
one telecompuling home ter-
minal, courtesy of Ma Bell. He
says the device will, at one and
the same time, guard the home,
enable a user to do work from
the living room, take calls and
access data bases. Additionally,
he says computer programs,
videogames and other forms of
home entertainment will be sent
electronically from a central
computer along telephone or
cable lines into the home. He
predicts these phones would
cost less than $500. (C.S.K.)L]

‘HOT ROCKS 'BOLLS

The Playboy Channel has
created its own version of
MTV—an erofic music video
show that offers performers
nothing less than full arlistic
license. The hour-long, monthly
program—"Playboy's Hot
Rocks"—premieres July 29,

Fred Seibert, a former
MIVer and one of the pro-
ducers of the new Playboy
show, says he hopes fo feature
“hot” clips of Olivia Newton-
John, The Rolling Stones, The
Tubes and Berlin, a techno-pop
club band. He says video clips
such as Billy Squier's ''The
Stroke' or Rod Stewart's
"“Tenight's the Night” would also
be appropriate.

Inherent in most modem pop
music is sensuality and erofic
behavior, and we want to focus

Hot Rod Stewart,

‘on that and make it clearer than
it has been,” he says. To that
end; the Playboy Channel will
add its familiar brand of context
cues and wraparounds, as
Seibert puts it, "to create an en-
vironment in which these clips
work.” (1.GJ0]

STORES VS. STUDIOS
IN TAPE PRICE FIGHT

Should Hollywood be permit-
ted to dictate videocassefte ren-
tal and sale prices? Video retail-
ers answer with a rescunomg

"No.” They say sefting pric
the holy writ of their busi
Movie studios, on
hand, want the opportunity to
pull the price strings, for who-
ever sets sale prices also gels
to set rental ones. The question
of first-sale rights rests with Con-
gress, which is expected to

the ¢

SHELVED

Intense ' competiion among
home videogame companies
has driven some out of business
and prompted others to diversity
into computer games.

The first to go under this year
was US Games, a subsidiary of
Quaker Oats. Former US
Games general manager John
Belden says, "The basic issue
here was a glut of games on the
market.” Then, CA-based Data
Age Video Games filed for
Chapter 11 protection in US
bankruptey court. It seems the
company pegged its hopes on
Journey/Escape, a game tied in
with the rock group Journey.
But from an initial inventory of
400,000, only 25,000 copies of
Journey/Escope have been sold
so far, a source close to the com-
pany says.

18 Video Review

# 50000
1:00

Journey/Escape: the end of the road?

For all those games elbowed
out by competition, new ones
—ior computers—are being put
on the shelves as replacements.
Activision, Imagic, Parker Bros.
and 20th Century Fox Video-
games have all announced that
they'll be putting out computer
games later this year. But there

is some good news for video-
game fans. CBS Videogames,
Parker Bros. and Star Path have
said they'll start making games
for ColecoVision consoles. And
MicrolLab of Highland Park, IL,
a maker of computer games,
has decided to start making
videogames, tco. (C.S5.K.)L]

answer it sometime this fall.

To win support in the mean-
time the studics say they'll dras-
tically cut suggested sale
prices—as much as 40%, in
fact—if they gain first-sale rights.

Store owners point to the suc-
cess of Star Trek Il and An Of
ficer and a Gentleman at
$39.98 &s proof that no change
is needed to lower prices. Itll be
a long, hot summer on both

sides. (8.G.)J

Flip-Flop
For Flop?

No: matter that Michael
Cimino's Heaven's Gate was a
$40-million, three-hour-and-
forty-minute flop. No matter that
criics called it “excessive”
“overblown’ and "a bomb." No
matter that the movie played for
just three days in New York and
Toronto before it closed. The
epic movie tale of the old west
will be resurrected by pay TV
August 1.

‘The Movie Channel has de-
cided to run the picture, letting
TV wviewers decide for them-
selves whether Cimino's movie
is visionary or vacuous. In Los
Angeles, where Heaven’s Gate
was shown on the pay-TV "Z"
channel, a survey found that
77% of the viewers said they
didn't hate it. (J.G.)[]
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when you join the Columbia Video Game Club and agree to buy
just 2 more games, at regular Club prices, in the coming year

Just look at the video games offered here...all
available for home enjoyment on your Atari®
Video Comgu!er System™! They retail anywhere
from $26.95 to $34.95 each, yet you can have
any one for only $4.95—with membership in the
Columbia Video Game Club! This is an exciting
new service that offers you the newest home
video games on a convenient shop-at-home
basis—and at great savings!

How the Club works: approximately every six
weeks (up to 9 times a year) you will receive the
Club's colorful Video Game Magazine. It
announces the Hit Game Selection...generally,
a brand-new arcade winner. In addition, the
Magazine will picture and describe many other
video games, new gadgets to upgrade your own
Atari® system, helpful hints on how to improve
your scores, a poster, and much more

If you want the Hit Game Selection, you need
do nothing—it will be sent to you automatically.
If you want one of the alternate games offered
—or nothing at all—just tell us so on the
response card always provided and mail it by
the date indicated. You'll always have ten days
to make your decision. If you ever receive a
game without having had ten days to decide,
return it at our expense.

The game cartridges you order will be mailed
and billed to you at regular Club prices—which
currently range from $24.95 to $29.95, plus
shipping and handling, and approgriate sales
tax. Remember, you don't have to buy a video
game every time you hear from us—your only
membership obligation is to buy as few as two
games in the coming year, and you may cancel
membership at any time after doing so. If you
decide to continue, you'll be eligible for our
generous money-saving bonus plan.

10-Day Free Trial: we'll send complete details
of the Club's operation with your introductory
cartridge. If you are not satisfied for any reason
whatsoever, just return everything within 10
days for a full refund and you will have no
further obligation. So mail the coupon now!

WANT STILL ONE MORE GAME for $4.95?
You can have ANY TWO of these video games
for only $4.95 each—if you agree to buy four
more (at regular Club prices) in the coming two
years! Just check box in application and
enclose $9.90 for your two games.

All applications subject to review; Columbia
Video Game Club reserves the right to reject
any application or cancel any membership.

GC27/F83
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Mail Coupon OR  1.800-457-0866

call TOLL-FREE inindiana call (812)-466-8125 collect.
We'll enroll you over the phone during regular business
hours and charge everything to your credit card. (Sorry.
phone service only available to credit card customers.)

