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Get the ATARI Advantage! Great Value. .. Great Games!
The Atari Advantage is great value and great games! With the Atari | incredibly low price.
7800, you can play the latest and greatest games—from fantastic And the Atari XE is the ultimate game system and the ideal first

original titles to arcade hits to best sellers from the computer world. | computer in a single sleek console. It's two systems in one for twice

And the 7800 system plays all Atari 2600 games. the fun.
The Atari 2600 offers you fast-paced action, sensational sound, The Atari 7800, 2600, and XE—Great Value and Great Games. Get

great graphics, and a huge selection of video games—all at an | the Atari Advantage today.
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4 Consumer Electronics Show
Gameslist Atarian goes to a fantastic trade show

Win an

Atari 7800
Game System!

Games made by other manufacturers
J 3 Previews
30 Adventures of Atari Sneak peeks of new games coming out soon
The evil Ninja-Endo marshalls an army of mu- R R
: . o ACCOlryY
tant sea creatures against Beth and Atari L \r“*w atetell 2w L ”q;“ﬂf
. *i‘ \%“%1 . m"mwﬂ L
2 Puzziers - - Donk '
6 onkey Kong Millipede
Challenge your Imnd with these stumpers
Atarian is the official magazine of the Atarian SllbscripﬁonS: USA Canada Foreign
Video Game Club sponsored by Atari (U.S.) Corp. 1 year (6 issues) $12.00 $17.00 $22.00
Atarian is published bi-monthly by Atari Explorer 3 years (18 issues) $33.00 $48.00 $63.00

Publications Corp., 7 Hilltop Road, Mendham, NJ
07945. © 1989 Atari Explorer Publ’'n Corp. All
rights reserved. Printed in USA. ISSN:1043-9064.

Postmaster: Send address changes to Atarian,
7 Hilltop Road, Mendham, NJ 07945.

Game Systems and Cartridges: Please
do not contact us with questions or problcms about
Atari game systems and cartridges. Such matters
should be directed to your local dealer or directly to
Atari Customer Service, 1196 Borregas Ave., Sun-
nyvale, CA 94086. ;

Canadian and foreign subscription orders must be
accompanied by a check in U.S. funds drawn on a
U.S. bank. Send orders to Atarian, 7 Hilltop Road,
Mendham, NJ 07945.

Editorial: Editorial material, including article
submissions, reviews, press releases, and products
for evaluation, should be sent to Atarian, 7 Hilltop
Road, Mendham, NJ 07945. Atarian is not respon-
sible for the return of unsolicited manuscripts,
artwork, disks, cartridges, etc. not submitted with a
self-addressed, stamped envelope.
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Won’t run on 7800

Dear Editor:

Several Activision cartridges
state, “Do not use with Atari 7800.”
Why is this?

On the “Hidden Spiral” castle in
Crystal Castles, I noticed that the
castle is made up of seven letters:
DYTVAIN. Do these mean any-
thing, are they the initials of the
game programmers, or what?

Steven Anderson
Spencer, MA

Several Activision games use
non-standard programming and
will not run correctly on the 7800.
They will not damage the 7800 in
any way, however.

Those letters in Crystal Castles
are, in fact, the initials of the pro-
grammers. Congratulations on your
detective reasoning.
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XE Differences

Dear Editor:

I have an Atari 130XE computer.
Will all the XE games work on it?
What’s the difference between the
computer and game system?

Charles Hoefeyzers

Stoughton, W1

All Atari XE games will work on
either the 130XE or XE game sys-
tem. The only differences between
them are that the computer has a
built-in keyboard and more memo-
ry than the game system.

Missing Pieces

Dear Editor:

I searched all the furniture in Im-
possible Mission and then started
putting the puzzles together. I com-
pleted three, but some pieces are
missing. I went back and searched,
but found nothing else. Is the game
aptly named and truly impossible?

Lee Miller
Waterford, CT

No, Lee, the game is, indeed, pos-
sibe. You must have missed some-
thing somewhere.
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Karateka Gate
Dear Editor:

I have mastered all the guards in
Karateka until I come to the gate
that drops. I've tried everything and
no matter what I do, I cannot get
through the gate without getting
squashed. Help!

William Buker
Richmond, VA

Try this: Inch up to the gate until
it falls. Wait for it to rise and when
the bottom is level with your head,
run through. And by the way, good
luck! :

7800 Light Gun?

Dear Editor:

In the interview with Nolan Bush-
nell (May/June Atarian), he men-
tioned a light gun and modem. Will
these items be available for the
78007

Greg Bower
Glendale, AZ

The Atari light gun which comes
with the XE game system is now

available separately for Atari com-
puters and game systems. The gun
and several 7800 light gun games
should reach retail stores early this
fall. Amodem is currently available
for the XE, but there are no current
plans to release one for the 7800.

Missing instructions

Dear Editor:
I bought some Atari 2600 tapes at
a garage sale but they didn’t have
any instruction booklets. Where can
I get these booklets?
David Maggard
Springfield, MA

Instruction booklets are not
available separately. If you pay a
bargain price for a game at a garage
sale, you'll just have to live with the
challenge of figuring out how to
play it. By the way, each game is
recorded on integrated circuit (IC)
read-only memory (ROM) chips
which are packaged in a cartridge,
not a tape.
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Your Favorite Games

These are the favorite games of Atarians all over the Here is how we rank games. Your top ranked game
world. You can can have your favorites counted too. Just gets 5 points, your second ranked game gets 4 points,
send a postcard listing your top five favorite games to your third one gets 3 points, your fourth gets 2 points, and
Atarian, Top Games, 7 Hilltop Rd., Mendham, NJ 07945. your fifth gets 1 point.
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1. Mario Bros. 1. Xevious 1. Hardball!
2. Kangaroo 2. Desert Falcon ———————
3. Solaris 3. Mario Bros.
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2. Rescue on Fractulus
3. Mario Bros. :
4. 4. Choplifter! 4. Necromancer
5. 5. Karateka 5. Donkey Kong
6. 6. Ballblazer! 6. Crime Buster
7. 7. One on One Basketbhall 7. Ace of Aces
8. 8. Crossbow

SESEEREERER

8. Summer Games

9. Ms. Pac-Man
10. Tower Toppler.

9. Pac-Man Jr.
10. Galaxian

10. Jungle Hunt
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O e O CT DO OB 0 G 0 P O

Atarian, September/October 1989 3



1

:.I'. i -
p— i

i B R TEr S e

|

= 0,
LRkt

e

The huge summer Co
nsumer Electroni
attracted over 100,000 visitors. b

Wil T
-
kel g s

i

.._
L

i

P

iy,
== Rl

1 L

S
—

We reach th
e Atari booth early, before the big crowds arri
ve.

Ah; Lyt ¥ i qﬁh{-’l i :

4 Alarian, September/October 1989



w} ~rt Sy “*Eg.
i, 'J.'_.t"i?:.'i:l"i.ﬁﬁ. 1:|| 1 U‘F i
sihe ATARL (g ol

etail in Impossible
ames available for

Note the spectacular d
Mission, one of eight g

We'll bring you all the exciting details about the portable color the portable game system.
game system in the next issue of Afarian.
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grand quest of the world, he suddenly finds his
way blocked by a towering wall of rainbow
colored bricks. On the very top of the wall slithers a
giant worm laughing at him.

Luckily, Louie has a staff with which he can deflect
balls at the wa'l to break it away. As it breaks away,
tokens are released, which, if they are caught by Louie,
give him special powers. Tokens are generally helpful,
but the nasty black bird is anything but, as it flies
between Louie and the wall, protecting its friend, the
worm.

From five types of tokens Louie can get nine different
powers. “Zig Zag’ makes the ball travel in a zig zag
pattern which is useful for getting it past the black bird.
“Nuke Ball” causes the ball to break out huge chunks of
bricks while “Mega Paddle’” makes louie’s staff much
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Score points by

breaking the wall,
smashing the worm,
and catching mystery tokens.
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larger so it is easier to hit the ball. “Magnetic Paddle” is
the most powerful token, attracting the ball to Louie
and allowing him to aim it anywhere on the wall. This is
the best way to smash the worm, a move worth 100
bonus points.

And then there is the “Mystery Token’’ which can
have any of four effects, three of which are good (bonus
points, extra life, or stop black bird) and one of which is
bad (speed up ball). The effect of any token has a
limited time duration shown by a bar timer in the upper
right.

Off the Wall has two ball speeds and three skill levels,
each with four waves of play action. In a two-player
game, the first player breaks away the wall until he
misses the ball and loses a life. Then, the second player
takes over on the same wall. Play alternates back and
forth, an approach that is lots more fum than two inde-
pendent games.

