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Never again will you have to
say, "l can't tell you what time itis,
I'm changing TV channels.”

Thanks to a company appro-
priately called Innovative Time, a
unique watch is now available.
What makes this watch so special
is that it's also an infrared remote
control. The watch and its power
module go for $79.95, and there
already seems to be a large de-
mand for it.

Just think: No longer do you
have to be coordinated to check
the hour and change the chan-
nels at the same time.

This could be the perfect gift
for the person who wants every-
thing. Does anybody know what
time it is? Sure, i's a quarter past
13. 0™

C&C'’s Next Movie

Cheech & Chong without a
bong? Hard to believe, but Tom-
my Chong and Cheech Marin
are going (relatively) straight in
their next flick, a funny (they
hope) remake of The Corsican
Brothers called The Corsican
Brothers.

The premise alone of Cheech
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The Corsican Brothers is in itself
hilarious. But, considering that
Cheech & Chong have built up
their following with drug-related
comedies, this might prove a
risky move. It might just goupin
smoke. (J.M.)O

Dream Dafle

Hype for movies on videocas-
sefte usually comes in three stan-
dard sizes. There's the cut-the-
price approach, the print adver-
tising approach, and, of course,
the personal appearance ap-
proach. In the latter case, norm-
ally, a movie star makes the
rounds of TV chat shows, local
video stores, efe., to drum up in-
terest in the movie.

A unique variation on the per-
sonal appearance promotion is
being sponsored by a company
called Atom Film, which is run-
ning a contest to advertise the
video availability of its X-rated
movie, A Taste of Money. The
company is offering a date in
Acapulco with the flick’s star,
porn queen Constance Money.
A special drawing to determine
the winner will be held next
March 15. (Contestants, natural-
ly, must be at least 18 years of
age.)

Money is currently travelling
around the country performing
routine personal appearance
chores, such as holding auto-
graph sessions at theaters and
giving interviews to the press.
What chores she'll personally
perform in the Mexican resort
are anybody's guess. (C.S.K.)O

Cartoon-Cade

They said only Pac-Man could
do it. Only Pac-Man had the
charm, the style and, more im-
portantly, the mass appeal to
cross the barrier from being a
videcgame character to make it
as a cartoon character. But this
season, he's been joined in his
Saturday moming fun by such
arcade and home videogame
stars as Donkey Kong, Donkey
Kong Ir., Frogger, Pitfall Harry
and Q' bert in a group show
called Supercade.

Each character has his (yes,
they're all male) own series, com-
plete with typical cartoon adven-
tures. For example, Donkey
Kong Ir. and his human buddy
Bones roam the countryside in
search of Junior's dad who hases-
caped from the circus. Frogger,
meanwhile, is a reporter for the
Swamp Gazette and is constantly
in search of The Big Story.

What these shows prove is that
a videogame can go wherever
someone wants to push it. (The
obverse is also frue, by the way:
Just about anything can be made
info a videogame if a program-
mer tries hard enough.) Cartoons
have been made into games;
games have been made into car-
toons. Even primetime TV shows
have been made into video-
games, but none of the shows for
the more "mature” TV audience
have been based on video-

games.

For the network whose fall line-
up isn't getting the ratings it
hoped, we have the following
suggestions:

Liars, freebies and
the Silicon Valley Diet

*Keystone Kapers (a light-
hearted Hill Street Blues)

e Enduro (The Dukes of Haz-
zard with the dialogue cut out)

* Burgertime (Alice, moving a
little faster) (A.R.)CJ

Dieting on Chips

How Americans lose weight—
or try to do it—is one of the most
accurate gauges of where socie-
ty's faddist instincts stand. The

Scarsdale Diet fizzled with Jean
Harris; the Cambridge Diet now
only seems logical to academic
nuts; and the Beverly Hills Diet's
star has faded. They're all being
replaced by the Silicon Valley
Diet.

How do we know this is a
trend? Besides the computer-
software packages designed tfo
help you create a diet for yourself
that are showing up on store
shelves, the computer diet has
reached supermarket tabloids.
The Star, for instance, even hasits
own computer diet. All the pro-
spective dieter has to dois fill out
a questionnaire about what types
of food he or she likes to eat and
send $9.95 to The Star, and a
couple weeks later a personal-
ized diet arrives in the mail.

What makes computer diets at-
tractive seems to have less to do
with their effectiveness than with
the dieters’ illusions about high-
tech sophistication. Everybody
dreams of that incredible diet that
lets you eat whatever you want,
but you lose weight nonetheless.
That's basically what this sort of
diet promises, and it really must
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Home-movie
mania: Beta, VHS, Smm

Taping text: on-s reen image from new [TT video recorder.

MINI GEAR STARS
AT GIANT SHOW

By  David Hajdu
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DBS: OKAY FOR '86

By Robert Angus

G}:,NI:VA—DLrect broadeasting
from satellites (DBS) vaulted an
important chstacle recently at
the Regional Administrative
Radio Conference in Geneva,
Switzerland. The new mode of
delivering feature movies,
sports and other attractions to
inexpensive, one-meter-wide
satellite dishes now appears on
schedule for its promised '86 in-
troduction.

Representatives of 25 West-
ern Hemisphere nations at the
conference parceled out 24 cel-

estial “parking spots,” designed
to shape the satellite communi-
cafions capabilities of the West-
ern nations well into the 21st
century. Under the plan, the
United States got eight orbital

slots, Canada six, Brazil five,
Mexico four and a consortium
of Caribbean nations one. Each
slot can handle five or six
satellites, each with a capacity of
four to six channels, thus pro-
viding the US with 256 chan-
nels. Each channel is capable of
delivering a single DBS pro-
gram at a fime to approximately
one time zone.

What this means is that the US
can have 6] national (four-time
zone) DBS channels once the
system is fully operational If
high-definition DBS transmis-
sion is introduced in the future,
as is being discussed as likely,
representatives predict there
will be fewer available channels.

Other topics discussed at the
conference were the amount of
transmitting power DBS satel-
lites will use and the exact size of
the dishes to receive the signals.
Representatives also moved to
better distinguish signals com-
ing from adjacent satellites, in
order to improve TV reception
for people who now own the
larger satellite dishes.[]

Silly Video

By Robert Oemn

Announcements out of
Europe of a revolutionary video
format and of a black box at-
tachment that will let you watch
all your color TV in 3-D may
herald a whole new video era.
But it's just as likely, though, that
theyre part of the silly season
that comes at the end of each
year, as inventors haul out their
latest brainchildren in search of
financial backing.

In England, video circles
have been buzzing for months
with word of McNallyvision,
billed as a laser-read cassette
player that will be available for
urider $250. But in a recent
demonstration, it turned out fo
.be nothing more than a self-
contained rear-screen film pro-
jector. There was no sign of a
laser, just a standard projection
bulb. Inventor Gordon McNally

showed prototypes of what he
said were to be McNallyvision
players designed to work with a
standard color TV set and one
built inté a projection-TV sys-
tem. But these were non-work-
ing mock-ups—there was no ex-
planation of the electronic
wonders they were designied to
contain.