COLUMBIA VIDEO GAME CLUB L. 2JB

3000 North 35th Street, Terre Haute, IN 47811

Please accept my application under the terms outlined in this
advertisement—and enroll me under the offer checked here:

Send me the game indicated below, for which | am enclosing
check or mone? order for $4.95. | agree 1o buy at least 2 more
games, at regular Club prices, in the coming year. 100

Send me the 2 games indicated below, for which | am enclosing

check or money order for $9.90. | agree to buy 4 more games (at
regular Club prices) in the next 2 years

102
Write in the number(s) of the game(s) you want:
Name.
(please print) First Name Initial Last Name
Address Apt.
City/State — Zip

Do you have a telephone? (check one) [ Yes 0 No
Parent's Signature

if under 18
Offer not available in APQ, FPO, Alaska, Canada, Hawaii, Puerto Rico
WANT THIS CHARGED TO YOUR CREDIT CARD? Fill in information
below, we'll charge the $4.95 (or $9.90) and future shipments to your credit
card—and credit your account with any returns

[ American Express (1VISA (] MasterCard

Interbank No.

Credit Card No. in full Expiration date

Signature 101/103




this happen to allow for changes in picture
size which occur when the brightness
changes. The variations are the result of
fluctuations in the sefs power supply
voltage. Even sets with carefully regulated
power supplies are often adjusted for slight
overscan to ensure that dark edges don't
show up around the picture. However, too
much overscan indicates a poorly designed
television set. Excessive overscan can cause
the edges of printed titles or, in extreme
cases, even some essential action to be cut
off from view.

In our overscan ftests, this JVC
monitor/receiver displayed nearly perfect
title centering (Fig. 2a), and all essential ac-
tion was framed within the screen (Fig. 2b).

Convergence error was nonexistent at
the center of the screen and a nedligible
2% at the outer comers of the picture.
Scanning interlace was a perfect 50-50.
Transient response was also excellent and
black-level retention was a very good 90%.
Black-level retention is the receiver's ability
to reproduce black areas in a given scene
when other portions of the same scene are
brightly lit.

Color Purity

Color purity was excellent. The TV
tuner’s sensitivity was also very good. In
these tests, various receiving sites were
simulated by changing the strength of an
incoming signal from 1000 microvolts
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BECAUSE WE DEAL EXCLUSIVELY WITH

G

Largest Selection in Industry:

We Stock and Sell every available model made
by RCA, who dominates the video industry. By
specializing only in RCA, we have an inventory
advantage as well as the best irained people any-
where on RCA products.

Lowest Prices Guaranteed:

Because we buy in such fantastic volume, with a
huge warehouse in a low-overhead area, we can
afford to sell the very best for the very least. By
being mail-order only, we have no investment in
fancy fixtures or extra business expenses

No Sales Tax to Out-of-State:

The law does not requine us to notity your local
tax authorities for out-of-Virginia shipment. There-
fore, we do not add sales tax 10 your cost, which
could be anywhere from 5 to 10% of the pur-
chase price.

Backed by RCA Nationwide Service:

You are completely protected with a factory-

ActiVision
ATARI

PERSONAL COMPUTERS
VIDEO GAMES :

over 1500 available
ATARI'S SUPERSYSTEM
and ALL NEW

VIDEO
PISCOUN T

WAREHOUSE:

830 Broad St Portsmouth VA 23707
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WE SHIP UPS Anywhere In USA

cards sccepled
./| over phone.

| |Money order or check, freight prepaid.
| 1C.0.D. require 25% deposit.
|1$26 minimum order for shipping

CALL OUR TRAINED VIDEO EXPERTS BETWEEN 9:30 a.m - 6:00 p.m i |

TOLL-FREE CALL
1-800-446-8234
VA R 804-397-7171
g

ingurance

(urban reception), to 200 microvolts
(suburban reception) to 100 microvolts
(rural, or fringe-area, reception).

This receiver/monitor contains a better-
thanaverage audio system capable of
approximately 3 watts of power. Audio
frequency response was quite good,
considering that the builtin speaker is in
anything but an ideal speaker enclosure.
Response was reasonably flat from around
60 to 70 Hz to above 10 kHz. The output at
low levels of distortion ((75%) was sur-
prisingly high: 96 dB SPL. Even though the
audio system is befter than that found in
most tabletop television sets, we wish [VC
had incorporated a separate audio oufput

jack.
Summary

The JVC model C-2073US is, without a
doubt, one of the finest TV sets we've ever
evaluated. Judged as a monitor, it also ranks
with the best we've tested so far. The only
thing we were a little dissatisfied with was the
audio performance because, good as it was,
it stll isn't on a par with the high-quality
audio from some of today's program

When [ checked the set for normal
operation the way you would use it at home,
[ found that it received over-the-air signals
with reasonably good signal-to-noise ratios
(absence of “snow”). This was true even
when | used the rod (dipole) antenna
supplied on the back of the set, and my lab
is some 20 miles from the nearest major TV
stations. As you'd expect, things got much
better when [ hooked up an outdoor an-
tenna

Overall, this monitor/receiver will do
justice to any video program source fed to
it, whether it's through the antenna terminals
or the convenient video and audio input

jacks. (L.F.)O

Overscan: on target for titles (Fig. 2a,
above) and action (Fig. 2b).




Videocamera
Model VCI1810

The character generator, a
device for ftifing that's been
showing up on more and more
cameras this year, has been
simplified for this 5%-pound
videocamera with the addition
of a cursor.

This camera also features an
electronic  viewfinder, infrared
auto focus, auto iris, auto white

balance, slereo microphones
and instant review of the last
few seconds recorded (with
certain VCRBs). The camera’s
equipped with a Newvicon
tube, and the f1.6 lens has an
8:1 (12-96mm) variable-speed
power zoom and a macro focus
adjustment. It draws 6.6 watts at
12 valts DC.

Zenith, 1000 North Milwaukee
Avenue, Glenview, I 60025
(312) 391-7000

Jiz)/

GENERAL ELECTRIC
Videocassetie Recorder
Model 1VCR4016X

Hi-Fi sound is featured with
this VHS-format recorder. It |
has stereo sound with Dolby B
noise reduction and audio
dub. Additionally, this VCR
features electronic tuning of

128 VHF, UHF and un-

scrambled cable channels, an

eight-event/two-week timer. [t
records in all three speeds (SP,
LP and EP), and automatically
selects the playback speed.
The tape counter has a
“search” function to locate
previously recorded material on
a cassette.

General Electric, 1 Wellner
Drive, Portsmouth, VA 23705

(804) 483-5000
|

SUNCOM
Joystick
Joy Sensor $34.95

No, it's not what you think. In
fact, it's a joystick without the
stick.