If you think the game sounds like a zany cross be-
tween Breakout and Arkanoid, you’re not far off. Like
those terrific games, Off the Wall has great graphics
and sound effects, is easy to learn, fun to play, and
highly addictive! Harrison Hanover
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0 you think every imaginable type of game has By maneuvering and flipping your triangle, you must
been invented and reckon there’s nothing new gradually move the ball from left to right through four
under the sun. Well, meet Jinks, a totally new levels of seemingly-unending mazes of objects and ob-

and innovative concept. stacles. .
On each level, obstacles are strategically placed to

hinder your progress. Diamonds reverse the direction of
the ball, screws halve the size of your triangle making
control that much more difficult, magnets divert the
course of the ball, force fields permit passage in one
direction only, and—horror of horrors—floating
mouths eat your ball. Not all obstacles are bad—some
give you bonus balls and others rejuvenate a shrunken
triangle.

.
A
.
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b
r,
P
b

o

,..i :
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Jinks is so different, it’s difficult to describe. It’s part
pinball, part fantasy, part Breakout,and part Labrynth
(a game 1n which you guide a marble around a tilting
maze by turning two knobs). All this plus great graph- _
ics and spiffy sound add up to heaps of fun. S EEERFF

As the game begins, a ball bounces helplessly around S R i AR i
a fantasy environment filled with every manner of
shape and object. You’ve got to get the ball under
control with—of all things—an isosceles triangle. It

may sound silly, but this simple shape gives you remark- Jinks has four different and increasingly difficult
able control. Bounce the ball against the angular sides levels. Conceptually similar, you move the ball past the
and it changes direction; against the flat base and it obstacles on each level, racking up pinball-style points
bounces higher. The joystick button flips the tringle as you go, while the maze seems to have a mind of its

around (flat side up or angular sides up). own, one that 1s generally contrary to yours.
The game requires your constant attention because

. ‘*§¢§¢$*¢4+¢*§¢§§§ the ball can travel on its own—and does so without
b e ' hesitation. This “free spirit” of the ball can cause the
game to progress quite unpredictably, but that is part of

This zany game is part pinball, the challenge

Part hnlﬂsv, Pﬂl't Breakout, After successfully completing a level, you visit the

part Labrynth and pure fun! “Interlude” screen. Although a relaxing break from the
maze, this screen determines your destiny—or at least

PP EE LIPSO LG B the next level of play—when your ball bounces into one
of the four level entrances at the top of the screen.

For the most part, the triangle can only be maneu- Innovative concept, eye-popping graphics, funky
vered in the bottom quarter of the screen, a la Centi- sound, and a crazy triangle that you wish was five times
pede, but, depending upon the layout of the other ob- larger—that’s Jinks. And Jinks means pure, unadul-
jects and obstacles, you may have more room—or terated fun. You’re going to like this one!
occasionally less—for maneuvering. : _ Jerome Strach
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wo enemy interceptors at 11 O’clock! Hit the

afterburners, climb and roll—and now those

suckers are in your gunsights. Lock on, give ’em
a burst, and blow ’em away.

In Radar Lock, one of the most intense flying games
in videoland, you’re locked in hot aerial combat with
enemy pilots that have only one thing in mind—blowing
you out of the sky. Although vastly outnumbered,
you’re confident that the hours you’ve spent in your
highly maneuverable delta wing fighter will give you
edge.

Your fighter is armed with three weapon systems:
rapid-fire machine guns for close-in combat, radar
guided missiles (for taking out the big bombers), and
proximity missiles (effective for use on the bomber

escorts).
In the first mission, the enemy throws a bunch of

drones at you. Don’t make the mistake of thinking that
because they’re easy to hit, the rest of the missions will
be a piece of cake. No way. Interceptors first appear in
Mission 2 followed closely by patrollers that like to
sneak up behind you. And then there are the bombers
with their waves of escorts and stealth fighters. Most
dangerous of all are the super bombers which like to fire
a barrage of missiles the minute you get close.

Programmed by Doug Neubauer, the award-win-
ning designer of Solaris, Radar Lock boasts exception-
al graphics with true arcade-style playing action. Use
your guns or switch to missiles in real-time dog fights as
your plane tilts and rolls over the ocean. Keep an eye on
your radar screen for enemy planes attacking from
behind. Refuel from an aerial tanker after each mission
and then fly into even tougher combat.

In two-player mode, one player flies the plane and the
other controls the weapons. Cooperation is a must!

With five missions of two waves each, responsive
control, and great graphics, Radar Lock is one of the
most exciting and addictive flight games ever to come

down the runway.
Steve Ryno and Brad Butler

R RN e R R e B R S
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It will take all of your expertise
along with your machine guns and
guided missiles just to stay alive.
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ou have just been assigned to test pilot the
military’s new top secret UH-1XA combat he-
licopter. She’s equipped with a technologically

advanced control panel, streamlined cockpit, and preci-
sion weaponry. Her nickname i1s Super Huey and she’s
designed to blast the enemy into oblivion.

In this graphically stunning flight simulator, you
take to the hostile helicopter-infested skies in bouts of
aerial skill and speed at the trigger. But be prepared, the
kid gloves are off and this 1s a fight to the death.

fou're on your own in Reality
Mode. No wimps allowed!

The Super Huey cartridge offers Top Gunners-to-be
three exciting modes of game play:
In the Arcade mode, you can play Super Huey with

”ff/ HI.IEY

UH-1X

Helicopter Flight Simulator

by Cosmi Corp.

you to worry about, so your copter is unarmed. You can
bite the pavement here too, however, if you fail to follow
the prompting of the training computer.

You’'ll learn everything from starting the engine,
engaging the rear rotor, and lifting off to navigating
and maintenance. The tricky part is landing; the first
few times I tried it, I found myself wishing for a para-
chute or eject button.

The third mode, Reality Mode, is, in a word, danger-
ous. This time you have to use all the skills you learned
in flight school and your warrior instinct to carry out a
hazardous mission into unfriendly skies. There is no
computer prompting at all. You have to start her and
get her airborne in perfect sequence all by your lone-
some.

-| i I“ _‘__I =
o

"‘;"“;"’" all the sounds and action of a real arcade game. You

! have an unlimited supply of shells for your air-cooled

:im::: double machine guns and plenty of heat seeking mis-

2::::: siles. Your state-of-the-art on-board computers moni-

= tor the status of your craft—compass heading to alti-

e

R

1T tude.

:;:::: By watching your overhead radar display, you can

==  keep track of incoming enemy helicopters. Once they

. begin firing, try maneuvering out of range by abruptly

#;:::: changing direction and doing a nose dive. Once clear,

" swing back into their airspace and retaliate with an

+==4 attack of missile or machine gun firepower. For guaran- Your mission is to fly Super Huey into combat

-~ teed missile kills (especially when you are surrounded), against a formidable enemy force and to bomb their

ot wait until your on-board computer locks on to your home base. The problem is that they change their area

iZ::: target. of operations frequently, so what looks life a safe route

:;t:;:: A good point to remember when playing is that the to their base one minute is an aerial nightmare the next.

2 . . .

) bad guys just love to shoot back. Super Huey is a tough Y ou have to down enemy copters quickly, because more L
4 50 . " . .. . @ " .
5] cookie and can take a few hits here and there but bogies constantly join in, trying to ruin a perfectly good i
1] eventually, when all of her instruments have been day. oS
.~ -4 knocked out, it’s all over. CRASH and BURN! You have your orders. The wild blue yonder (and I -
- In Flight School Mode you learn on-the-job handling mean wild) awaits! No wimps allowed! - e
20 andcareof the UH-1XA. There are no hostile forces for Dwayne Ferguson
3111 i A <
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n Ace of Aces, you don helmet and gloves, climb

into your twin-engined DeHavilland Mosquito

e fighter /bomber, and fly into the batle scarred skies

mﬂ*‘% of World War II. Your missions include destroying

German V1 buzz bombs, troop trains, and U-boats
while fighting off ME109 and JUS88 aircraft.

Your joystick gives you precision control of your
plane and weapons systems, and also allows you to
switch screens between the cockpit, right and left en-
gine rooms, navigational map, and bomb bay (you can
also use the XE keyboard to switch screens).

g

Do you have what it takes
to be an Ace of Aces?

guishers while maintaining a constant check on your
ever dwindling fuel supply.

The navigational screen displays a map of southeast
England and northwestern Europe, showing the posi-
tion of your aircraft, your targets, weather conditions,
and major landmarks.

If you are on a bombing mission, or if you want to
switch ordnance between cannon and rockets, you will
need to access the bomb bay screen. Through the open
bomb bay doors, you sight in on U-boats and trains.
From the bomb bay, you can also drop empty fuel tanks
to increase your air speed if necessary.

The game is divided into two sections: Practice and

Missions. Inexperienced pilots can practice each of the
three combat modes: dog fights, bombing U-boats, and
bombing trains. When you’ve mastered your basic fly-
ing and target shooting skills, you’re ready for an actual
mission.

After choosing a target and loading with ordnance,
you’ll want to carefully study the navigational and
weather data collected by Allied intelligence agents,
resistance groups and aerial reconnaissance. This infor-

mation 1s often the difference between life and death.