On another front, a West Ger-
man company announced it
had come up with adaptor cir-
cuit kits to turn standard color
TV sets inte 3-D display de-
vices. The kits, which will sup-
posedly sell for $60 each (ex-
cluding the cost of professional
installation), produce a double
image on the screen which,
when viewed through special
glasses, gives some viewers the
impression of depth. Other
viewers may get headaches or
nausea from eyestrain. The
company says it's looking for
backers to make the devices
available in US stores.[]

MERGER

By Jetierson Graham

HOLLYWOOD—You can ex-
pect more coffbeat, classic and
specialized movies and original
programming from Showtime
and The Movie Channel, tharks
to a recent merger between
their two respective owners,
Warner-Amex and Viacom.
Both services are expected to
remain separate, but will see for-
mat changes. Besides having
more movies on TMC, duplica-
tion of titles will be eliminated.
The merger couldnt have
come at a better time for TMC.
Once ranked third among pay-
TV services it has now dropped
to number four. HBO's com-
panion service Cinemax has
taken TMC's former spot, giv-
ing Time Inc., owner of HBO
and Cinemax, a two-thirds
market share of pay TV.)[J

Videogames to Come to Life:
H'wood Shoots Double Images

By Carl S. Kaplan
NEW YORK—It's an open
secret that the next generation
of videogames, due cut late
next year, wil be played on
home computers hooked up to
laserdisc players. But less well-
known is the role Hollywood in-
tends to play in the making of
these videodisc computer
games—going so far, in fact, as
to include actual movie footage
in some of them.

The movie studios, of course,
tried to leave their stamp on
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home videogames in the past,
with games such as M*A"S*H
and E. T But these games never
captured the real excitement of
the movie experience—they
took favorite Hollywood
characters off familiar turf, and
the hybrid just didn't work.

Fox Video Games, with its
new videodisc computer games,
has decided to keep the heroes
in Hollywood. Fox Games
president Frank O'Connell says
the company is cofilming por-
tions of 20th Century-Fox mo-
tion pictures now in production

and will include that footage in
the new videogames.

"Imagine the possibiliies of
real movie footage, animation
and computer graphics all fed
into a TV screen,” says O'Con-
nell. "As [ understand it, the
laser videodisc interface will be
designed to be compatible with
the major home computers. You
can then store actual movie
footage on the discs and project
it on the TV monitor. The com-
puter would superimpose
graphics on the footage and the
two images could interact.” [

TEL TEXT
TR UBL

lyﬂnnl.rlsn

WASHINGTON—Will the first
teletext services bring you tech-
nical headaches along with
timely information? The Federal
Communications Commission
has recently warned local televi-
sion stations to beet up their
“preventive maintenance pro-
grams” if they begin transmit-
ting teletext. The warning is part
of an eflart to counter the tech-
nical problems which have
cropped up in the early teletext
experiments.

In particular, a new FCC
study found that when a teletext
signal was present, a buzzing
sound was heard on the audio
circuits of that channel; the
buzzing was even louder when
the signal was put through a
videocassette recorder or a
cable TV converter. According
to the FCC report, teletext was
not the “sole cause” of the buzz-
ing problem, but rather a "vic-
tfim" of transmitter deficiencies.
“As the popularity of teletext
transmission expands, the num-

- ber of complaints about a buzz

in the audio of TV stations may
increase,” the FCC warned as it
urged TV broadcasters to
strengthen efforts to avoid such
problems.

At about the same time the
FCC issued its report, the Na-
tional Cable Television Associa-
tion published its own study of
teletext, particularly signals
which are retransmitted by
cable-TV systems. According to
the NCTA analysis, broadcast
teletext, particularly of signals
which are retransmitted by
punctuation marks when car-
ried on channels—defects
which make the signals unread-
able. (See "Real Lile with Tele-
text,” page 32.) The findings
were developed to support
NCTA demands that cable sys-
tems should not be required to
carry teletext information gen-
erated by broadcast TV stations.
One reason for this seeming
lack of cooperation is that the
newest cable-TV technolegy for
addressable decoders uses
some of the same vertical blank-
ing interval space as broadcast
teletext, so the cable industry
seeks to eliminate such rival uses
which compete for the scarce
spectrum.[]
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Kramer Eleciromcs...Stote-of-the~Arl Video & Audio Processors, originally
designed for the professional market, now available to the home video enthusiast.

Kramer Electronics Lid... ELECIRONIC ARI AT YOUR FINGERTIPS...

Kramer will enhance your image...

The V$-10 Integrated Video Audio Processor
The VS-2E Video Audio Enhancer/ Splitter

The Kramer VS-10 combines ail new
exclusive design, high resolution video enhance-
ment with full video expansion, video gain and
fade control with full sync retention, video stabilizer

. with multi system stabilization, video color processor

~ with complete color correction and color burst
rhass and chroma regulation, full bypass switching
n each video seclion, RF video and audio conver-
sion, d?dal three Input video switcher with three
isolaled video outputs. The audio features include a
five band audio equalizer, audio level and amplifica-
tion with overload detection, a five input audio mixer
including both line and microphone inpuls and four
individual audio oulputs, a patented stereo syn-
maslzer circult with stereo line and headphone/
speaker outpuis. This allows conversion of
monophonic videoldpes for stereo recording and
VCR playback through a home stereo system. .

The Kramer VS-2E inciudes video ?.uln
: fade to biack and 10 dB boost

rnoluilon vldeu enhancer with definition conlrol-

coler improvement circuit with control for color

saturation. It features “Automatic Noise Limiter” to

reduce “video noise,” and incorporates three in-

- dependently amplified and isolated video outputs
g with a two input/three output audic mixer,
- allowing conversion of stereo videotapes for
= ﬁhno;gonlc recording with proper chﬂﬁml

~ Al Kramer units may be DC-powered, enabling
- field production portability, and are backed b? a
mwvmwmmmwmr :
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- Kramer Electronics is a leader in the fields of video and audio
fechnology. Our statement, “Electronic Ar at Your Fin 9"

“represenis our '?o commitment to state-of-the-art engineer-
ing. Customer sal n is our highest priority.

VIDED -ALKHD PEHOCERSSD LT VO- 10

Kramer Elecironics is sold at better video stores. For complete
information and location of your nearest dealer, write fo:
Kramer Electronics, 48 Urban Avenue, Wesibury, NY 11590.

Tel. 516 333-5300. Represented by Brownstein Associates, Tel.
503 222-3414. Dealer inquiries, please call 1-800 645-2318.

Kramer Electronics Lid.

ELECTRONIC ART AT YOUR FINGERTIPS...
WHEN ONLY THE BEST WILL DO.