This controller is designed to
smulate the action of con-
ventional joysticks through two
touch-sensitive panels. Rapid fire
is built into the center of the
firing panel, which is designed
for both left- and right-handed
players. It's compatible with
the Atari 400/800/1200, Sears

Tele-Game, and the Tl 99/4A.
Suncom, 650 Anthony Trail,
Suite E, Northbrook, Il 60062
(312) 291-9780

SONY
Beta Videocassette
Rewinder/Eraser
BE V50 $130

Here's an accessory for Beta
VCR owners who hoard tapes:
a tape rewinder and eraser. It
runs on household current or
batteries; an AC adaptor is
supplied.
Sony, Saony Drive, Park Ridge,
NJ 07656 (201) 930-1000

Model KB-905 $999
Kenwood's first new VCR in

over a year is a frontloading

VHS{ormat model. It has four

noise reduction, feather-touch
controls, a 14-day/eight-event
timer and a 14-function
wireless remote control.
Kenwood, 1315 E. Watson-
center Road, Carson, CA
95037 (213) 518-1700

heads, stereo sound, Dolby
SANYO

Videocassette Recorder
VCR7300 $999.95

Sanyo makes Beta Hi-Fi port-
able with its model VCR7300
video recorder.

The onepiece VCR, which
weighs about 15 pounds (with
battery), has a seven-day/one-
event timer, a 105-channel cable-
ready tuner and an eight-function
wired remote control. The
company claims, furthermore,
that switching from the Beta II to
the slower Beta IIl speed doesn't
degrade the audio quality. It
retains a conventional fixed audio

head, so its Corﬁmilhle with
existing Beta tapes and machines.
Sanyo, 1200 W. Arfesia Bivd.,
Compton, CA 90220

(213) 537-5830

duction dates.

ON THE DRAWING BOARDS

SET PROJECTIONS: NEC came out with the first projection TV set with
an RGB switch—for enhancing videogame or home-computer graph-
ics—in March (for $3,500), and other projection TV makers are already
in hot pursuit. But only Burke Industries, which makes Kolorama pro-
jection TV sets, will have a model out this summer (at $3,995). Hitachi,
Panasonic, Quasar and RCA say they 'l bring out projection TV sets for
use with computers and videogames next year. GE, Kloss and Mit-
subishi are working on their new sets now but haven't set official intro-

MONITORING THE SITUATION: On that subject, by the way,

Hitachi is coming out in August with 20-inch and 25-inch monitors with
RGB switches; Panasonic will have a 13-inch model for games and com-
puters in September and a 25-inch model in October; and Protom will
feature a 25-inch monitor for videogame and computer use this fall. RCA
and Sampe are delaying plans for monitors until an interface device stan-

dard is set.

HEAR YE, HEAR YE: Game and toy maker Milton Bradley makesits
first foray into home videogames with a voice synthesizer module for
Atari's 2600 and 5200 consoles. Also coming from Milton Bradley—a
device allowing voice control of game moves.

—Marcy Bessler
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PV957
Newvicon
Auto Focus
Camera

‘819

@D SANYO VCR4000I

seven - 3329

TOLL FREE 800-356-0004

JVC HRC3
Compact VHSC
_Recorder

SONY. 5L5200

Beta j\/zLStereo
x NEW! j

CALL FOR 3
s PRICE

Over 100 Brands like:

Maxell
Empire
Altec
Sharp
Numark
Shure

Technics
Pioneer
Marantz
Kenwood
Sansui
Jensen

Sony
Teac
Akai
Dual
Koss
TDK

Acutex
Craig
Scotch
AKG

Stanton

Cerwin
Vega
Concord
Audio
Technica
Clarion

C.0.D.

Panasonic PVI1220
8 Hour VHS

with Remote

-
~§e «\. =

436

NEC L-750
Case

Quantities $
Only 8 ea.

Weekdays 9-9
Saturdays 9-5

WISCONSIN DISCOUNT STERED
Pickering 2417 w. badger rd madison, wi 53713

608 271 6869

Totally-Accurate- Cuntroller

JOYSTICK CONTROLLER FOR ATARI -
GAME, SEARS TELEGAME, ATARI
400/800, COMMODORE VIC.

If your joysticks are like most, you
can't feel when you have made a move,
You only see it on the screen, when it's
too late. Suncom has a solution. TAC-2.
Totally Accurate Controller — 2 fire
buttons

With its longer shaft, arcade style ball
top, and exclusive Suncom intemal con-
struction, TAC-2 gives you that extra
control...you can feel absolutely,
positively, for sure, exactly when you
have made 2 move. And with its 2 fire
buttons, TAC-2 is equally fair to left
handers and right handers.

TAC-2 comes with Suncom’s famous
2 year warranty. And it comes with
something else. Totally Accurate
Control.

~ TOUCH SENSITIVE JOYS

CONTROLLER FOR ATARI GAME,
SEARS TELEGAME, ATARI 400/800,
COMMODORE VIC.*

Our engineering staff has spent
months creating, desi nl&g and refining
the Joy-Sensor. The simulated
joystick controller with no sllck 10 bring

- you just the right combination of contral

and responsiveniess. Now, the slightest
touch IS all that it takes to effect control
movements on your game screen. Rock
your finger or thumb back and forth,

and it seems like Joy-Sensor has read
your mind. Moves are executed much
faster because there is no stick to mave,
no resistance to movement.
Your ships will fly across the screen
as easily as light flies through space.

Your laser rays will fire exactly when you
want them t0. You will never go back to
your old joystick again

B G, ncom

Incorporated
BS0E Anthony Trail, Northbrook, 1L 60062

for
JOYSTICK CONTROLLER FOR
APPLE COMPUTER® . -
You own an Appie Computer You nrobably.
use it for entertainment and to play games.
We think that you deserve a cantroller that is
as up and keeping with new t ag
your computer. So we designed one. mm‘
scratcn Brand new internally: Starﬁm :

er for Apple has many of RSAEN—

compau le counterpart’s. exterior physical
characteristics. Roung-comered and smuoth
it won't fatigue you over those long playi
sessions. And internally, its new, advan
design gives you 2 kind of feel and response
during game play that you have never ex-
perienced before.

0f course, Starfighter for Apple comes
with a 2 year warranty. From your friends at
Suncom. i

R a2 --v -

Products and trademarks of Alari, Sears, Comm%dore Apple Computer.

Consumer Hotline: 800-558-000

riot quite sure where everybody is. One
exception is an endearing sequence in
which Strawberry and her friends take off
for the city on Big Apple Airlines, an
ingenious butterfly who conjures up a way
to escape the Pieman's butterfly net.
In an cbvious effort to avoid viclence, the

carfoon comes across as oo harmless and |
innocent. This is necessary for the under-five

| child, but this story is too complicated for

that age group.