As you fly, you’ll have to keep track of your weapons
inventory, engine status, navigation, and radar. Your

view is from the cockpit from where you fly and navi-

At the end of your mission—whether you make it
home or not—you are scored for each target destroyed,

gate using nine instruments to keep track of attitude,
speed and direction. Of course, you must always keep
an eye on the window for attacking enemy aircraft.
From the two engine rooms you control the engine
speed, trim, flaps, landing gear, and your fire extin-

with a bonus for unused ammunition.
Far from being your average ‘“shoot-em-up,” this
truly challenging game requires skill, dexterity, timing

and intelligence to attain the rank of “Ace of Aces.”
Bruce Coleman
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t’s 1943 and you’re deep in Pa-
cific waters, commanding a
.- Gato-class attack sub. A
coded message comes in that
an enemy destroyer has been
spotted off the shoals of a
nearby island. You head for the
1sland under diesel power, switch-
Ing to battery power as you dive
below. Cruising slower, you check
your radar and see the blip moving
closer. You’re on target. “Fire One,”
you order. “Fire Two!”

On a Gato patrol, your objective is to com-
plete as many missions as possible before re-
turning to your sub tender for fuel, repair,
weapons, or supplies. Missions include infiltrat-
Ing enemy regions, intercepting and destroying en-

enemy ships, and asssess dam-
age to your vessel. The Patrol Area
Chart, for example, shows 20
quadrants showing the posi-
tion of islands, enemy ships
(up to Level 3 only), and
your own sub. The Quadrant
Chart gives a detailed view of the
immediate surrounding area
showing shoals and reefs to avoid.
As captain, you have many
things to keep you busy—controling
oxygen, battery and fuel levels; speed and di-
rection; and weapon supply—as well as ma-
neuvering the sub. Indeed, there are so many
things to control that you must use the key-
board along with the joystick.
Action-wise, Gato is not a particularly “fast”

. k. . -
sl o)

| N oy
Sl
......

emy craft, cutting off enemy supply lines, and rescuing game, but 1ts ten skill levels, day and night patrols,
and resupplying Allied forces. and the necessity for detailed planning and strategy,

The game has nine screens which you’ll use to oper- provide plenty of challenge and will keep you occupied
ate your sub, check your position, intercept and fire on for many enjoyable hours. Paul Pitman
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ombining arcade and maze-game elements with
an alien, but self-consistent physics, Airball is a
game that challenges the hand and eye without
ignoring the intellect. The plot—as in all really good
games—1s simple: transformed into a balloon by an evil
wizard, you are obliged to search his mansion for the
book of spells that will change you back to human
shape.

Luckily, your Airball shape 1s nimble; 1t’s also terri-
bly vulnerable to the sharp objects scattered every-
where in its path: spears, stalagmites, and icicles, to
name but a few. To complicate matters, the ball also has
- a slow leak, forcing you to make periodic use of air
et pumps spread infrequently through the maze. Yet even
= re-inflation is risky—take on too much air and you’ll
. burst. Objects scattered through the mansion’s 150
2 rooms—flashlights, crates, jewels, gold bricks, etc.—
- can help you in your quest, or add to your point score.
g Simple, yet this game contains enough sheer detail to
B challenge even the most jaded maze-mapper and
= enough high-pressure (so to speak) action to keep the

i arcade ace’s nerves tuned to fever pitch. There’s only
s one, safe route through the obstacles in most of the

1 more substantial rooms, and it can take precious time
- (spent at the expense of air) and long practice (spent at
oo the expense of lives) to find it. Certain of the rooms can
R be traversed in only one direction, committing you to
= move forward through the maze instead of retreating to
the security of an air-pump or other “breathing space.”
i“*ﬁ;f Some rooms can only be negotiated with the help of
- flashlights, crates, or other “helping objects,” only one
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of which can be carried at a time. Accumulating a store
of these objects and shuttling them, one by one, to
where they can be used adds another element of chal-

lenge to the game.
e e ™ ™ ™™™ e ™

Your air supply lasts only long
enough to traverse 10 or 12 rooms.

e e e e e e e e e e e I o e e e e el

Airball’s major challenge and fascination, however,
lies 1n its singular physics and in how this'is graphically
represented. Rooms are shown as though you are look-
ing down from an upper corner. The direction of the ball
1s controlled by moving the joystick up, down, left, and
right; these movements are translated by 45 degrees
into the maze plane. This combination of control and
perspective adds immeasurably to a sense of depth,
realism (or surrealism), and challenge—especially
when the ball is partially hidden as it passes behind or
between objects.

Obstacles pose yet another challenge. Floor-level ob-
stacles (prickly tiles) will destroy you if you try to roll
across them; eye-level obstacles (spiked balls and other
ornaments) if you bump into them; and higher obstacles
(stalagmites, nests of vertically-mounted spears, etc.)
will merely impede your progress unless you hop onto or
over them.

Simple concept—unique perspective—addictive
challenge. It’'s no wonder that in the original Atari ST
version, Airball was one of the big gaming hits of 1988,
a success sure to be repeated on the XE.

John Jainschigg
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he final offensive is on and it’s a maximum
effort. As commander of an elite tank division
equipped with the latest XT-87 heavy tanks, you
are to lead the spearhead through the enemy’s heaviest
fortified section and drive through to their capital. But
the enemy knows you are coming and is waiting for you
with everything they have.

The terrain is covered with anti-tank pillboxes, heavy
artillery, and tank traps. In addition, they have trained
suicide squads waiting in ambush, their members
equipped with LAWs (Lightweight Antitank Weap-
on). And then there are the surprise air attacks. . .

The joystick controls your tank more or less as you’d
expect. The tank follows joystick movement right and
left while pushing it forward and back speeds and slows
your vehicle. The fire button fires a round from your
gun. Be careful not to get too close to a target or your
gun will lob the projectile right over the target. You can
adjust the distance a projectile will travel, but in the
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Command L J

heat of battle it is all to easy to forget this vital step!
Since your view of the battlefield is from an aerial
command post, incoming bombs appear quite large at
first, getting smaller as they drop to the ground. If you
expect to survive for long, you must learn to gauge when
a bomb will hit and get your tank out of its way fast.
Youstart with five tanks but can earn additional ones
at various point levels. You must successfully penetrate
several different fortified areas of varying levels of
difficulty to achieve your primary target. You’ll need
careful planning, quick reactions, and accurate aim to
succeed in this challenging game. Wayne Wharton
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Gather your tribe at your favorite video game store
and go on a Froggo Atari® safari! Bag your favorite
games! Froggo has the 2600 and 7800 markets
cornered with the following exciting, challenging,
death-defying games:

Ride the wild joystick!

Sea Hawk™ $16.95 Sea Hunt™ $16.95 Karate™ $14.95
It’s a dogfight! If the AtakLaunch ships or Dive for sunken treasure, a harpoon your only How quick and clever are you? Test your
E-Gull choppers down you, your pilot can weapon against man-eatng denizens of the martial skills against the instructor, or
parachute to safety or a watery grave. deep. challenge your friends.

Cruise Missile™ $16.95- Task Force™ $14.95 Spiderdroid™ $14.95
In the galaxy Interwand, your rebel starship Terrorist CPAs hold hostages in a highrise. In the Age of the Droid Wars, your Spiderdroid
makes a desperate attack against the evil planet Your sharpshooters must pick them off, but be must ensnare enemy headquarters, avoiding the
Antiwand. Challenge the Tunnel of Death. careful — CPAs never miss a shot! dreaded Droidbirds.

7800 Series

lakes months to master! Coming Attractions

Tank Command™ $29.95 Water Ski™ $29.95 Pyromania™ $29.95
You command an elite tank division, and Challenge the torturous Pharonna River - Scorpion Squad™ $29.95
stranded on the enemy’s home turf, you must racing against the clock, man-eaters, and UFO™ $29.95

capture their flag or die. deadly obstacles.

Go out into that concrete jungle
today, and bring them back alive!

Night of the Ninja™ $29.95

479 Macara, Suite 802
Sunnyvale, CA 94086
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S Froggo Games Corp.
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Fourth and one on the 35.
Do you go for it, runt, or
try for a long fie

d goal?

ootball fanatics, you’re not going to believe your

eyes when you pop in this cartridge. The spectac-

ular title screen, realistic refree’s coin toss, and
comprehensive scoreboard at the top of the playing
screen are your first clues that this game is special.
Then when you start to play, you realize that this game
is going to be a mega-hit.

You have a wide choice of plays from which to se-
lect—nine on offense and another nine on defense. In
addition, when you’re on offense, you choose a pass
pattern for each of your receivers and a blocking direc-
tion for your blockers. And if you don’t like the look of
things when you reach the line of scrimmage, you can
call an audible. The game is designed so that whether
you’re playing against a friend or the 7800, your oppo-
nent can’t tell what play you have picked.

Your view the field is from over the stadium, as
though you’re in the Goodyear blimp with a powerful
telephoto lens. Each team has six players, all of whom
have independent motion. On a psss play, for example,
some of the players block while others try to get in the
clear. When the quarterback throws the pass you'll
notice its shadow on the ground, a realistic effect that

(7800)

turns out to be very helpful for placing your running
back in just the right spot for the reception.

On each pass play you have two receivers. As quar-
terback you try to hit the the one who looks like he’ll be
open. As soon as you throw the ball, your control passes
to the reciever and you’ve got to try and position him
under the ball. As though that isn’t enough, you've got
to contend with the defense your opponent is throwing
at you, be it zone defense, prevent right or left, or blitz.