KRAMER
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SmartWriter: word processing with a new-fangled video typevriter.
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Personal

SMARTWRITER + * %
Designer uncredited. (Coleco, built
into the Adam)

By Abigail Reifsnyder

Even the most technology resisiant writer
could: be drawn into the computer age by
SmarfWeiter. When you tum this word-
processiry program on, you see not a blank
screen: bt a black typewriter platin at the
bottom of 1he screen with a margin and 1ab
setting bar at the top. As you type, the page
serolls up from the platin,

More important - than - this

visual - re-
s ar, 18 how incredibly easy
SmariWriter is to-use. This derives in large
part from the design of the keybeard. All

- formed by using keys thata
the ‘aciual typewnter: keyboarc
‘Coleco built the program info the ROM of
the computer, it was able fo designate these
separale keys to perform the functions.
There “are 10~ command  keve {move
copy, insert, delete; efc); five cursor cantrol
keys (lour direction arrows and a horme key

RATINGS
OUTSTANDING

GOOD
AVERAGE
BELOW AVERAGE
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that takes you back to the beginning of the
copy) and six "smart’ keys that perform a
variety of functions and redefine themselves
depending on what you're doing.

Most functions are performed i con-
junction with the cursar-contralled highlight-
ing features. Let's say you want to move a
sentence from the beginning fo the end of a
paragraph. Using the cursor conircl keys,
you'd move the cursor fo that sentence, turn
an the highlighting feature and underline the
gentence. Then you'd tum olf the high-
lighting feature’'and move the cursor to'the
end of the paragraph fo indicate the
destination of the senfence. Finally, you'd hit
the move key. £f voilo. It you then decide
that it was better at the beginning, you'd
simply hil the undo key and it's back at the
beginning.

There are a number of features | was
pleasanfly - surprised to find in a word
processor for a home computer. 1 feel
compelled, however, o mention the one
aspect about which [ have "ambivalent
teelings. Though the screen is capabie of
holdmg only 36 characters across, you can
sef your margins as wide as 80 characters
apart, This can be visually disonienting as
one line of type apoears as two or three on
the screen. As [ spend more time with the
program, [ was able fo adjust 1o seeing two
lines of type as one; but was siill bothered
by the fact that what T saw on the screen was
rot whal [ oot on the printer. This is a minor
complaint, though:

SracrtWiter s one of the best word pro-
cessors 've'seen for a home computer. [

BANK STREET WRITER * & *
Designed by Intentional Educations,
The Bank Street College of Educa-
tion and Franklin E. Smith. (Broder-
bund Software, Atari 400/800/1200XL-
compatible disc. $69.95)

By Kathleen Mooney

A computer is often only as good as the
software that's written for it. The Afari com:
puters may seem to some to be little more
than sophisticated game machines. But a
word-processing program such as this one
proves that there may be more to these
machines than meels the joystick.

One of the most important criteria for
judging a word processor is the ease with
which it can be learmed and used. Bank
Street Whiter scores high on this count. [
was able to fiqure out practically all the
commands and functions without even
locking at the instruction booklet. This is
because the top parl of the screen always
tells you what you are doing and prompts
you or the next appropriate command(s).

The program consists of three: modes:
Write, for composing a document; Edit, for
making changes and corrections; and
Transfer, for saving, deleting, renaming and
printing-a document. In the Write mode,
there are only two operations; indenting and
centering. That's & problem: You can't see
on the screen how your docurment will look
when printed.

The Edit mode allows you to delete and
add copy, move sentences and paragraphs
around and find words. Tt is surprisingly
easy to do all of these functions.

It ian't until you get to Transfer mode and
call up the Print-Final function that you
actually format your document, This is when
you defermine such parameters as how
many characters wide each page will be.
The program- lacks more sophisticated
leatures such as boldlacing and selting tabs.

On the whele, ‘this is'a good, though
limited; - word - processor. A professional
writer would probably find the lack of
sophisticated features limiting, bui a shudent
whao writes term papers would find it more
than adecuafte.

Kathleen Mooney is the heod of VRS

typeseliing depariment.
THE MONEY MANAGER + * * %

Designer uncredited. (Timeworks,
Timex-Sinclair 1000-, Sinclair ZX81-
compatible 16K cassette. $16.95)

1t you; like many of us, have got the quilts
because you haven't kept your promise that
your computer would be more than a




glorified game machine, The Money Mana-
ger will solve your hang-up faster than a
psychiatrist. Ifs a home-budgeting spread-
sheet program that's so simple to use that the
instructions cover less than a page.

Setting up the household bocks can take
a while. Under "Budget” you enfer your
estimated gross income  plus your an-
ticipated expenses for up to 15 different
outlays on a monthly basis for a full year, At
the end of each month, you key in your
actual mcome and outgo. As the year goes
on you can call up and display ledger sheets
for any of the 16 categories, all neatly
totaled to show you which months you were
over or under budget and how you stand
on the year to date. The same information
can be displayed as bar charts.

Though The Money Manager hasn't got
the flexibility of the more professional
spread-sheet programs such as VisiCalc, it
can be used for lmited forecasting. You
can, for example, see what the impact on
vour overall budget would be if you put
aside $20 a month for your vacation

The Money Manager is a well-wrilten,
practical program with educational value,
and will fit in anyone's software library. [

Games

THE WITNESS * * % *
Designed by Stu Galley. (Infocom,
Apple-, Commodore 64-compatible

By Ken Uston
The Winess is a text adventure
WOords, 1o |

known prox

all

fures—ir om, the well-
er of b::alq—i ing adventures,
ncluding the chart-busting ZORK trilogy.
You are a small town Chiel Police
Detective who has just received a telegram
from a multimillionaire socialite, Freeman
Linder, who clamms his life has. been

The Witness: physical evidence of how good a fext adveniure can be.

threatened. The story begins “somewhere
near Los Angeles, on a cold Friday evening
in February, 1938...." You are standing al
the entrance inder property as tf
yvour first instruction.

tective, Ynu are s ;IDLec with

somputer awai
As Chief Dx

manual for

'H.L]J._UL E |'1

how E ) crack the
on how fo ente

Serpents, swords and sorcery are part of the strategy in Archon.

You are given 12 computer-simulated
hours 1o sclve the case. Far more actual
fime will no doubt be required for most
players to urravel this complicated mystery.
You have many options: You may: follow
itiously, hide and: observe
suspects and accuse them of
to test their reactions. You proceed
and the ‘grounds
se, and should make a
1iSEs a5 you proceed.

The investigation has its personal ‘risks.
On my first attempt, | was shot while
standing in Linder’s office. As blood filled
my hung 1 & scream f«”mpjl@d from my
lips, ~ the . was abruptly and un-

people

them, arre

kf:#
g
=

R JL’».J" the
sketch of H S0

, you get stuck, you
; ant, bf.ru_mml Duﬂy, for
help. There is justice in this d, however.
If you ask Duffy for an excessive amount of
; not you, gels the credit for

T ASSISte
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ARCHON + * * *

Designed by Anne Westfall, Jon
Freeman and Paul Reiche OL
(Electronic Arts, Atari 400/800/1200XL-
compatible 32K disc. $40)

ByPhil Gonon e

What do you get when you  combine
Dungears & Dragons with chess? Archon,
a spectacular strategy/action game which
depicts the struggle of Light and Darkness.
The pieces making up the Light side are
such good guys as unicorns and knights,
while the Dark side is composed of ‘such
creatures as goblins, trolls and, of course, a
dragon. In all, each side has eight differently
functioning pieces which are net identical to
those on the other side. The sides, however,
are reasonably balanced in terms of power.