While this tape may be fun for showing to
a group of kids, it just won't hold up to
repeated viewings by kids of any age.

The last part of the fape, however,
consists of uproariously funny cartoon
spoofs of well-known fairy tales, courtesy of
Warners Brothers' Merrie Melodies, from
the '40s. Jack and the Beanstalk, Aladdin
and His Magic Lamp, Sleeping Beauty and
others all get their due with trick endings
and corny World War 1 slogans. Today's
kids ‘wortt get the war-time references, but
there are il a lot of laughs. Old Mother
Hubbard’s dog is a riot when he finds a
secret cupboard filled with hoarded goodies
and races off {o report Mother to the Food
Rationing Board. The goose who lays the
golden ‘egginstead lays aluminum ones
stamped. "'m Boing My Part for the Nation-
al Defense,®-and Aladdin's gerie walts out
of the lampwaving a War Bond

These, it seems to me, can be walched
over and over by kids of any age.[]

STORYBOOK CLASSICS
(1982) * * *
Animated shorts featuring the voices
of the Andrew Sisters, Buddy Clark.
Sterling Holloway. Directors un-
credited. (Walt Disney cassette,
color, 41 min., $49.95)

By Genevieve xudln

Four Walt Disney animated shorts make
up this new compilation cassefte. Three of
them are wonderfil—and really classics.

Little ‘Toot :comes from the 48 feature
movie  Melody Time. It is narrated by
Buddy Clark and has some cute music sung
by the Andrews: Sisters as it tells of a
mischievous litfle tig beat more interested in
playine around: -and having fun than in
doimey the work he's supposed to do. When
Toolishness caises trouble, he is banished to
the: cperi sea: But then a dreadful storm
comes up and Litle Toot makes a daring
and dangerous rescue of a floundering
ocean liner. Bringing the liner to safe harbor
eams the brave litfle tug the cheers and
adrairation of all the other tugs.

Peter and the Wolf was originally part of
the '46 feature movie Make Mine Music.
Disney's version is slightly different—in both
text and music—from the original version
that's been a concert-hall staple since the

1930s. But it remains a charming story
regardless of the changes, and children will
surely enjoy watching Peter and his Disney-
style animal friends go afler the wolf—big
and bad, as wolves always should be. (P.S.
Abter your youngsters have waiched this
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Burgertime: [f you're in a pickle, use your pepper.

~ Cartridge

BURGERTIME » + * *

Designer uncredited. (Mattel, Intelli-
visioncompatible cartridge. $35
approx.)

By Dom DeLuise

[ know this magazine often has video-
games reviewed by exy in particular
subjects. So when its editors contacted me, |
was looking forward fo seeing what game
they would match me up with. Since I'm
ofteny mistaken for my Hollywood look-alike,
Burt Reynolds, I assumed it would be a
game like Good-Ol*Boy Invaders, or How
Was [t for You, Dear?

Frankly, I was hurt when I found it was
for BurgerTime. But maybe they asked me

I w I'm crazy about buns
qame there are a lot of buns!

Of course, the subject of food has always
appealed to me. I'm on a diet now, and
have lost aver 300 pounds. Over a pericd
af 20 years. But this game 15 a great way to
waork with food without gaining weighl.

Your geal is to make hamburgers, not
war. You control a fat litlle chef who nuns

RATINGS
* % * & OUTSTANDING

** % GOOD
* * AVERAGE
* BELOW AVERAGE
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around the screen frying to put together
jers made with lethuce, buns, patties and
somelimes tomatoes. It would be easy,
except that hot dogs, fried eggs and
eventually pickles chase the chef around the
screen. He can either outrun them or throw
pepper in their faces to temporarily im-
mobilize them. But the nasties get smarter
and faster as the game goes on.

[ have three sons, and they all love this
game. My youngest, David (age 11), says
it's as good as the arcade version. He got
24,000 points after only a few tries. When [
first tried, the fried egg got me immediately
On my second try, 1 got one-and-a-half
burgers built, then a hot dog got me

Food will mean the end of me yet.

One of the big hins I can pass along is to
take the long way around the board when
beirig chased, because the hot dogs and the
fried eggs are not as smart as they seem.
They tend to follow you around, and you
can fool them into taking the long way,
while you double back and take a short cut.

] think the fried eqgs are the dumbest.
The hot dogs are not as dumb as the eggs.
But I'm waming you: Watch: out for those
pickles! TheyTre fast, they're clever; and
they have to be deall with.

You get extra points if you drop your
burger, lettuce or bun while an egg or hol
doqg is on it, .or right under il. If you s
cup of coffee, some fries, ice
ketchup, go for them! Net only do they go
well with hamburgers, but if you get them
before they disappear, you get an exira

bury

Dom DeLuise
devours Burgeriime

shake of pepper. But be careful with the
pepper. My chef kept throwing it all over
himself. [ think he was starting to enjoy it.

Another hint: Don't fry eating while
playing the game. | tried it once, and all |
made was a mess on my sweater. That you
don't get points for.

My only complaint is that if ['d invented
this game, I would have added a nice slice
of onion. And maybe Alka-Seltzer. (]

STRAWBERRY SHORTCAKE:
MUSICAL MATCH-UPS » »
Designer uncredited. (Parker Broth-
ers, VCS-compatible cartridge. $30
approx.)
By Elizabeth Crow
With Sam and Rachel Crow

Strawberry Shortcake, American Greet-
ings' pint-size character/doll with the artifi-
cialfruit aroma, is among the greatest pop
exploitation successes of the past decade.
Strawberry and her friends—Lime Chiffon,
Blueberry Mhiffin and Huckleberry Pie—ap-
pear on everything from kids' lunch boxes
to party favors to, at last, a videogame.

In our household, six-year-old Sam has
his antennae fine-tuned for video stuff, and
weeks ago he began pestering me to buy
the Strawberry game for threeyear-old
Rachel. “You know how Rachels not in-
terested in Chopper Command?” he asked.
"Well, now they've got a game for kids her
ageto play.”

Its a simple, bright-colored, charming
game, with lively musical effects. By
manipulating the joystick horizontally or
vertically, the player tries to reassemble
Strawberry and her friends, whose bodies
have been scrambled by the evil Purple
Pieman. When a figure is correctly recon-
structed, the player presses the fire button
and the doll's legs spring to life, performing
a snappy clog dance while his or her
signature tune plays. In fact, any time the
button is pressed, the fiqure, whether doll or
mixed-up hybrid, will dance.