When a ball carrier is tackled, he is not only flattened
to the ground, but the rest of the defense piles right on
top. CRUNCH!

Touchdown Football has several penalty options.
For example, you can have a 30-second clock which
penalizes teams that take too long to select a play. On
defense, you can be called for offsides.

Okay fans, the scoreboard reads fourth down and one
on the 35-yard line. The coach says it’s your decision.
Do you go for it? Try for a long field goal? Or punt?
Touchdown Football: it’s everything you ever dreamed
about in a football simulation—gut-wrenching realism,
superb playability, and spectacular graphics. Gatorade
not included. Jerome Strach
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Glacier
Pﬂ'l“l (2600)

ou are Mountie Mac defending the Arctic Cir-

cle from invasion by aliens from Aquafreeze.

Armed with a laser heat gun, you must zap ice
blocks being parachuted to earth by the alien space-
craft. The faster you blast each block, the more points
you get. If an ice block lands, it joins the others to form a
wall to block the earth from the warming rays of the
sun.

With its somewhat primitive graphics and anima-
tion, Glacier Patrol seemed easy at first and I won-
dered, “where’s the challenge?” I didn’t wonder long
because as more and more ice blocks reach the ground,
Mountie Mac’s reaction time is slowed as he is cut off
from the warmth of the sun. You can almost feel the
gnawing cold making him sluggish under the weight of
his heavy parka, boots, and gloves.

And then there are those darn runaway snowballs the
size of Refrigerator Perry. Get hit by one of these
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Defend the Arctic against
an alien iceblock invasion.

to push the joystick down, and not up as intuition would
tell you.

Two-player variations include one in which players
alternately take turns shooting for an equal amount of
time and another in which one player controls Mountie
Mac and the other controls the alien ship. There are
also variations without snowballs and all six variations
have both novice and pro levels of difficulty.

The dawn appears every 10,000 points which melts
the ice wall. Can you hold out until the sun comes.
Brad Butler

babies, and you’re out of commission for a while—long
enough for the aliens to drop another block or two. Oh,
- yes, you can jump over the snowballs if you remember up?
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INTRODUCING TELEGAMES= GAME CARTRIDGES

YOU WON'T BELIEVE IT'S THE SAME ATARI 2600
More action! More detail! Just insert any TELEGAMES®
game cartridge into your Atari 2600 and you've
opened up a whole new world of fun!

You get exciting play options with Super Chal-
lenge™ Football, full attack squadron maneuver-
ability with Bogey Blaster,™ and unexpected
surprises with Lock "N Chase.

Test yourself. See if the TELEGAMES® challenge
doesn't keep you playing longer. Your whole family

can now enjoy the expanded world of TELEGAMES®
video games for their Atari 2600.

Expect the best from TELEGAMES®

Their engineers and programmers have powered
TELEGAMES © game cartridges with exciting action,
vivid colors and realistic sounds that put you right
in the playing picture. It's what you've come to
expect from TELEGAMES®.

Atars n- 3
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TELEGAMES)) FELEGAMES TELEGAMES USA

For a complete catalog and details on how to order these and other products for your 2600, 5200,
7800 and XE, send your name, address, machine type, and $1.00 to: TELEGAMES, BOX 901A

LANCASTER, TX 75146
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you can. Don’t wait unti
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ghouls and spawners and even | in food becau:

though you can score __‘"_'mts y d some in ti_me _

shooting some of them, you’re _al--~~ :ollect all t he mbs

most sure to lose valuable energy | on all Ieve_ls _ especmll

when you retrieve a treasure. | ones. Sava as man._"‘s qu_bs 35 possr
No matter which objective you ble to help you get by particul arly

decide upon, here are some tips to | nasty sntuatmns_ Y ou’ll almost cer-_f-

help you outlast the ghouls and | tainly need a bo _

bring home the treasure. =~ | Level U when_ you _1_1_1d __-aurself s.“.r_'.__ji;
First and foremost: Remembcr rounded byg ouls.

that you have only one life in thl_s_ ' 'bombs on both Levels_V_and W to

game. When you are out of energy, | reach _thf.:_ la'_':_'dﬂlfs to the next lcvels

‘you die and the game is over. Thus, | And on Level Y, you'll need three

y when your energy is running low, | four b s

avoid the ghouls, forget about the | Pmson continers look sam_et__ 1ing

treasures, and concentrate on fin_d'v-_-" | ombs but have a t@t_ally di :_.:_-;g_r._..
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spend w r, G or H and ) tn ~ the game, we have shown only the

~ starting and ending points and a few
of the bomb locations. However, if
you wish, you can note the location
of Gther- objects on these diagrams.
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" . | | | Level J. A complicated maze with lots of
leve! G. Plck up the bomb in the honzontal lurking ghouls. Study the diagram and map
I:Bmdor about half way down and thengo  out a path to the key and then on to the

| - -ail .th_e way around the outside for the key. 'duor '
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~ Level H. Get the key and make tracks for ~ Level K. As on Level J and several higher
the ladder; the rest isn’'t worth the time and levels, learning to shoot on the diagonal will  Level/ U. Watch the deadends and lurking

help you greatly. | | ghouls.
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by Dwayne J. Ferguson

arth, the final frontier?

_viens believe Te them we are th

erf ul new Solvalou Flg hter. Its Pll.tf=;fflﬁff?ff?iff ra
has only one mission: Penetrate the |
enemy ranks and destroy the Xe-
‘vious Mother Ship. _

1he m;ssmn is dangerous. Success
1S not guaranteed Do we have a vol- 1

unteer"

(7800)

{ That’s what the original in- /
< habitants of earth, the Xe- /

;7 '-:7--ence o“ut f range, 't ey
After clearmg the sky of the first,_;_
~ wave of Xevious fighters (a taskthat
- takes about two seconds), aim your o
blaster sight over any visible land-
based targets, including Zolback
Detector Domes and Barra Energy

and base :.??-jf:-ffj'i':-;.:-;ft eerta in tnmes yeu can |
_earn ext w"::fffff 1ips and points by rais- |
ing hidden white flags (more on this
later), but that’s about the only good "
_NEWS -

)(evion. Weaponry

Armored Grobda Tanks, Zolbak
Detector Domes, and Derota De-
fense Stations are just some of the
missile firing land forces. While in
the air you face Toroid Fleet Ships,

Kapi Deflectors, Zoshi Death

Squads and much more. Finally, if,

'fff:f;:{fiifffi;‘ffsurvﬁve the Xevmu s onslaught, you

must confront the big mama of them
all, the colossal Andor Genesis

Mother Ship.

Battie Strateg!

The first and the last thing you
may ever hear is the good luck song
played by a military band as you lift
off into the scrolling sun-lit skies. All
looks clear at first until you spot

rhat “look like spinning donuts on
y Fat O .'Gw screcn

“Harmless en-

SRTREALE

e .E'! taty

i ::.:ll:__!;:.

Stations. The moment the sight

Watch out for tanks that change direction. =

as you're about to close in.

ikt st st b
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past on
the right side of the
Solvalou as Torkan Scout Ships

turns red, unload a few laser bombs.

You can take out two or four bases

with one bomb by aiming between
domes rather than bombing each
one individually. By the way, these :
bases don’t cease fire until they are g%
utterly destroyed. '

Suddenly you notice balls of

and Zoshi Death Squads prepare to
do battle. Death Squads never fire
but have a nasty habit of ramming

your Solvalou fighter by changing
_ direction when you least expect i

As you maneuver the Solvalou

over the bases you’ve destroyed,

keep an eye open for clear ground

and bodies of water, which may con-

ceal the white flags that lead to extra
ships. Aim your sight at as many
areas as possible while firing heavily
to find one or more of the flags hid-
den throughout the landscape. Once
you uncover a flag, fly over it and
welcome an extra ship to your back
forces.

Tanks and Energy Blasts

Meanwhile, down below, an ar-
mor-plated Grobda Tank catches
your eye as it launches mISSIIES at

Q L '_rl'ﬂ{'"L i - 8= H

——_— .
..... ¢ holdii ncoming air
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| direct

y in fron

used to be.

Now the Xevions are gettlng ncr--"

vous. A scout ship reports that you
are getting too close,.so they order a

barrage of melecularly unsta‘ble

e

i
[ I:l-l_l"l-
i

Arrow shows where to drap a bumb m frtat
Bf a tank .
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o IV 1 AL e .T - ""4“ k r ¢ 't ta the left of the | 5'
e g eep #"' aﬂai‘“‘* Lt W Dt 1L :
the Gr(}bda Thls actmn mterceptsi;___; Wih b et o o
the enemy vehlcle witha fireballand |

leaves a gapmg hale whcre the tankf::'?.?-i-:-'=-.'

wave upon wave of Zapper firepow-
er ... and then you see HER, the
mammoth Andor Genesis Mother
Ship! You can’t believe your eyes;
-she dwarfs your ship in both size and
‘weaponry. As you appmach her
~ four platinum cannons swmg
‘around, launching a barrage of mis-
- siles at you as you try to ward off
Glddo Blasts '
N Mo_thcr _Shlp isanu clear engine, and
L /< in the center, the main reactor. You
can disable her by firing at each can-
non individually, but a more effec-
tive, if riskier way is to charge the
. central core.
| Tlmmg it perfectly, you wait
| N until the last Giddo
Blast g vanishes and boldly
fly right . over her hull.
She detects you SO\, there and
continues the missile N\
barrage. You dart in, drop
 your payload and wait for the fire-
works ... BOOM! A direct hit, and

Watch out;
these blasts can destroy you in
two ways. While they are in their
shiny black state, they act as air |
mines. Seconds later they turn into
white, heat seeking sidewinders and
head right for your ship.