The game is played on a nine-by-nine-
square "chessboard,” with each side's pieces
set up as they are in chess. The object of the
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game is etther to kill all of your enemy’s men
or to capture the five power poinis on the
board. One power point is at the center of
the board, the others are in the center
squares on the four outside rows. Most of
the saruares on the board are either black or
white as on a standard chessboard, but
some’ go through a lumincsity cycle,
alternating between black and white, The
color of a square is immensely important as
creatures fight better on a square of their
own color.

You capture a square by moving one of
your creatures info it. But when you move a
creature into an occupied square, instead of
just capturing the enemy piece, your
creature battle for possession of the
square ch combat, the display
changes to an enchanted forest with moving
trees, and the two foes use their powersina
one-on-one battle. The winner retums to the
contested square and the loser disappears.

Such combat is far from a simple shoot-

THE DREADNAUGHT
FACTOR & # % %

Designed by Tom Loughry. (Ac-
tivision, Intellivision-compatible
cartridge. $39.95)

By Len Albin

Just when you thought it was safe to go
back into outer space, here comes The
Dreadnaught Factor, yet another shoot-'em-
up with vicious aliens in the cosmic void.

Make no mistake about it—these aliens
take no prisoners. They've bothered to
come all the way from deepest space (the
planet Zorbax, to be exact), armed with the
latest in expensive weaponry, just so they
can blow up the planet Earth.

Your job, as earthling, is to steer a tiny
space fighter armed with both laserblasts
and bombs against the enemy ships (or
"dreadnaughts”), which are engaged one at
a time. These alien craft, which visually are
hundreds of times the size of your ship, are

Guerilla space warfare is the best defence aguinst the Dreadnaught

out. Some pieces fight with arrows, spears
and other missiles; for others it's hand-to-
hand combat with swords and clubs.
Successhil play demands the use of a good
deal of strategy. This includes fighting when
the lumincsity cycle is in your favor and
properly  using the seven magic spells
allotted to each side. It's this need for
thouahtful strategy, combined with good
graphics and action, that makes Archon a
terrific computer game,

For thase of your with a sharp mind and a
taste for battle who want to fry this game,
there are some ways to improve your
chances for wictory. Pay close aftenfion to
the luminosity cycle and make major attacks
when the colors are in your favor—it can
make a tremendous difference. When yvour
combat piece is one of the more powerful
ones, be aggressive. The damage you can
do against your enemy with just one hit is
often greater than he can do with two. [
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laden with dozens of weapons much like a
Navy batfleship. As in the videogame
Seromble, your ship can move up and
down or accelerate, but it can never move
backwards. If it flies past the aliens’ craft, the
screen shifts back so that your ship can
make another left-to-right attacking pass.

Since the enemy is awesome, you'll need
several assaults to dispatch one dread-
naught. Unfortunately, there’s also a time
lirnit to this mayhem. If time runs out, planet
Earth is history.

Thats the game of Dreadnaught in a
nutshell, and it's cerfainly a snap fo learn.
But its long-term appeal lies in how com-
plicated the strategy becomes. It's a shoot-
‘'em-up, of course, but like a “real” starship
captain, you must decide which of the
targets to destroy first Obviously, the
dreadnaught’s blinking, black "“silos” are
bombed. Silos are where aliens keep Earth-
launchers, for example) can be deadly,

especially since your ship-supply is limited.
But knocking out these weapons won't save
Earth. No, our planet isn't safe until the
dreadnaughts blinking black “slos” are
bombed. Silos are where aliens keep Earth-
sized nukes. On the other hand, it's tough to
fly over these silos and bomb them through
a hail of weapen fire. Even if you destroy all
the silos, you stll have to destroy the
dreadnaught. That is done by bombing
each of its 16 "energy vents.” This is also an
indirect way of saving Earth and the only
way to get to the next round.

All told, the best strategy in Dreadnaught
seems to be guerilla warfare. Instead of
going for the jugular, it's better to bomb the
craft's engines (which delays its approach to
Earth) or laser its "bridges” (which reduces
its gun and missile barrage). The best flight
pattern is a “"sine-wave,” so your ship can
dodge bullets or fly so far up or down that
the alien's ship and bullets disappear off the
screen. Your weapon fire disappears, too,
but at least your ship stays in one piece.

For added thrills, the cartridge has seven
difficulty levels ranging from Practice (one
dreadnaught) to Impossible (100 dread-
naughts). In the higher levels, the aliens’
firepower gets denser, and you'll have to
face all five different shapes that dread-
naughts come in: the “wedge,” the "cigar,”
the “ring,” the "molar” and the dreaded
"pizza crust.” That one’s long and thin like
the “cigar,” but it comes at Earth vertically,
making a sine-wave flight plan reckless. On
the bright side, though, you'll never be able
to master the game—or get bored with it.

To top things off, the graphics are sharp
and stylish, and the sound effects are
brilliant and terrifying.[]

STAR TREE » * *

Designer uncredited. Adapted from

the Sega arcade game. (Sega. VCS-

compatible cartridge. $30 approx.)
By Crailg Eubey

Whether or not you'll ke Star Trek
depends on what you're looking for. If you
want a fine home version of the coin-op
game, buy this cartridge. If you want to feel
like Captain James T. Kirk, hire a hypnotist
instead. Like the arcade game, Sega’s home
Star Trek relies on very spare, two-
dimensional representations of the Starship
Enterprise, the Klingons and so forth. You
don't feel just like you're out in space fighting
off a sinister attacker. Rather, you feel just
like youre in your living room playing a
home videogame.

But a good home videogame. The game
provides so many different challenges and
so many different factors to monitor (shields,
photon torpedoes, warp drive, extra points
for not docking at the Starbase for repairs,
etc., etc.) that the instructions [ got with the
game run fo six and a half typewritten
pages. It's not hard fo learn, though.

Leaming is facilitated by a small plastic
panel (like those for the Intellivision con-
troller) which you place onto the joystick
controller. It falls off easily, so secure it with




Your ship must achieve Earth orbit before it can Rendezvous.

tape until you've leamed all the controller
pasitions (then remove it and use it as a
bookmark for scifi reading). Also, Sega
provides several very helpful strategy tips.

Despite the games strengths, its
manufacturer did not exactly squish that
refrigerator-size arcade game into a litfle
black plastic cartridge without loss of
quality. In fact, both video and audio suffer.
The lines that draw various figures are not
half as sharp as the ultra-clean, vector-type
lines of the arcade machine. The sounds of
the Enferprise engine and the phasers and
torpedoes are neither realistic nor pleasing
o the ear, and the arcade game’s voice
synthesis (which supplies much of the limited
realism of that machine) is entirely absent.
Also, the Atari joystick is far inferior to the
steering dial provided in the arcade.