That was enough for Rachel, who we
discovered has a lead thumb. 'T like this
game,” she announced, her thumb firmly
ghied to the button while Lime Chiffon's
tune played, again and again. The rules of
the game, which has six skill levels (two of
which require reading), held no allure for
her at all. Rachel was content to twiddle the
joystick randomly and press the fire button
to see the mismatched litfle fiqures launch
into their musical numbers.

Elizabeth Crow is editor-inchief of
Parents maguzine. Sam is a first grader;
Rachel attends nursery school,
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A week alfter the game entered the house,
Rachel never played it unless unged fo do
s0. And there are some good reasons for
her lack of enthusiasm. Foremest is Sam's
philesophical explanation; "Little kids just
arent very interested in videogames.” In
fact, young preschoclers arer't very in-
terested in playing any game by the rules
for more than a minute or two. Physically,
too, the game is frustrating: A three-year-
olds coordination isn't refined encugh to
manipulate the joystick precisely, so Rachel
found it hard to make the rotating character
parts stop when she wanted them to.

Above all, a video display is not a toy. It
can't be handled or thrown or turned upside
down, and it leaves little room for the kind of
imaginative ‘lel's pretend” play on which
litle kids thrive. To Rachel, the game
proved as interesting as a mechanical music
box, no more, no less.

Sam, on the other hand, loved it. It hasn't
replaced Pac-Man or Freeway or Chopper
Command in his affections, but he's played
its more challenging levels at least once a
day for a week. He especially likes beating
the clock at the "Four Berry” level in which
the player races the sun, and "Five Berry”
and "Six Berry,” in which the player is given
musical cues, G

For a first grader, if's ‘an enormously
likable game. It's cheerlul, colorful and ut-
terly without viclenee. No one gels zapped,
and, as Rachel discovered, everyone wins
when the dolls begin to dance. [

REALSPORTS TENNIS » » +
Designer uncredited. (Atari, VCS-
compatible cartridge. $29.95)
By Ken Uston

Someumeb thngs go full cirde in un
expected ways. Atari's RealSports Tennis is
a slate-of-the-art simulation, no question. The
onscreen players' forehand and backhand
stances are realistic. Game and set scores

e, — N W

You can have your Shortcake and make her ohnce, foo.

are exhibited, and you can enter your name
for continuous ego-gratification. Even the
sound effects are impressive. In fact,
RealSports Tennis surpasses both Acti-
vision's VCS-compatible Tennis and
Mattel's overly complicated Intellivision ver-
sion. But, despite my enthusiasm, something
bothers me about this game.

The videogame craze was launched
about 10 years ago by the legendary Pong.
It consisted simply of two paddles, a square
ball and a net which was nothing more than
a vertical line down the middle of the
screen. You maneuvered the paddles to hit
the ball back and forth. When we disregard
the living color and the fancy sound effects,
the basic kick from RealSports Tennis is
exactly the same as it was from Pong. At the
higher difficulty level, the former poses a

S e

RealSports Tennis' serving up o souped-up Pong,

greater hand-eye challenge because you
must push the firing button at the right time
to swat the ball with the electronic tennis
racket. Otherwise, the games are basically
the same.

RealSports Tennis no doubt will appeal to
tennis butfs who so enjoy the real game that
a high-resolution simulation will cause them
to spend hours in front of their TV sets. [t
may also aftract thcse who have never
played Pong. Finally, there are those who
enjoyed Pong, haven't played it in years
and may again enjoy this type of game, al-
beit disquised in all its finery.

At the very least, RealSparts Tennis is an
impressive  (though  uncredited) VCS-
programming accomplishment. [

FLASH GORDON * * *
Designed by David Lubar. (Fox.
VCS-compatible cartridge. $29.95)

Fmnally, a videogame beiter than the

" movie—which is not necessarily saying all

that much. Flesh Gordon, the movie, was a
disaster. Luckily, Flsh Gordon the
videogame, is wonderful. This is an above-
average oufer-space  shoot-'em-up  that
draws practically nothing from the movie.

Like most space videogames, the goal is
to pilot an on-screen spaceship through the
dangerous stretches  of the universe
mhabited by evil aliens. The spaceship
encounters patrolling enemy vessels, space
debris and spider warriors. There are also
stranded spacemen who come drifting by.
Just make contact with them and they're
saved, though for a mere 70 points it's
hardly worth the effort. Accidentally shoot
one of the spacemnen, however, and it1l cost
you 1,000 points.

One of the things | immediately lked
about the game s its firing mechanism. The
shots are accurate and easy o control, plus
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MS. PAC-MAN
l l Designer uncredited. (Atari, VCScompatible, $29.95)
cm'm'::n!:
Designer uncredit
$34. 951339 95)

ed. (Atari, VCS- and 5200-compatible,

RIVER RAID PRk
3 Designed by Carol Shaw. (Activision, VCS-compatible,
'a  SPACE FURY AEE T
4 Designer uncredited. (Coleco, VCS-, Intellivision and
_ColecoVision compatible, $30)
VANGUARD
Designer uncrediited. (Atari, VCS-compatible. $29.95)

5
6 rowm
7

Designer uncredited. (Parker Brothers, VCS-compatible,
$30)

DONKEY KONG JR.
Designer uncredited. (Coleco, ColecoVision-compatible,
$30)

IR Lol T el e R
8 Designed by David Crane. (Activision, VCS- and Intelli-
vision-compatible, $31.95) :
PHOENIX
9 \ !—k:rn.}{ Eﬁf‘:’{'ﬂi_lﬁd (Atari, VCS£0mthib1§.7$29.95)

' ¢n SWORDS AND SERPENTS
lo Designed by Brian Dougherty. (Imagic, Intellivision-
compatible, $34.95)

Behind the Top 10 Caris: "More arcade adaptations” is the apparent cry of videogame fans
as they stock up on arcade-inspired titles. This month, seven cut of our Top 10 are arcade adap-
tations, and m = on the way. Such titles as Space Panic, Qix and veterans Donkey
Eong, Zaxxon & VCS) and Gerd (for ColecoVision) are receiving high marks. While Ac-
tivision and Imag ntinue to spurn arcade licensing, some of their forthcoming releases, such
as Robotank and Endure, certainly take their cues from the quarter-eating machines
.'."Zml ollowers may note that not one movie-based cartndge has made the list, and may not
1 the near future. Game buyers' less than enthusiastic reception of E.T., Raiders of the Lost
ll‘k lpldal\-l.u'l and Jedi Arema has stopped many anpa.mes from pursuing phm for
more such titles. We guess that Gandhi game will never get off the ground now. (M.T.)!