~ Try to shoot them while they are
still in the metallic form (black), be-
cause once transformed into pure
energy (white), they cannot be de-
stroyed.

Just when you think you’ve seen it
all, gigantic, revolving walls enter
your air space. These metal objects
are invulnerable, sodon’t waste time
shooting at them. Only careful pilot-
ing through the maze and precision
bombing of land stations will get you

1 ) a rou ghﬂr B |

the first Mother Ship is destroyed!
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Resc

(XE)

by Steve Pejic

_— .

n Rescue on Fractalus, a life
and death situation is raging on

Fractalus, the most inhospitable

planet this side of the Kalamar sys-
tem. Scores of our pilots have been

shot down by the Jaggies and, as an
Ethercorp pilot, your job is to go to

their rescue.

The Jaggies have extensive de-
fenses—gun emplacements, suicidal
saucers, the works. To counter this,
your Valkyrie Fighter is fitted with
an Anti-Matter Bubble Torpedo, a
powerful Dirac Mirror Shield, and a

computer-enhanced navigation sys-

tem.

You pilot your craft from a first-

person perspective. Be sure to famil-
larize yourself with your controls

and instruments on Levels 1 to 3

before you try the more difficult lev-

els. The energy, altitude, long-

range, and lock-on displays are espe-
cially important. Also, most

instruments have some sound associ-

ated with them; learning to recog-
nize these sounds quickly will help

20 Altarian, September/October 1989

With five enemy lock-on lights illuminated,
it's time for evasive maneuvers.

by Lucasfilms Games SAAS

whllc not breakmg your concentra-

tion on the terrain.
On each level are a ccrtam num-

| berof downed pilots which you must
- pick up. Although you can return to

your mother ship before your pilot

quota is reached, do not do so unless
you are very low on energy.

llow many downed pilnts
can you rescue?

When picking up a pilot, try to
maneuver your ship so the downed
plane 1s visible. Turn off your en-

~gines and shlcld and do not turn

them back on until the pilot is safely
inside and the airlock door is closed.
Jaggies try to disguise themselves

as our pilots, except they have green |

helmets. If you see one or if an ugly
alien pops up in front of your craft,
turn on the juice and fry him with

your shield.

Even if the pilot has a white hel-

~met, wait until he knocks; only legit

| pll{)ts do thls [t 5

let aliens board your craft, as they
tend to trash the unprotected sys-
tems of your ship. If you are unfortu-

~nate enough to let a Jaggie aboard,

and if your mother ship is in range,
firing your bosters will wipe out the

~alien.
If you pay clpse attention to the

mountains and gun emplacements,

~ you will notice that you are flying
around the entire planet. Thus, a
useful strategy—especially at high-

er levels—is to continue in one direc-
tion and clear an enemy-free strip.

You can then rescue the pilots in this
strip and go on to another strip until

you have completed your mission.
Some other hints:

e It is easier to hit Jaggie gun turrets
by keeping your speed low.
® You’'ll get better response by using
the keyboard to control your craft
rather than the console buttons.
® Keep nighttime flying to a mini-
mum. Your altitude and wing clear-
ance instruments are not accurate
enough to prevent you from crashing
into the sides of mountains.

That’s it. Suit up and hit the skies.

Time to shut down the engines and shields
to rescue this guy.




~ ately speeding up. Then slow downj_--

The slower you pass over a fuel
'-';*';tank the more fuel is transferred to
| your jet. If you pass over an entire
tank at minimum velocity, you pick
up half a tank of fuel. To max your
point score, fire a missile just as you
reach the end of a fuel tank; that way
;if;];you’ll not only get the fuel but 80

iver Rmd by ctivision has?{;?f .
been around since 1982 and
' '15 cme of the all tlme great-f_ﬁi_f

Lirs Ly

- iﬂur strateg}’ tlps are fcr the gngmali?fff

'classm yersiom,. @@ 0
Flrc your mlssﬂes conservatwaly

jlank
When your low fuel buzzer
f’fjfsounds ignore the enemy and make
| a dash up river to find the next fuel
tank. The rate of fuel consumption is
not proportional to speed, so don’t
_worry about using more fuel when
"you speed up. When you spot a tank,
slow down to receive the maximum
amount of fuel. These mad sprints
for fuel can be avoided if you top off
f-"you tank at every convenient oppor-
. Far tOp scores,aim
- carefully and top

.. o y“oﬁur_ fuel often.

As soon as a brldge comes into
view, move to the center of the river
;‘and fire at it. Bridges have the high-
_est point value (500) and destroying
them should be your first priority.
 Jetfighters are the most evasive of
all the enemy craft. Two jets fly
close together, separated by a short
{_mterval The best method of shoot-
ing one is to reduce the distance be-
fjftween the two of you. When it is in
 range, fire away. If you miss, speed
| up so the next jet on the same flight
pattern will fly harmlessly below
}.:.'fyau instead of into your blind side.

. When you get wiped out, jot down
=__:-_-a few notes about that river section
- while it is fresh in your mind. These
flight aids can be very helpful get-
 ting you through the next time. May
‘your aim be true, your trigger finger
f’quick and your fuel supply plenti-
:ful

in the airata tlme aim carefully andif.:j
fire only when a target is in sight.
_ Walung fora stray mlssﬂe to dlsap- s m
. pear costs prccmus ume .

il

' _mstead squeeze aff smg]e shots by-}f - el
lightly tapping it. Most situations SN E > &
call for a single shot, for example i T RT———

- when yau want ta destmy a hehmp—

€oax h1m mta the open by Immedl-f*

by pulling stralght back « on the stlck;__;_f
's0 you can aim and shoot. -

Remember, your mission is to def-.-.i.g-..
stroy as much as possible. If you set
a slow pace as you fly up the river,
you will have time to shoot at nearly
‘every target. Smart pilots fly slow-
~ly—it reduces the chance of acci-
dents and mcreses the number of .

.. get further dﬂwn nﬁ’er you’ll have m;-._}-_;_;
fly faster to get to the ncxt fuel tank;‘-?;_;_
before you run dry . . T

At times, the river is spht by . E =B
large central 1sland Judgmg fmmg;;-_.f | F
~ theelements at the start of the chan- |
~ nels around the island, you must
- qu 1ckly dec:de whether to 8o to the
- right or left. If you are low on fuel, L

=L k

choose the path that looks as if it el i

offers little resistance; : these usually'{_ff
have a fuel tank or two. On the other |
hand, if you have plenty of fuel, gﬂfﬁ-
for the route wn;h the most targcts

__ | Tl . 3 i HAEL S g Ty =T - p = A1 pals TOiE '
: Ly . . . : i w1 F s e TR b e e by reg s FE TR i L i eiiss Erhr e The . gl
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FREE Catalog

of Game Cartridges and Accessories

for 5200/7800/XE Game Systems

(209) 432-3072

New 7800 Titles

Commando Kung Fu Masters

Double Dragon Pete Rose Baseball

F-14 Pro Wrestling
Fighter Tomcat Rampage

F-18 Hornet Super

lkari Warriors Skateboardin

New XE GS Titles

Commando
Karateka
Summer Games

CALL for more New Titles

Our Prices are to Print
TOO LOW

Please Call for Latest Prices

5200 Owners

Call or Write for availability of 5200 Cartridges.

Replacement 5200 Joystick $29.95
"Used 5200 Cartridges $12.95

» -

10 years ago. ..

The Great Autumn

of1979...

® The top ten coin-ops:

1. Space Invaders (Midway)

2. Football (Atari)

3. Sprint II (Atari)

4. Space Wars (Cinematronics)
_ J.otarhire (Exidy)

6. Head On (Gremlin)

7. Basketball (Atari)

8. Star Hawk (Cmematramcs)

9. Breakout (Atari)

10. Sea Wolf 11 (Mldway)

oBrltam ends productlon of thc
 MGsportscar.
*oAtarl introduces the com op"
~ game, Lunar Lander, bllled as the
~ first in a “new generation” of video |

=
® The average American adult
watches TV 17 hours every week
and the average child spends 57
hours per week in front of the tube.
® Tournament Soccer holds the first
million-dollar foosball tour in 34 cit-
ies throughout the U.S. and Europe.