All told, this is one of the best VCS space-
battle games ever. Of course, to some
extent, thats like saying a particular
automobile is cne of the flashiest Chevettes
ever or one of the safest Le Cars. So don't
expect a very strong game: Expect a very
strong game congsidering it's for the VCS.[]

RENDEZVOUS x * + *

Designed by Wesley Huntress. (Edu-
Ware, Apple IL I+, lecompatible
disc. $39.95)

By Dr. Edward Gibson

Mogt - videogamers take the role of
spaceship pilot at one time or ancther.
Flying  through space, dodging astercids
and blasting aliens is fun, but for those as-
signmenits all you need to do is dodge and
blast—the flying is automatic.

Heres a game—really a simulation—that's
different. If vou're interested in what flying a
spaceship and docking in  space  would

Dr. Gibson spent 84 days in space as the
science pilot of Skyiab 4 in 1973-74.
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really be like, you'l enjoy the challenge of
this computer game.

The disc consisls of four phases. You start
at Earth’s latnchpad, where you blast off
and try to achieve orbit. The second phase
starts with your command module and the
space station (represented as tiny objects)
circling Earth in different orbits. Here you
must execute a "‘Hohlman Transfer” (a series
of maneuvers) to match orbits and ren-
dezvous with the orbiting station. In the third
phase, you lock out the window of the
command module and  adjust all three
directional velocities (in a field of stars) fo
bring you within visual range of the station.
And, in the final phase, 3D graphics come
info play as you lock through the window
and attempt to maneuver around, near
and finally into the docking bay.

chomping teeth, which must be hopped

A 5 -
Why did the Rabbit cross the garden? To mulitply, of course.

I spent hundreds of hours in command
module simulators durmg my NASA
training, and also helped design the training
programs for the space shuttle astronauts.
This simulation can be a good “first cut” for
some pecple, a chance for them to learn the

cs.

In all four phases, it's best not to attempt to
adjust every error immediately, because all
you'll do is “hose off” fuel. Let the miscalcula-
tions in distance and velocity build up a bit;
just put in small adjustments so that the
errors will gradually be corrected by the
end of the phase. Work on one aspect
(horizontal or vertical velocity) at a time.

Many pecple are inferested in what's
being accomplished in space, and they can
get closer to the "what” by getting close fo
the “how"—how you get there. This is a
good way fo learn about the “how.”

The colors and graphics in Rendezvous
are not as splashy as in other videogames,
but the displays and readouts more than
hold your inferest. Finally, this is a game that
doesn't get boring the more you play it. If
you put some thought into i, the game be-
comes more inferesting each time you play
it. That's the kind of challenge I like. ]

RABBIT TRANSIT & +

Designed by Brian McGee. (Star-
path, Atari VCS with Supercharger-
compatible cassette. $14.95)

By Dan Gutman

Frogger plus Q*Bert does not exactly
equal Rabbit Transit, but elements of both
games are in this delightful cassette from
Starpath. You must get your rabbit through
the Mysterious Meadow (Frogger) and the
Land of Ledges (Q *Berf) in order fo find the
rabbifs wife  and make baby rabbits.
Strange, but true.

The Mysterious Meadow is populated by
horizontally moving tennis balls, snakes and
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around, moving the joystick only on the
diagonals. When your rabbit lands on the
turtle at the bottorn of the screen, he is
transported to the Land of Ledges. Here, as
in Q "Bert, he must hop on every plane on
the screen while a "nasty man” chucks recks
from above. If you complete this screen,
there is a little intermission in which your
rabbit runs off screen, apparently mates and
returns with his rabbit wife and four off-
spring. After round two, he returmns with
eight offspring. And so on. I'm not sure if
mating is a reward or a punishment.

The game succeeds because it changes.
Suddenly, n wave two, your rabbit is
confronted by snakes. In wave three, the
teeth appear out of nowhere and you have
to change strategy. It makes you wonder
what will pop out next. There are 10 waves
in the game, and eight of them are different.

This is the first "cute” game from Starpath,
and the company seems to be going after a
younger audience this time. The first two
Rabhit Transit waves are ridiculously easy,
as first waves should be. But adults will
enjoy the game, too: Success in the Land of
Ledges requires patience, planning,
persistence and a good pattern. [ don't
know if this game merits going out and
buying the Supercharger, but if you've
already got one, this is a good fitle to add to
the collection. [

Q°"BERT % % «

Designer uncredited. (Parker
Brothers, VCScompatible cartridge.
$30 approx.)

Close only counts in horseshoes and with
hand grenades—and in the case of this
game. Considering the limitations of the
Atari VCS, Parker Brothers has come very
close in its translation of this coin-op hit to

home cartridge.
Although programming quirks abound in
this home version, the spirit of the game has,

for the most part, been retained. You
control Q*Bert, a beach ball-like fella that's
part kiwi and part ‘anteater, who hops
around a pyramid. The object of each
round of play is to change the color of every
block that comprises this structure. When
the color of each cube is the same, the
round ends. This cycle repeats until the
player’s supply of Q" Berts is exhausted.
Opposing Q*Bert in his quest for colors
are Coily, Slick and Sam. Ugg and
Wrongway, the gravity-defying beasts
featured in the arcade version, have been
deleted from this home rendifion.
Unfortunately, the game is too predic-
table. It's so much so, in fact, that one could
easly map out a surefire pattern after
playing the game just a half dozen times.
Coin-op Q*Bert on the cther hand, always
keeps you quessing—a quality, [ believe,
greatly responsible for its wide appeal.
Second, QBerf's adversaries, par-
ticularly Caily, simply blink onto the screen.
COne could easily aftribute this quirk to the
VCSs lack of computing power. What-

This Q™ Berts quirks include prediciable patterns.

i i

ever'’s to blame, though, I found this a bit
unfair to the unsuspecting player. More than
once [ was hit by an almest mvisible foe.
Finally, since Q*Bert moves diagonally
(as opposed to the standard compass
headings of North, South, East and West),
you'd be wise to invest in a good joystick for
playing this game. The standard Atfari
controller isn't renowned for its respon-
siveriess, particularly when executing diag-

onal movements. [

QUICK STEP » « %

Designed by Dave Johnson. (Imagic,
VCScompatible cartridge. $29.
approx.)

Two-player VCS games are few and far
between, which is the reason Quick Step
gets three stars instead of two. You always
play the Kangaroo, and etther a friend or
the computer plays the squirrel—and the
interaction is stimulating.

Undoubtedly, this game will remind you
of Q*Bert as your kangaroo hops from one
colored pad to ancother, racing the scuirrel
for points. Four columns of pink pads
constantly scroll down the: screen; jumping
on one changes it to your color and gains
three points. You can change an opponent’s
pad back to your color, but that wonlt give
you points unless it passes off the bottom of
the screen. Meanwhile, if your kangaroo
happens to slip off screen, you lose one life.