* Based on a nationwide surve sressime.  All games are v cartridge format uniess

otherwss noted. Suggested ret
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they make a very pleasing sound as you
blast away. The dual screen display is a
clever touch. The top two-thirds of the
screen presents the spaceship battling the
aliens. The bottom shows an overview of the
terrain over which your ship must soar. The
most infriguing element is that you're able to
gpot and avoid such obstacles as
“disruptors,” which appear as treacherous
bits of space debris that can easily knock off
any one of the three ships in your fleet.

The way the game begins is somewhat
confusing because there’s no display with
the title of the game. Similarly, when it ends,
the score merely reverts to zero.

Bit these are minor complaints, and Flash
Gordon is not some flash-in-the-pan game.
It's down-to-earth, and that's miles above its
cinematic namesake. With games like this,
who needs movies?[

SPACE PANIC  »

Designer uncredited. (Coleco,
ColecoVision-compatible cartridge.
$30 approx.)

_ _Bylhnonhn.l.n 7

What do you do after you've licensed all
the current hit arcade games? You dig into
the arcade archives and dredge up some
ald games. A minor hit in its day, Space
Panic is a 1980 ladder game that actually
pre-dates Donkey Kong.

Pacifists will be pleased with it, at least
momentanily. In - Space Panic you don't
shoot and kill ‘things—you just bury them
alive! Three types of nondescript space
monsters plod after your spaceman, and he
gets rid of them by digging holes for them to
fall info and covering them up again. If he
makes the monsters fall two or three levels,
you receive more points. And, for goodness
sake, watch your oxygen level. After all, this
IS @ space game.

As in Donkey Kong, there's the annoying
feature of having 1o start at the beginning if
you get killed in the middle of a wave. But
there are nice new touches also. You no
longer must go through the torture of lining
up your screern persona before climbing a
ladder.

Like: most ladder games, Space Panic
looks “easy, ‘but #t's very difficult and
frustrating. It's a thinking person’s game. Far
exanple, to dropa monster two levels, your
spaceman must find an empty vertical space
to dig, dig one hole, go upstairs to dig the
other hole, lure a monster into it and bury
him, while avoiding the other monsters.

The graphics and sound are simple and
lack the inspiration of other Coleco games.
That's the problem with attempting to
duplicate three-year-old arcade games—the
medium’s come so far since then. Rather
than remain faithful to the coin-op Space
Panic, 1 woild have liked to see Coleco jazz
it up a bit, with more animated monsters,
a more complex environment, an ape,
anything, These days it's not good encugh
to just “bring the arcade home.” You've got
to have it come over and redecorate the
place, too.[]
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EEYSTONE KAPERS » +
Designed by Gary Kitchen. (Ac-
tivision, VCScompatible cartridge.
$30 approx.)

Keystone Kelly, the hero of Keystone
Kapers, is an archetypical "20s movie cop.
There are no guns or car chases in Key-
stone Kelly'’s world: On: the contrary, Key-
stone has litle more than a pair of legs and a
blackjack with which 1o work. Fortunately,
he has a simple assignment: Nab a fleeing
felon named Harry Hooligan, who has
dashed into a department store.

When the game begins, Keysfone stands
alone in the lower right-hand corner of the
screen. The crook is already o the second
floor making haste for the rool. If he reaches
its east end, he escapes and Keystone
begins again with the same crook.

The entire store, consisting of three floors
and the roof, is much: langer than what is
seen on the screen at any given moment. As
Keystone runs off one edge he reappears, a
ke Pifall, in another frame. In all, the
scrolling playfield spans eight sereens.

To locate the convicl, you use a long
range scanner at the bottam of the screen
Here is where you mag oul your strategy—
should 1 take the store eevalor or the
escalator? To the third Hoor or the second?

Kapers is not a pattern game, since the
crook seems fo possess a sixth sense
regarding Keystone's whereabouts virtually
guaranteeing no two games will be alike.

Quirks aside; Kapers is easly the best
thing to come from ‘Activision since Piffall. [
like the fact that you can beat this game.
Ipstead of mmediately fleeing to another
structure, - cur “tanget  surrenders - when
caught, giving. you that flesting but glorious
teeling of victory. - Keysfone Kapers is
actually an aceurate depiction of real police
work—there's always a crook to be caught
and charies are he's ane step ahead of the
law. For a while, anyway.[']

BOME SQUAD x * % &

Designer uncredited. (Mattel, Intel-
livision-compatible cariridge. $36
approx.)

By Jimmy Trahin

This game is a blast! I've been a member
of the Los Angeles Police Departrnent Bomb
Squad for six years, and have faced dozens
of explosive devices in’ my career, but
never one as complicated as this,

The geal is o disarm & bomby before it
blows up a city. It can be done by manip-
ulating tools to re-wire circuit boards; As
you complete each board, you get a belter
view ol a secret code mumber. I you
correctly guess the nurnber before time runs
out you save the day. There are nine game
levels, and if you can gef through the most
difficult, there probably aren't many reallife

Officer Jimmy Trahin is the Senior Bomb
Technician for the Les Angeles Police
Department Bomb Squad.

bombs you couldn't take apart by yourself.

The Intellivoice voice-synthesis module
adds realism fo the game—it's like working
with a partner telling you what you should
and shouldnt do. The voice of Boris, the
mad bomber, like the ticking and sirens, is
an annoyance you must try to block out.

in real lite, when 1 encounter bombs, my
approach s exactly the same as in this
game—]| listen carefully to my partner and
don't let the time factor or any of the other
distractions get fo me. | concentrate on
working just one part at a time. That's my
advice for this game, too: Just concentrate
on exaclly what youre doing at the
moment. If you lose a lew circuit boards,
just keep going and use a little logic.

The graphics are excellent, and believe
me, it's very easy to tell whether you've won
or lost the game! [

NIMBLE NED* »
Designed by Robert Harris.
(Odyssey. Odyssey’compatible
cartridge. $39.95)

TYPE AND TELL x *

Designer uncredited. (Odyssey.
Odyssey’compatible cartridge.
$39.95)

ByToniCohen

"Back to - basics” seems to be most
educators’ ‘and parents’ leaming ethos
nowadays. As an educator, | agree that
children need the fundamentals fo build
knowledge. While not McGuffey Readers,
Nimble Numbers Ned and Type and Tell
are games which uphold this value.

Nimble Numbers Ned combines basic
math exercises followed by, as a reward, a
simple game of Nimble Ned leaping over

New York City special-education teacher
Toni Cohen has written for Schokstic’s
Electronic Learning.

rolling barrels. It offers three kinds of math
exercises;  'Name the Shapes” (basic
geometry), "Multiplication” and “Addition.”
Type and Tell faciitates leaming by the
user’s typing words onfo a TV screen.