~ games. With its Quadrascan dlsplay 1

- system, the picture has finer detail, |
- greater resolution, and smoother |
- movement than other games. The |
~ game, a copy of Dlgital Ec '_ulpment%;.;-__ . e
ff‘r,f;:f}_;.____'r_-:.-orp s PDP-*II mmputer game of I

Joysticks %

Epyx 500XJ $14.95
Epyx 500XJ $19.95
(Rapid Fire) Wico Bat Handle $19.95
Suncom Tac3 $13.95 Wico Ergostick $17.95
Suncom Tac5 $17.95 Wico Threeway $22.95

Cash Paid for your
Used Cartridges

for 5200, 7800 & XE Game Systems

Call or Write for our Used Game
Cartridge Buy/Sell Price List

Specials
Pac Man

for the XE Game System

$3.95

Game Cartridge Only - No Box

Mr. Cool

for the XE Game System
$4.95

BRE Software Dept. AT
352 W. Bedford, Suite 104
VISA

Fresno, CA 93711 LI
Shipping: $3.00 Ground / $5.00 2nd ““""‘]

P 2 U N sa ys mass to 80 m at Yankee .
o ’ 7Y, "::.3'.::5';;::'::.:f . :5-3.' | Stﬁdi“ Il'l, and ecome | e

£f | tobereceived at the White House.

e yoapd- | ®After many years of diplomacy
TN/ | and negotiation, Atari video games

Iy e f | a rec al I.WCd 111 Gl' eeﬁﬁ Untll thls .
e 00 '-i._:j_;-:'_:;_g{_{'_;tl me ali c@mwp wdee and pm ball

Day Air. Replacément/Exchange with
like items only. No Cash Refunds. No
Credit Card Surcharge. $15 Minimum. o

The A Exchange

A User's Newsletter for All Atari Owners

Gamer’s Corner Marketplace

- Reviews - Buy, Sell or Trade any
- Hints & Tips New or Used Hardware
- and much more or Software ltem

FREE AD - FREE AD - FREE AD

MasTerCard

Send your FREE Ad (Up to 35 Words) to:

The A Exchange
Box 25852-AT
Fresno, CA 93729

or Write for your FREE Issue

Private Parties Only - No Dealers
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Check out these hot new titles. |
Here is a peek at just some of the |
great new games that have either |
“arrived or will be coming soontoa |
store near you. Over 50 great games |
for Atari systems are scheduled for |
release in 1989. Look for them! | .

. gyandbecomestrﬂnger Fourscrn]l— 1
| | ing playfields and plenty of actlan‘-"f:'_'.:__ _
| make Sentinel an exciting new gun |

~ game.

For a break from sports and |
aliens, Deflektor is a unique and
imaginative game in which you con-

trol a system of reflectors, refrac-

tors, polarizers and absorbers to
coax a single laser beam from its

source to a receiver. Use the laser to

destroy “‘cells” that block the beam.

Watch for mischievous gremlins and
don’t let the laser get overheated.

Deflektor has over 60 fascinating
and challenging levels that will keep

you coming back for more.

o

the alien trying to invade planets

colonized by humans. As a glowing
energy sphere, you can shoot (witha
light gun or joystick) at human de- |
fenses such as ground-based can-
nons and flying saucers. When you

hit a target, you absorb human ener-

Sentinel s, 700

In this bizarre turnabout, you are

| ‘Ninja GOl 7500, xo (

In this hyperdriving adventure,

you race from city to city with vital |
supplies for the last of Earth’s in-

habitants after a slight cosmic acci-

.dent On the way, you have to pick

up launch codes for the final escape

rocket as you shoot, blast, and drive

. ~ your way past scores of mutants who |

. | aretrving fostop you. Prepare for |
NERNNYLRNNTRANNLTRN | non-stop action as you keep your

| pedal to the metal.

SRR

‘As a Ninja in this wild arcade-
action-sports game, you must elimi-

~nate a crazy cast of martial arts
masters on the way to the 18th hole.

el

lattle thh snake.s, kjller gnphers
evll blrds, and blood- thirsty red Nin-

Jas on the fairway, in sand traps, and
® | in the rough. On the green is the
i greatest chal]enge-—-ﬂa fire-breath--

Smashers
= (7800)

Wxth a masswe and dwcrse force

~ of well-equipped fighters and cargo

ve:ssels, the Zenni war machine has

set its sights on Earth. In an experi-

| mental TYU-19 spacecraft, you
 spearhead Earth’s defenses against

~ these ruthless aliens. Hold out long
_enough and Allied cargo vessels will

deliver more advanced weapons,

| ."'shlelds and power units. Find the
| right codes and you can warp to
| hlgher levels of mterstcl]ar adven-

ture.
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!i'-'ff‘_iiffi'fo hen yau have thalﬂCd the In ;

fé.;?ﬁ?}fﬁﬁé'-;}'i:_f-vmc: ble power, save it until you get
1 w a _ewlm g S phmx Usc 1t to de-— .-

Mar i0 Bl' 0s. t 800) | |
In Phasc 6 when the F i gh terﬂ ies f:f;':;f‘-:-‘;;j::f; e
. :_a ppear, if you not in a position to |
- bump them, then you should use the | &
- POW button to bump them whcn 1 3
. ]-they are commg off a level. 1 =
. Tarik Hograth

Mlocusors] | -jf_;:*iSphmx w get your scattered trea—.'
oo :::35:}:_:;_55'_5: 'Stll’ e. If tlme I’llIlS Out bef Ore y our |
sEEsEsR InVln clbl 3 p ﬁwer runs Out y‘)u will
| have I!Wl ncible a gam on the ncxt '
._:-*iziiff}i’:Stage*-_-- o

Josh Matthews .
Albemarle NC

Lc:s An gcles, CA ﬁj_f:f':.f:g.:_ﬁ - '5?555?:53-7-'__?5:__?..f‘fff.-? h__er; th;t_;gs raall y get_ cu""_:'_:':::'§51nﬁ 1
T T —— ?e;.fi'.;;;:?};-., ':;._'f':-:._-;';;_and t-.___-j_jf;_.fie_._ tan_ jf-.-_'j are an op jj__ __;__1te mdes
& I;ng 0 - ﬁ o g & 4 2 < - ;; ':';{;.;.f . f - ::_:._::;i_ il ;_: __:

o g g g g g g g £

N
o

% o

thcn destmy the at he:r tank bef ore a B
44 | --_jf___f.-’new one can 10::1( on and fire at yml | DR
P Richard Tay | . e

An AL '-_-_'_j-'_-*_jﬁvaiuc by holdmg off shootmg the |

£3

- really need it.

Elverta CA

‘ Pole Positmn

_ 50% and staying in the left lane

Jerry Faust
San Antonio, TX
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 (7800) - I

Talwaysused tocrashintothe b o
‘inconveniently placed billboard on | HREGAIY
the fourth turn of the Fuji Spced-ﬁf | R
way. Not any more! You can bypass .
this obstacle by cutting your speed |

Rab Armltage
Les Altes CA

TlpS Edlmr _

-:-%Sphmx thmws at you and then go for

i = Vlc George _
_West_ﬁcld, MA

Oll th e IOW er l BVGIS, always St art__ | _ WS WWWW W _-__Sphlnx when yau wa;;h 1 Instead

(m the thll’d floor. When you reach ._ | . ﬂ-dcstroy all the V&I‘IOUS creatures the
~ the Sidesteppers, for safety stay on | _-
- thesecond floor or POW ledge. Con- |

serve the POW for times when you |
- . -the ghasts 1 o
Jeremy Wllbumc .1 -_-_3?-qmckly and almﬂst certamly wﬂl da- .

(7800)

thn playmg agamst the com-

s @ b i_'.af..t:e._.n score by turning your back and
L , | holding against him. While holding,
. | move to the right, then to the left
i The quxckest way m win 15 to use a - where you can get under the basket
. -_f:'_-rapid fire module. You can easily '
| knock out your apnents w:th little |
| effort. These modules are very use- |
| ful for other games too. (Ed. note: | oy
1 'Dlscwasher and several other com- 1
| panies used to make rapld fire mod- 1 B
- | ules which connect between the joy- | 8
| stick cable and 2600. You can | @
| sometimes find these today at elec- | [
| tronic flea markets and swap__'f" B
fjmcets) . - /

| and shoot.

- Mark Schneider
Franklin Park, IL




. ; ) . e ;
. ") b LS 5 u

: oy
(e ; : :

L L . .
5 ;
)
'-l

hen you run mte these vrcmusl'
¢ t ,:Q ;__.Irves by allewm g Poge te f all mto the'jf?f;-_j__f-j;{i __
F l'f'_';-'j;ward ccntmuously he Cebm shlps:;'-’;-;._;?-‘._-.f  water on your last life. Assoonasthe

:j ' . - will get confused and ram your ship. |

_-':i.-:'f}*_f;_f;_'Hewever watch out for the flagship. ”_"'.f__'f-select by moving the Player 2 diffi- - 1

~ When flying through the mine- | culty switch left. Move the switch |
F -”_:-_fleld you’ll go further if you fire | -:f"f.f-ﬁffi’ 1ght when you rr:aCh the level yau'-'-.
¢ '-.‘f.:-centmuously while flymg straxght'i_-_-’-'?-"_{;-__?_ w

F 3'3*;__}"*_:’jup wrth an eccasmnal turn te the}f

Joust (7800, XE)

At the start of each level, always"' '

_ get to the top of the screen; it’s the
| best and safest place. Practice skid-
‘bubbles dlsappear aetwate the level | ding techmques for better landings
'"':_f;j-__.i_'ln limited space. Always get the
| eggs. Toi impress your friends, prac-
~tice bouncing off the ledges geomet-

rlcally fer better kills.