Occasionally, a white “magic” pad
appears that lets your kangaroo chase the
squirrel, render him motionless for a few
seconds and, if all goes well, send him off
the bottom of the screen. You can further
confound your opponent by pressing the
action button when the kangaroo jumps,
causing the pad it was on fo disappear!
Nicely  structured  interaction for two
players.[]

MAZOGS « + *
Designer uncredited. (Softsync,
Timex-Sinclair 1000, Sinclair ZX81-
compatible 16K cassette. $19.95)
Mezogs makes use of some of the best
graphics ['ve seen for the T/S 1000 in a
game thats both fun and entertaining,
Before the start of this treasure-hunt game,
you select a playing variation. The com-
puter will then draw the maze you must
follow and tell you how many moves
(possibly hundreds) away the treasure lies.

| When you enter the maze, you'l find the

deadly Mazogs, guardians of the treasure,
awaiting you. You can kill them easily with
one of the many swords you can pick up as
you wander, but each sword can only be
used once and you can only carry one ata
time.

There's inside help available. Prisoners;
former treasure hunters, will point out your
way to the treasure, causing the phrase "this
way” to be printed out along the path. The
directions only stay on-screen for 10
seconds, so you have to move fast. And
moving fast can be a problem as you are
forced to use the ‘keys” on the
Timex/Sinclair's membrane keyboard. The
difficulty of pressing the right key and the
delayed response slow down the game
action and can cause frustration at first. But
with practice you can move about with
surprising dexterity.

Mazogs has three skill levels. "Try It Out”
is good for starters. There are swords when
you need them, the Mazogs stay in one
place and the prisoners are cooperative.
You also get free birdseye views of the
maze, showing the position of everything in
it and the treasure path if you have just
queried a prisoner. In "Face a Challenge,”
the Mazogs have a limited ability to move
and attack you, the game must be com-
pleted in a limited number of moves, thereis
no bird's-eye view displayed, and calling it
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Smear seeds across the energy field for points, music and color.

‘Maniac Mobile Mazogs.” As the
suggests, the Mazogs move about
and its not advisable to walk
ulmd without a sword, Adding to the dif-
iculty is that each prisoner will offer ad-

vice only one game. This mal
per: f you ask t:“wr directions only
whe n you are really los

Overal Mamgs S a VPW good game and
has enough action and variation to keep it
interesting after repeated plays. The graphic
quality is a pleasant extra. (P.G.) [

CREEPY CORRIDORS « «

Designed by Don McGlauflin (Sierra
On-Line, VIC-20-compatible car-
tridge. $34.95)

Creepy Corridors is a maze-chase game
of the "endless wave” variety, and the hook
when you lose is the desire to know what, if
anything new, comes out of the woodwork
in‘the next maze. The arrangements of the
maze pathways don't change from game to
game, 50 you can work on mastering
patterns, but the graphics are plain.

Fortunately, game play is much better.
Thie object is to refrieve four diamonds, one
in each corner of the screen, while shooting
andlor avoiding the creepies that fry to
bump into you. A door to the next maze will
present itself when you grab the fourth
diamond, but this will also happen, and any
remaining diamonds will disappear, when
you kill the last creepy. So leave one creepy
unfil you've gotten all four dldmandq

Irdhally there are only five ¢
lowing you and all are h{,n,ltlit b z{ I've
been in mazes with as many as
of three species: spiders, ghosts and teddy
bear faces: This last type can't be sh
the game is never the same onice they're
introclucec

Its fun, but so are many similar
and Creep)

I | creepies

Ot .n‘lu

- CJaImes,
't exploit Thh

graphics of the VIC-20. (P.W.){
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SPECTRON »

Designer uncredited. (Spectravideo,

SV318compatible cartridge, $29.95)
Just as sure as every kid's first art project is

an mhtray, every fledgling

company uc,neb their fk aqcim release ﬁz‘r

of the h‘f‘}\H 57:—-'\'ﬂtl computer,
l){(‘(p'h n

5 no

aptivaling vicgeogame
thing videogame
ninality

f‘* \r‘L‘.\ ’.‘:

rl\ 1HJ| s

> Nany games

a squadron of nam
for an assault on your p
Blast them before they blast you.
many other ac Lxera in videogame life,
objective is to dmply last as long as possible

There are a few twists employed here,

massing

Yaur job:
As i so

but they are of token value at best. The
[Ji yer 3JJ ), lr; example, has slight verfical
ility to move up one inch on

of no real strategic value
except when a lone invader comes down to
your ship's level. The background graphics
are trary fo Spec-

oretty

they do ansport you
e, If anything, they give you
fff osmefic purposes, the

moved to the far left.
reen. This was done, |
i‘w]-n-ro to accommodate the spiffy, but
ess, omamentation youll find on the
I"]"l -han d side of the screen.
(, rerall, Spectron's appearance is that <‘1'
a second rﬁé C eu,‘v'ruu}ca_'no In fact
standard audio and visual effec 1:
peciliar o ColecoVision software. When
you zap an alien, for example, the explosion
sounds like a rattling trash can. (M.B)C]

pattlefield has b@e_n
hand side of th

Activity

MOONDUST » * # *

Designed by Jaron Lanier. (Creative,
Commodore B4-compatible cartridge.
$39.95)

By Phil Wiswell
And Bernle DeEoven

Moondust is a very exciting thing to play
with, because it's so appealing to both the
eyes and the ears. While playing, you
create a beautiful playfield and musical
accompaniment simply by moving the
joystick. You don't have to get frantic about
Moondust, because it's really much more
effective as a piece of interactive
audio/video art than as a game. Perhaps
our culture is just not ready to call this
activity a game.

Anyway, there are six objects constantly
in motion that belong to you. Cne is a
Spacewalker, and the others are ships. By
moving the joystick you control their
directions—all six of them at the same timel
If you think that's a lot to keep your eyes on,
it only gets worse, or better, depending on
how you look at it. The ships tend to spin
around when they reach an edge of the
screen, and suddenly your ships and
Spacewalker are heading in six different
directions. Push the joystick left and they all
turn left, but relative to themselves, so
gefting any specific sense of control is like
trying to walk, chew gum, pat your head,
rub your stomach, whistle Dixie and wiggle
your ears at the same time.

One user-friendly aspect of the program
is that you can move your objects around
for as long as you like before attempting the
challenge of the game. When you're ready,
a press cf the bulton causes the
Spacewalker to drop a seed—a colored
square—and an energy field to appear
center screen. Every time one of the ships
passes over the seed, it is smeared out into a
trail of several squares in the direction the
ship was heading. The object is to keep
gmearing the seed sguares until the trail
reaches the bull's-eye, or dead center of the
energy field, thus gaining you points and
starting the whole thing over again. You
have the option of planting your seed
anywhere on the screen, but the farther it is
from the center, the more potential points
for a successful smearing.