One thing [ like about these educational
videogames is that parents can easly
participate; classroom techniques transfer
easily to the home. For example, when your
child is naming the shapes in Nimble
Numbers Ned, you could ask him or her to
name similar shapes found around the
room. When unable fo get a correct answer
to the multiplication problems, parents could
"ooach” with step-by-step solutions.

Do kids like these games? In the
classroom, al least, ['ve seen children eager
to figure out the correct answers to the math
problems of Nimble Numbers Ned. The
math games give kids immediate feedback
to their answers by either going on
automatically to the next example or of-
fering a second chance if the child answers
incorrectly. (After two tries the correct
answer appears, but the player can fake as
much fime as necessary fo type in an
answer.) There are, as with most video-
games, varying skill levels,

Type and Tell enhances learning twofold:
Children can leamn fo type on the Odyssey?
keyboard, as well as leam to spell. It would
probably be most useful with a list of
correctly spelled words or under parental
supervision, since it can't make any spelling
corrections.

Both games have simple, blocky, but
effective graphics. Theyre colorful, at-
tractive and hold kids' aftention.

The optional Voice voice-synthesis

module—necessary for both cartridges fo
be truly effective—has its good and bad
points. While the robofic voice can be
nerve-grinding, it plays a very important
part in leaming since hearing the answer as
well as seeing it
perience. []

reinforces  the ex-
(Continued)

Leaping barrels and learning basics with Nimble Numbers Ned.
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PINBALL CONSTRUCTION
KIT & % %
Designed by Bill Budge. (BudgeCo
floppy disc for the Apple I/l +.
$39.95)

By Phil Wiswell
And Bernie DeKoven

The wall between wdeogamo p]dyer and
designer is beginning to crumble, thanks to
such new approaches to videogame design
as The Arcode Mochine by Broderbund
and Pinball Construction Kif by BudgeCo.
In the latter, the player is given a “tool ki*
full of objects and is let locse to design his or
her own computer pinball machine. Es
sentially, Pinball Construction Kit is more an
activity than a game.

After the disc loads, the screen divides in
half: The left side displays the outline of an
empty pinball fable; and the right shows the
objects you can-place anywhere on the
table. They incliade bumpers, flippers, sling
shots, knockers, rollover lights, drop targels,
ball hoppers, spinnners, chutes, even a
magnet. Selection and placement of objects
is made simple by use of a litfle hand with a
pointed index finger. You use the joystick to
move the hand to a desired obiect, then
press the fire button to drag the object onlo
the table.

The real excitement of this disc is not that
you phiy pinball, but rather that you play
with pinball. The act of building becomes at
least as much fun as playing: You want
flippers? You can have a hundred or more,
anywhere on the screen. You want
complexity? You can give bonus scores for
hiting a combination of targels in order.
And if you get tired of realistic pinball, you
can change the physics of the game (by
controling  degrees  of gravity, kick,
elasticity and ball speed) and end up
walching a weightless ball bouncing around
indefinitely. Color graphics and a range of
sound effects give plenty of window
dressini for finishing fouches, though the
game's justas much fun in black-and-white.

In case your don't know where {o begin,
the disc includes four demonstration pinball
tables: Some are fur fo play as they are, but
you're free to change anything about them.
Begin by modifying ene of the four basic
designs. Then iry building one from scratch.

The kit ‘is well enough designed - that
anyone with a it of patience and some
understanding of what makes a good game
can create infricate, challenging; profession:
al designs that would appeal to even the

most  discriminating pinball - aficienado. -

BudgeCo even inchides  “a’ graphic
“magnifying glass” that allows you to change
minute details of the board, pixel by pixel:

A fourstar rating seems too low for a
gngle disc that is really a highlevel
programming language in itself. You won't
need to buy another game of computer
pinball until—and if—a better kit arrives.[]
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Crystalzing standands for movie/game adaplations.

THE DARK CRYSTAL x +  *
Designed by Roberta Williams with
Ken Williams, Chris Iden and Chris-
topher Cerf. (Sierra On-Line floppy
discs for the Apple Il + computer
with 48K. $39.95)

By Suzan Prince

Conventional and computer videogames
have been ostensbly based on movies
before, but The Dark Crystal is the first true
game adaplation. | can think of a few other
movie-game ducs which have falled mis-
erably because the latler didn’t stand up 1o
the former. But so completely in tune with its
movie namesake in terms of character, plot
and graphics is this version of The Dark
Crystal that a standard has been set.

The introduction fo the instruction booklet
(which is done in beautfiful calligraphy) tells
you that Jen, hero of the movie and now
your screen persona, must find and restore
a mystical shard to the fitular Crystal before
the Great Conjunction of the three Suns. If
he fails, the world is doomed to live forever
under the nile of the evil Skeksis. Thus the
movie and the game begin on identical
footing.

Basic knowledge of the movie is a plus
(and adds to the fun) but isn't necessary,
because after the premise of Jen's mission is
established, the computer goes off in a zillion
wonderful directions—many of which echo
the movie, some of which’ have nothing to
do with it and some of which contain
elements of plot twists Jim Henson aban-
doned by the completion of the movie.

The Apple computer is Jen's eyes, ears,
hands and feef, not to mention a flexible
cormmunications fool. Using the keyboard,
you must discover (on your own, although
the manual  offers hirts) the proper com-
mands fthat move the game along. When
Jen finds himself facing a stream, keying in
"Cross Stream” will either result in the

graphic depiction of Jen wading through the
water or prompt the programmed reply,
“The water is foo deep. Jen cannot cross the
stream.” In that case you might instruct your
electronic elfing to go north along the
stream until he finds an area shallow enough
to tackle. Chris Cerf, who provided the
textual input, programs with a marvelous
sense of humor. At one point [ asked a
winged, bird-like creature on-screen if it had
anything to contribule to the hunt. "Talk
Creshme,” | keyed. Back came the
response; “This i Dark Crystal, not Dr.
Dlittle.”

Mapping is essential here, as it is in any
decent adventure game, but even more so
since this epic is of epic proportions; with
nearfy 200 pictures and literally hundreds

of passible routes, the game is contained on
both sides of two diskettes—500K in all.