Jeremy Wllbume
Elverta CA '

b

—
L ll-f'. Lt 11_ %‘:h Ak - o "-{é'-:d-‘ 1..[!:'1:._;
rl::.':-lf ; -;ﬁ-"fﬁ i “*’E‘:ﬂ}

1_-='!_‘; | 4

_ W hen conqu erm g a planet i gner ef;fj 1 &

_“the aliens and go straight for the | &=
~ humans. You ma y not get as many | §&
. points, but you’ ll ga in hv es mor e | B

qulckly
Jehnny Powell

Cleveland IN

- Karateka

moo XE]

Lelgh Knewlwn

- guards is to run whenever you getff'ﬁ

the chance. That way, you cover

~ more ground and don’t have to bat-

tle as many guards. But bevery care-
ful, because in the running stance
you are completely defenseless; one |
well-placed blow will end the game. |

Jerome Strach
Sunnyvale, CA

cen“pede

Thekeytosuceesswhen battllngthel_' |

Den t gwe up the captured sh:p 1f
'_-__yeu shoot its captor while in ferma-' i
. Rrght after yeu enter the temple i
~ you must killa guard and then walk,
not run. When the falcon attacks, |
you can then take hun out wlth a-_”_',
' -hlgh kickor highpunch.
Charles Goosman
APO NY .

tion. Unlike the arcade version, the |
*captwe won’t turn hostile on you.
Letit dlsappear off the screen, being |
~ careful not to shoot or collide withit. |
| When the next stage begins, hold |
- your fire when the flagships and last |

| group of drones come swzrlmg in.

- | e captured ShlP will reappear andf‘f*- .
| | latchontoanother captor givingyou | '
8 | another chance to liberate your sto- _'

;_len Shlp and deuble your ﬁrepower

 Vic George
Westﬁeld MA

I the regular or begmner Ievel
'you can just stay in one spot and |
clear a straight line through the |
~ mushrooms so the centipede can |
~ wriggle through. Then just fite |
| away, mevmg up and down to avord -

the splder _
| Dylan Johnson
Fruitland, NM

..-._-:Flght nght

(zsool 1

— f:; wrll then hava an mfi n lte number ef 'f;' 5;-_. R -
:_:';_i.::.-__::.:_lw es | - ]

 Most people know that Pterry can

be killed by stabbing him in the
| mouth. However, a more difficult—
| but more fun—method of destroy-
| ing him is to fly in from behind and
i '”-spear him between the tail and wing.

_ Steve Peilic
Red_woed City, CA

- (7800)

In the Main Event, you can stop

. cher __.b_-O_Kel‘S fI'Ol’Il landlng super
~ punches by pelting them with body
. blows as they attempt a super punch.

- Rob Armitage
Los Altos, CA

. mlﬁl C‘» erd
SOLAR
CALCULATOR
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ou’ll be playing this one for months! Donkey
Kong is based on the classic arcade hit and is

accurate down to the last detail. The 7800 and
XE versions include all four of the coin-op screens—
ramps, rivets, elevators, and conveyor belts—all of
which must be completed before Mario can rescue his
beloved girlfriend. And when Mario completes the final
scene, the steel beams disappear and Kong falls to the
earth exactly as he does in the arcade version.

Moreover, the home version actually pulls ahead of
its arcade counterpart in player control. The joystick
gives you the most intuitive and responsive control
found on any game; in fact, it is so good that it might
take you a while to become accustomed to the subtle
feel of the joystick.

You might think that any game with only four
screens would become old hat after a few hours of play,
but with Donkey Kong those first few hours only whet
your appetite for more. Actually, it might be more
accurate to think of those four screens as four separate
and very addictive games; hardly a limitation.

W 'rh'-"l :_
E 4 A8
5%
' " _ T
. gt RS e S S SRR g
C :E_-' 3 "
: :
i - SRRy B

B o]

i
b
4
1
3
1
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What gives each of these screens such a vivid person-
ality is that all of the obstacles—rolling barrels, fire-
foxes, mad elevator springs, and the concrete sand con-
tainers that look like pie pans—have very smooth and
distinctive ways of moving. So multiple assessments
and strategies must be considered with every changing
screen and level. In general it is not possible to use a
rigorous preplanned pattern successfully as the pat-
terns of each scenario are too varied.

Getting into the game is easy. The beginning pace is
fairly conservative so you won’t be overwhelmed—or
frustrated—by the complexities that begin to crop up as
you become more proficient. For intermediate or ad-
vanced players, there are five user-selectable starting
levels and, if you want to challenge a friend, a two-
player option is available.

In my opinion, Donkey Kong is a must for your
7800 or XE library. It is certainly one of the best and
most enduring games to be found. Jeff Binder

T EAE LTRSS = L

Monkey businesé on
the monkey bars.

Editor’s note: Donkey Kong for the 2600 is similar
to the versions described above, except that it includes
only the first two screens: ramps and rivets. When you
eliminate every rivet on the rivet screen, you return to
the ramp screen at a more difficult level. This contin-
ues indefinitely until you run out of Marios.



(2600, 7800. XE)

n army of menacing millipedes—cousins of the
Afamed Centipede—has invaded your garden

patch, and you must shoot darts at them to rid
your plot of these pesky Diplopods. But wait! The milli- i
pedes aren’t the only villainous insects you have to A
destroy. Jumping spiders, buzzing bees, bouncing bee-
tles, mosquitos, dragonflies, inchworms, and earwigs all
have unique and deadly powers of their own. Initially,
mushrooms are scattered about your garden patch.

In this home version of the arcade hit, you use a
standard joystick controller (or optionally, in the XE
version, a Trak-Ball controller) to move around the
bottom quarter of the screen. Millipedes attack from
the top of the screen, marching back and forth across
your patch until they reach the bottom. When a milli-
pede touches a mushroom, it reverses its horizontal
path across the screen. You get 100 points for shooting
the head of a millipede and 10 points for each body
section you hit.

Ao,

S R

el

Jumping spiders enter from either side near the bot-
tom. The number of points you earn for hitting a spi-

der—300, 600, 900, or 1200—depends on how close it is

when you shoot it. | o ik o . .
. : : WYLV S RQVE Y - VK - RVESY - RVES
Beetles, worth 300" points, crawl in when you least 08 IS AITIRGE AITRGE ARG AT

expect them. They hug the ground, so you have to let You've got to blast fast to
them scuttle by and wait until they head for the top of
the patch before zapping them. got rid of those MY Pﬂﬂs-

Swarming insects—mosquitos, bees, and dragon-
flies—can cause big trouble if you are not alert. Each
has a distinctive sound and pattern, and all can general-

(DR Y Z93e(2R
" J-.1 "4

The number of points you score in a game determines

NESY - RVESY - VESY - VLY -
LD " R "'a'*t " el 1 "

ly be best attacked from the bottom center of the
screen—as long as you avoid those pesky spiders.

A video gardener’s best friend is his DDT bomb.
Pierce it, and you earn an automatic 800 points. Better
yet, if you explode it at the right time, the vapor will
wipe out any bug it touches and triple the number of
points you would normally earn for zapping that bug.

the level at which you can start the next game. If you
score 85,000, for example, you can start your next game
at the 70,000-point level. You get a new blaster at
10,000- to 15,000-point increments, and if your bug
blasting is fast and accurate, you can score up in the

professional horiculturist range of 300,000 points or
more. Vicki Vorhees
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TO ORDER ATARI° GAMES & ACCESSORIES DIAL 1-800-TOY-CLUB

Are You Tired of Playing The Same Old Atari Games Or Buy One You Didn’t Like?
Tired of Your Local Toy Store Always Sold Out Of Your Favorite Games?
Tired Of Just Paying Too Much For Games & Accessories?

THEN JOIN THE ULTIMATE GAME CLUB

% SAVE UP TO 20% OFF EVERY ATARI GAME & ACCESSORY!
We Buy, Sell & Trade New & Used Atari , Sega & Nintendo Games. As A Member You Are Entitied To The Following:

1. We sell new and used video games at the lowest prices possible! 8. We offer Special Discount Prices on practically everything PLUS

2. We buy your used video games at the highest price possible! monthly specials, contests & prizes on top of that!

3. We provide prompt efficient service with a 100% satisfaction 9. We have a toll free hotline for all new memberships & orders 1-800-
guarantee! TOY CLUB (1-800-869-2582) 9 AM -9PM EST! For people in CT or

4. We test & clean all used games for maximum efficiency! Canada and any questions you may have dial 1-203-388-6366!

5. We provide the largest stock of any other mail order firm! 10. We accept MC, Visa, check or money order!

6. If we do not have the game you want in stock, we’ll reserve it for you 11. We’ll also give you a free Club Membership Packet & subscription
& ship it to you as soon as we get it. We”ll even reserve new titles to our quarterly Newsletter, Hot New Catalog plus details on up & com-
before they’re available! ing games, secret tips, & strategies.