The graphics are soft and impressicnistic
rather than sharp, making the tralls of
squares very pretty, particularly as each
ghip leaves a different colored trail. Theyre
so pretty, in fact, that we like to tum
Moondust on and let it do its beautiful thing
without paying attention to the cbject. The
ships, unlke those in most videogames,
make graceful arcs as opposed to sharp
tumns, adding fo the aesthetic beauty of the
game. And not only does every move of the
joystick affect how the board looks, it also
controls the music by changing pitch, chord
structure, and notes.




| the musician, not the novice:

Moaondust is art that you can change. It is
an exotic plaything that points to an im-
poriant, valid direction in computer ap-
plications. Whether or not Moondlust is
really a game is up to you.[]

Education

. FUN WITH MUSIC » »
Designer uncredited. (Epyx. VIC-20-
compatible-disc. $39 approx.) -

SYNTHESOUND * * *

Designed by T. Dachsel and D.
Hassinger. (HES, VIC-20compatible
cartridge. $29.95)

VIC MUSIC COMPOSER + »
Designer uncredited. (Thorn EML
VIC-20-compatible cartridge. $39.95)

Can a person and a computer make
beautiful music together? Fun With Music,
Synthesound and VIC Music Composer are
all intended, in cne way or ancther, to make
the answer to this question yes. And they all
succeed, but with one major qualification.
Although none of these programs comes
out and says it, some musical background is
required. Neophytes will probably find their
heads spinning trying to make sense of the
| language of musical mechanics.
| Assuming you are a musician, any one of
| these carls will assist you in your artstic
| endeavors, each lo a varying degree.
Synthesound, for example, is the only one
of the lot that actually lets you hear what
youre playing while youre playing it. In
Synthesound's player mode, the upper two
rows of keys represent the basic black and
white keys of a piano. This part is smple
| enough: Hit the keys and you are im-
| mediately freated to a song, or something
| close anyway.

[ was, unfortunately, completely lost in the
programmer mode. Here is where variables
such as attack, decay, sustain and release
can be adjusted to suit the user’s needs. The
instruction booklet is, according to HES,
| “user-friendly.” It wasn't very friendly to this
I user, though. The documentation speaks to
*...when there
is modulation by LFO in the decay part of
one of the VCO voices, if you press a note,
the amplitude height of the graph goes up to
peak and then decays straight from peak to
slent.” Say what? So much for "easy to
understand English.”

The instructions accompanying Vic Music
Composer, on the other hand, are brief but
leave a lot of questions unanswered. As the
name says, you compase; you don't play.
Songs are written by placing notes on a
scale. Once a note is positioned by the
cursor keys, the user then modifies it by
making it either sharp, flat or natural. You

can listen to your creation by entering the -

play mode. At this point, you can select one
of three voices and one of nine tempos.

Nonmusicians may find Fun With Music a

_bit closer to homne since it makes game play

a part of the learning process, Game or no
game, though, the anly users who will
benefit from ‘this program are thase who
already possess a rudimentary knowledge
of music. Like Vic Music Composer, Fun

‘With Music is more a writing aid than a

means - of - turming - your - VIC-20 into- a
musical instrument. As in Compcser; notes
are positioried oni a scale and then modified.
With both programs, songs can be saved
on either disc or cassette:

Since 1 am more listener than musician;- |

found Synthesound, Vie Music Campaser:
and Fun With Music all a bit over my head.
People who are well versed in the waysand

means of music will find any of these a great
aid in writing. (MBI

POEER PARI
Designed by Bejte Klier. (Gessler
Educational Software. Apple II-
compatible disc. $39.95)
By Tom Hirschield

It sounds like a great idea: a French-
teaching disc that swestens the quizzing with
an exciting poker format: The multiple-
choice questions fall into 14 categories of
language and culture, and you play a round
by answering a “hand” o{sevmm&shom
from random categaries. If you don't like the
categories of all seven “cards” you can
even discard a couple before you see the
guestions; hoping for a better deal.

Well, it had a chance; but quest-ce quan
peut dire? Poker Pari is very disappointing,
both as a game and as a learning aid. Teo
bad. To begin with, if's nothing like poker.
You score just by answering the questions,
so the card stuff is only a thin discuise; with
none of the exciternent of poker~not even
computer poker.

I know it's supposed 1o be-educational,
but must the graphics be g0 perfunctory,
and the sound effects so meager? A more
serious fault: The program leaves out accent
marks, an esential ingredient of written
French. Pronunciation, the“hardest part of
the language for Americans 1o leam, is
ignored.

The biggest pmb]em though is the list of
questions. First of all; there are not nearly
enough; for example, ‘50 guestions just
cannot cover all of French vocabulary, or
even begin to make a dent init.-

With only 316 questions overall, for all of
French grammar, wvocabulary, culture,
history and geography, sorme of the choices
do seem odd. Is an American student likely
to know the answer to "Which one is nct a
Metro station in Paris?” And many questions
are just rephrasings or varations of one
another, adding litfle to the program’s
teaching value. Such repeats waste disc
space and your time,

To make matters worse, the questions are
chosen randomly within ‘their calegories,
not in numerical order, 8o you may well see

The authar of How to- Master Home
Video Garmes, Tom Hirschfeld speaks fluent
French.

-ﬂlemmequeshonhrmem IOm:mitias

ever in the courss of a single hand.” Net
surprisingly, several repetitions in-a short
session can quickly - douse any player's’
Poker Pari could work as a oneshot |
quickie quiz for an-advanced student, But |
beware: With the game so dull, and the

questions - so scanty, redundant and

sometimes obscure, better to look elsewhere
for French instruction or fun. (]

HODGE PODGE + * :
Designer uncredited. (Dynacomp,
Atari 400/800/1200-compatible disc.
$18.95)

By Elizabeth Crow

Hodge Podge understands liffle kids—
and vice versa. It's a simple program. (Press
a key and an image emerges,) It has a kind
of gentle wat: (Press"B,” and a bear appears;
if you wait a few seconds; he'll smile at you.)
And it's fall-of liftle surprises. (Press "I," and
you'll get a vanilla ice-cream cone; press it
again and chocolate chip, strawberry or
cherryvnllappear)fhsa]so‘ asﬂsmakers
promise, a ‘surreptiious- learning” fook: It
reinforces letter- and number-recognition:
skills, demonstrates directions, and i

MOmchﬂdmnwboﬂq&emumca]sca]e:_ z

and such mathematical concepts as addition” | -
This may sound severely pedagogical;.

but it's not. Like a good teacher, Hodge | :
Podge rewards experimentation and sets ar |

unhurried pace. Images emenge gradually;” |- :
they never burst onto the screen: ;

Oddly enough, too, wﬂﬂceman\[ganm S

and programs which are solitary pleasures;,

isolating the palyer from the restof the |~
family, Hodge Podge encourages even |

rivalrous siblings to cogperate; I our house,
where the program was infroduced for
three-year-old ~ Rachel’s - edification and
amusement, -~ six-year-old - Sam  quickly
emerged as her coach; prompting her to
use the prograrm by urging, "Press "W’ and
see what you get.” Rachel would cheerfully |
comply, come up with the requested letter |
or number, and then they'd both watch a

worm wriggle across the screen, or listen to |

a musical torie as a note appeared on a staff.