The Dark Crysial is not a chid’s
plaything. Although eight-yearolds who
know Adventure or similar games wil
understand it, Cerf stresses that Crystol
requires logic, patience and strategy that
would sorely fest the mettle of all but the
most prodigious child. Grown-up or child,
youll spend weeks with The Dark Crystal
before solving its mystery (there's a "Save”
function that allows you to pick up exactly
where you left off), but that, of course, is the
pleasure of adventure/strategy games. In
fact, you may wish to spend that much time
just exploring caves, tunnels, mountains,
valleys and other fantasy environments that
populate the screen before you even begin
settling down to the serious business of play.
Once the mystery is cracked, however, it's
unlikely that the game will entice you all
over again. Getting there, as usual, is half
the fun.

As both a movie game and an adventure
game, The Dark Crystal is all that is
promised and more. [ can't wait to see how
Sierra On:-Line and Henson follow it up.[]
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DIG DUG Your
miner is equipped with an air hose
and a pump with which to blow u
(in both such underground
enemies gar, the fire-breathing
dragon, and Pocka, a giant tomato
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| burrowing

with goagles. Extra ponts for
crushing them under rocks. Adapled
from Namco-America arcade

game. (Atari, VCS-compatible)

MISSION X On a fiopsecret
bombing raid behind ener
your jet fighter must wipe out bat
tleships and enemy planes on the way
lo a strategic lar Includes night

lines

and day Mattel,  In
tellvision-comy
MR. DO Mr. Do the clown mows

paths to pick cherries in his orchard
hased by the Badguys, he must
throw Pow y

squashing apples on
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letters littering the path be
nabbed for extra points. Based on the
Universal arcade game. (Coleco,

CalecoVisian- and VCScornpalible)

MOGUL MANIAC A firsi-person sk
run challenge with gales, trylons, flags
and other obstacles with

Comes

Activision’s Plaque Attack: brush with death?

a's Joyboard accessory for the
mica, VCS-compatible)

A

MOON SWEEPER Miners an
trapped on several moons of Jupiter
Through two screens
ship must first dodge astercids and
land on each moon, then scour the
surface for stranded miners
avoiding deadly aliens. Intellvision

your rescue

while

version in Sepf , ColecoVision
version (one of s first) in
October. (Imagic, CalecoVisian:,

Intellivision- and VCS-compatible)

OFF YOUR ROCKER /\n abs
game based on player reactions
colors, lights and other stimul,
described by the manulacturer as
smilar to Simon and Twister
Designed for use with Amiga’s
Joyboard accessory for the VCS.
(Amign, VCScompatible)

PLAQUE ATTACK On a playfield
consisting of a mouth with a set of
teeth, you navigate a loaded fube of
toothpaste to defend your enamel

territory against hot dogs, ham-
burgers, ice cream cones, candy
canes, french fries and other

comestible creeps. (Activision, VCS-
compatible)

ROBOTANK Through day and
night sequences, your on-screen fank
fights enemy robot fanks. The
playfield is equipped with on-screen
radar for determining relative pos
tions. An enhanced-memory, 8K car-
tridge. (Activision, VCS-compatible)

“T“s HOLLOW Your two
objectives are, first, 1o do battle with
the Prince of Darkness and his swirls
of flame, and then to build a bridge so
you can cress the blazng River of
Fire to safety. Adapled from the
Midway arcade game. (Coleco,
CoalecoVision-compatible)

SLITHER On a desert landscape,
your screen persona must elude or
blast slithering snakes which can
divide to conguer, prickly cach,
strange lizards and birds of prey
Designed for use with the Roller
Controller trackball accessory (in
cluded). Adapted from the Century Il
arcade game. (Caleco, CalecoVision
compatible)

SOLAR STORM /licn crafts atternpt
o overheat your planet. Using a
photon blaster and solar shield, your
ground-basad screen persona must
first eliminate this wave and then
attack the flagship far above the
planet. (Imagic, VCS-compatible)

SURF'S UP A first-person surfing
game, with your screen persona
culting across waves, nding the curl,
hot-dogging and trying not to wipe
out. Designed for use with Amiga's
Joyboard accessory for the VCS
(Amiga, VCS-compatible)

SWORDQUEST: WATERWORLD
The thid carridge in Afar’s
SwordQuest quartet. An adventure
game placing your onscreen heroic
adventurer on the planet WaterWorld
and pitting him against mysterious
water spirits who tease and test him
before allowing access to the Sword

of Ultimate Sorcery. (Atari VCS-
compatible)
TUTANKHAM Your screen per

sona enters King Tut's tomb in search
of keys to unlock secret vaulls. An
ancient curse, however, unleashes six
spirits who do batlle against your
hero's modern lasers and bombs. In
two formats. Adapled from the
Konami arcade game. (Parker
Brothers, Intellivision- and VCS-
compatible)

WILD WESTERN Player meles out
frontier justice as a six-shootin’ sheriff
doing battle with a band of would-be
tram robbers. A frain running on
vertical tracks divides the screen and
provides both a shield and a
nuisance. Includes a bonus screen in
the ColecoVision version. (Coleco,

ColecoVision- and VCScompatible)

Tutankham: cartoon cartouche.

COMPUTER

ASTROSMASH, TRON DEADLY
DISCS, UTOPIA New compuler
versions of the popular Intellivision
games. (Mattel, Aquarius-compatible)

STAR LEAGUE BASEBALL
Another version of the national
pastime, this one incorporates options
for one or two players such as power-
hitting and a roster of staring and
relief pitchers. (Gamestar, Atari
400/800/1 200XL floppy disc)[]

titles based on Missile

three games in September.

NAME THAT GAME: Parker Brothers will finally release the first of
the long-awaited Jedl games in August, with another to follow in Oc-
tober—but the company still hasn't decided on titles. . . Meanwhile,
Imagic's Safecracker, a cops and robbers game where the player is
the robber, is going through a facelift and possible name-change
operation due to complaints from the media and public that its theme
was unethical. The company says the theme is being changed to a Mis-
sion Impoassible-type scenario, but that game play remains the same.
FROM CATHARSIS TO THE CLASSROOM: Wizard Video
Games, maker of the first horror-movie based games, Halloween and
Texas Chainsaw Massacre, is shifting emphasis lo educational soft-
ware for home computers, with trivia games as intermediate step. First
such release: Movie Trivia Game.

IF YOU CAN'T PLAY "EM, LISTEN TO "EM: Atarl has made a
deal with Kid Stuff Records to make “Atari-inspired recardings.” First

Command

DOWN BUT NOT OUT: Despite rumors that it's going out of business,
Starpath—maker of the Supercharger, a memory expansion
module—says it will be releasing six new titles throughout the summer.
Starpath will also be releasing ColecoVision-compatible versions of

, Asterolds and Yar's Revenge.

— Abigail Reifsnyder
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