When Rachel couldn't find a letter, she'd |

look to'Sam for help.

Hodge Podge, it must be emphasized, is
designed for little children, not for their
parerts. [t would bore anyone over the age
of 10. What an adult wanfs in terms of
speed and responsiveness just isnt here, so
you can forget, for instance, trying to play
any sort of coherent tune with the musical -
notes:

But what is a hability to an impatient
growr-up can be a virtue fo a pre-schooler.
Rachel not only didn't mind the program’s
low-keyed pace, but seemed to find is
unpressured - roufine relaxing, which en-
couraged her to explore Hodge Podge's
possibilities as she chose.

That'is; after all, what learning is suppos-
ed lo be all about.C]
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rectangle

Sticking to the basic shapes—circles and rectangles—with Sticky Bear.

ACTIVITY

REROBICS Hands-on work-out, The
user choreographs an exercise pro-
gram for an on-screen woman, selects
music, then exercises along with her
(Spinnaker, e II

Appl I, Atari
40008001 200XL, Commodore 64,
IBMPC)

TRAINS The first truly electronic
train set. Using brightly colored tracks
and train cars, the player can create
complicated train sets. (Spinnaker,
Apple I At 400/800/1200XL,
Commodare 64, BMPC)

PERSONAL
GHOST LETTER Four
programs format letters for different
requirements: Socia/ & Civic, Con-
sumer & Ei went, Business Op-

erations [ and Business Operatians [T

(Einstein, IBM PC)

SMARTFILER’HOME BUDGET-
momucuu. ORGANIZER
This program is desic to help the
user develop

budgeting schedule

UTHJ TY

For sck discs—and more.
This program makes it possble to
examine, modify or copy any disc
and to recover data from a crashed
disc. (Adventure Infernational, Apple
Ile, Commodare 64)

SOFTSYNC TOOLKIT An Ex-
tended BASIC program, designed to
add the extras Commeodore didn't put

in the builtin BASIC, including the
ability to use the joystick as a “mouse.”
(Sofisync, Commodare 64)

EDUCATIONAL

EXPLORING TABLES AND
GRAPHS Designed fo teach third
ard fourth graders how to make and
use graphs, this educational game has
the child first play a game, then use
the results to create graphs. (Xerox,
Apple 1T/ +)

FIRST ENCOUNTER [carming al
first sight is the object of this program.
A manual and a set of three tapes
show and tell how to use the Atari

Red crossing intersections.
computers. The user can choose
between normal and fast-track

learning. (Rakln, Atferi 400800/
1200X1)

FRACTIONS Voice narration aids in
the teaching of fractions, from
decimal fractions to the arithmetic of
fractions and proper and improper
fractions. (Program Design, Afari
4008001 200X1)

IM64 Leaming to use a computer
using a computer. This program is
designed to teach the Commodore
64 owner how to use the computer.
(Creative, Commodore 64)

gnextin

cart, cassette, disc

LANGUAGE STEP BY
STEP This program is designed to
teach the user how to program in
machine lanquage and how to use an
assembler fo write the programs.
(Program Design, Apple [I1le)

PICTURE PARTS Futing the
pieces together by adding, sub-
tracting and multiplying. The player
must give correct answers to math
problems to add parts of the picture.
(Raklan, Atari 400/800/1200X1)

SPACE JOURNEY Meteors and
math are joined in this game for
players 11 years old and up. The
player tries to pilot a spaceship home
by correctly solving problems in
percent skills. (Rokian, Apple [+,
Atari 400/800/1200XL)

STAR MAZE Divide and conguer
the maze. Thid is lost in space, but if
the player solves a few math
problems in division, Thid will be able
to find his home planet. (Raokian,
Apple IT+, Atari 400/800/1200XL)

STEP BY STEP THREE The third
in a series of programs that teach
BASIC programming, this one focus-
es on disc operating systems (DOS)
and inputoutput (UO). (Program
Design, Apple [Ile)

STICKY BEAR SHAPES Ths
program is infended to teach young
children to recognize common shapes
through locating and matching
exercises. A 32.page bocklet is
included with the disc. (Xerox, Apple
e +)

GAMES
AMBULANCE Patence may be a
virtue, but patients are good for points
in this game. The player must drive
an ambulance through a city to pick
up patients and get them o the

hospital before it's too late. (Funware,
71-99/44)

CASTLE HASSLE A combination of
Ghast Encounters and Action Quest,
this game requires the player to
search through the 60 rcoms of an
evil castle to discover 40 treasures.
{Roklan, Commodore 64)

CEST LK VIE This dough isnt
French bread. Its $10, $20 and $50
bills which the player tries to collect as
fast as possible, meanwhile avoiding
thieves and taxmen (Adventure
International, Apple IVle, Alari 400/
800V 200X1, Commodore 64)

CHIVALRY [n this combination
arcade/board game, players move

their knights around the board in an

effort fo rescue the king who is being

held captive in a castle. Battles and
other confronfations take place on
screen. (Xerox, Apple [le/, T+)
COHEN'S TOWER The original
ladder game. The player starls as
maiboy and tries to work his way up
the corporate ladder by avoiding the
boss' dog, kissing his secretary and
catching the corporate spy.
(Datamast, Atari 400/800/1 200XL)

COSMIC TUNNEL Braving space
mines, land monsters and rocket
launchers, the player must make it
through one of four tunnels o arrive
at an asteroid. (Dotomest Atar
400/800/1 200XL, Commodors, 64)

CRISIS MOUNTAIN Mining your
own business. The player controls Kip
Armstrong as he explores mines in
search of bombs which he must de-
activale before time muns out
(Creative, Commodore 64/VIC-20,
T19944)

DR FUZZ | awbreaker fowhreaker
The player drives a car around a
maze of a city, aveiding the police

Da Fuzz is de enemy.

and trying to get the car to the paint
shop. (Roklan, Atri  400/800/
1200X1, Commodaore 64)

DRIVING DEMON The player
controls Pierre the race car driver,
trying to drive as far and as fast as
passible within a tima limit. Ol slicks
and weather conditions can work
against him or her. (Funware, TI-
99/44)

FRONT LINE One of the first games
to be adapted for the Adam com-
puter, this one pits the player’s soldier
against enemy soldiers, tanks, land
mines and other fraps: (Caleco,
Adam)

GNOME VALLEY Technology
meets geology. The player must enfer
a cave in search of a hydrogen bomb
which must be defused. Crafty
gnomes are the enemy. (Adventure
Infermational, Apple [Hle, Atari
400/800/1 200XI, Commodore 64)

MISTER ROBOT AND HIS
ROBOT FACTORY Tractor treads
and transporters carry Mister Robot
around the screen as he clears away
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