7. For every 10 friends you get to join the club we’ll give you a video 12. You get all this for the low cost of $10! So Hurry! Membership is
game of your choice Free! That’s right FREE!. Membership & limited! Membership in Alaska/Hawaii $12.50, Canada $15, All other
quantities are limited. All games 1st come first serve. countries $20. Call for postage & handling charges.

The First 100 Members From This Ad Get a Free Prize With Membership Worth Up To $50.00. To join or order anything in this ad call 1-800-TOY-CLUB or
send check or money order to : Ultimate Game Club, 1491 Boston Post Road, Old Saybrook, CT 06475.

ATARI 2600 GAMES ATARI 2600 GAMES ATARI 7800 GAMES ATARI 7800 GAMES
TITLE WE BUY WE SELL WE SELL | TITLE WE BUY WE SELL WE SELL TITLE WE BUY WE SELL WE SELL | TITLE WE BUY WE SELL WE SELL
USED USED NEW USED USED NEW USED USED NEW USED USED NEW
Asteroids CALL FOR PRICE | Rampage 700 1699 2399 Ace of Aces CALL FOR PRICE | Real Sports Baseball CALL FOR PRICE
Basketball 8 " ¥ Real Sports Baseball CALL FOR PRICE Ball Blazer s " A Robotron 2084 '
m m " " " HHI SMB Boxm " " " Cﬁ'lﬂm " " " &m &luﬁ ?.m 1&_% 27_%
Bump ‘N’ Jump 300 899 2199 | RiverRaid 300 899 1999 Choplifters 5 Sea Hawk 200 899 1499
Centipede CALL FOR PRICE | River Raid Il 700 1699 2399 Commando ' Sea Hunt 200 899 1499
Commando 100 599 1799 | Robot Tank 100 599 1499 Crackled " . Spider Droid 200 799 1399
Commando 300 B899 1799 | Real Sports Football CALL FOR PRICE Crossbow » ¥ Summer Games CALL FOR PRICE
Crossbow CALL FOR PRICE | Real Sports Soccer ; " . Cruise Missle 300 999 1499 | SuperHuey #
Cruise Missle 300 899 1499 | Real Sports Tennis Dark Chambers CALL FOR PRICE | Super Skateboardin 10,00 2399 34.99
Crystal Castles CALL FOR PRICE | Real Sports Volleyball Deluxe Asteroids . 8 Tank Commando 700 1899 27.99
Dark Chambers ? " . Sea Hawk . y g Desert Falcon . " Title Mﬂ}__cqrm Wrestling g-% }g-gg gg-gg
David's Midnight Magic : » Sea Hunt 300 899 1499 Dig Dug : y lomcat F- : -
Defender Il " . 5 Secret Quest CALL FOR PRICE Donkey Kong Touchdown Football CALL FOR PRICE
Demon Attack 100 599 1599 | Skate Boardin' 300 899 1999 Donkey Kong Jr - » ? Tower Toppler
Desert Falcon CALL FOR PRICE | Solaris CALL FOR PRICE Double Dra 1000 2199 2999 | UFO 700 1899 27.99
Dig Dug 5 < ’ Space Invaders . 5 » F-18 Homet 1000 2299 2999 | Water Ski 700 1899 2799
Donkey Kong ’ . Space Shuttle 300 899 1999 Fight Night CALL FOR PRICE | Winter Games CALL FOR PRICE
Donkey Kong Jr. " ” » Spider Droid 200 B899 1299 Food Fight e » Xenophobe 1
Double Dragon 800 1899 2499 | Super Baseball CALL FOR PRICE Gala g Xevious
P A O T | et et ¢ - ¢ | | sk '
reeway 1. . : per ge Base mpossible Mission
Galaxian CALL FOR PRICE | Super Challenge Football Jinks : NEW TITLES AVAIL. WE BUY WE SELL WE SELL
Gravitar 0 ‘ y Super Football g - x Joust p ’ " ) USED USED  NEW
Glacier Patrol 100 599 1599 | Task Force 200 899 1299 Karate 200 899 1499 | Commando NOW CALL F PRI
Ghostbusters 600 1699 2399 Title Match Pro Wrestling 300 899 2399 Karateka CALL FOR PRICE Ikari Warriors NOW " " .
international Soccer 50 499 1799 Tomcat F-14 Fighter 700 1699 2399 Mario Bros. 4 . " Jinks AUG . ” .
Joust CALL FOR PRICE Vanguard CALL FOR PRICE Ms. Pac Man 4 0 = Mat Mania Challenge NOV "
Junior Pac Man g 0 i\ Venture 'y " < Night Of The Ninja 900 2099 2999 Mean 18 Ultimate Golf SEPT " ’ -
Jungle Hunt i : One-On-One Basketball CALL FOR PRICE Ninja Golf NOV . " - k
Kangaroo 5 " » NEW TITLES AVAIL. WE BUY WE SELL WE SELL Pete Rose Baseball 800 1999 2899 | Planet Smasher NOV " " "
Karate 1.00 599 1299 USED USED NEW Pyromania 700 1899 2799 | wWnite Water Madness  NOV
Kaboom 100 599 1599 lkari Warriors SEPT CALL FOR PRICE Rampage 9.00 2099 2999 Xenophobe AUG
Keystone Kapers 1.00 599 1599 Moto Rodeo NOV ) 4 ¢
Kung Fu Masters 600 1699 2399 | Off The Wall JULY
Kung :Iu guperkicks 500 1399 1333 Radar Lock SEPT
Lock ‘N’ Chase 125 399 18 Road Runner AUG
Mario Brothers CALL FOR PRICE | Street Fight SEPT ATARI XE GAMES ATARI XE GAMES
Millipede . . " White Water Madness  NOV TITLE WE BUY WE SELLWE SELL | TITLE WE BUY WE SELL WE SELL
Missle Commando 2 3 USED USED NEW USED USED NEW
Moon Patrol %y iy Ace of Aces CALL FOR PRICE Karateka " CALL FOR PRICE
Mousetrap 5 E Airball & " " Lode Runner . 4§ %
Ms. Pac Man 2 % t Archon Mario Bros.
Pete Rose Baseball 600 1699 2399 Ball Blazer Mean 18 Ultimate Golf
Phoenix CALL FOR PRICE Barmyard Blaster Millipede
Pitfall 1.00 599 1799 Battle Zone Moon Patrol
Pole Position CALL FOR PRICE Blue Max Nebulus
Q*Bert v 3 ; Centipede Necromancer
Quest For Quintana Roo 600 1599 2199 Chop Lifter One-On-One Basketball
Commando Real Sports Football
Crime Buster Real Sports Tennis
E : ﬁa; mh gpace Invaders
avids Midni '
ATARI ACCESSORIES Dark cm’;‘fm‘ e gtuar Raiders II
TITLE UST ClUB | Tme UsT CLuB Desert Falcon mmer Games
PRICE PRICE PRICE PRICE Donkey Kong Super Breakout
ALS. Atari Entertainment Center 2799 2299 Suncom Slik Stick 999 899 Donkey Kong Jr. Super Football
Holds system and 18 cart. Suncom Tac 2 1499 1099 Fight Night Shunder Fox
Atari 2600 Video Game.Syste CALL FOR PRICE| Suncom Tac 3 Joystick 1699 11.99 Final Legacy Tower Topple
Atari 7800 Video Game Syste CALL FOR PRICE| Suncom Tac 5 Joystick 1999 14.99 Food Fight Xenophobe
Atari AC Adapter (2600) CALL FOR PRICE| XE Matrix Printer CALL FOR PRICE Gato
Atari CX-52 5200 Joystick Controller CALL FOR PRICE| XE 5.25 Disc Drive CALL FOR PRICE Hard Ball
Atari Deluxe Joystick CALL FOR PRICE| XE Atari Game System CALL FOR PRICE Into the Eagle’s Nest NEW TITLES AVAIL
Atari Standard Joystick CALL FOR PRICE| Turbo Stick TS-8003 Joystick 1999 1499 Jinks Commando SEPT
Atari Paddle Controller CALL FOR PRICE| Turbo Stk. Wireless Remote 182 Plyr. 59.99 29.99 Joust Deflecter AUG
Atari Switch Box CALL FOR PRICE| Atari Port. Color Entertainment Sys. CALL FOR PRICE Jungle Hunt Midi Maze SEPT
Atari Trakball CALL FOR PRICE Super Football SEPT
Beeshu Hot Stuff 1299 1099 GAMES FOR THE PORTABLE Tower Toppler SEPT
Beeshu Ultimate 4999 39.99 ENTERTAINMENT SYSTEM
o Fown ik Wik ot 3038 5.3
merica ick Wireless . . 99 . . NF L ATINGET 7™ SRR PRI, ol t 205 S OON . UL R SR B s B B R 5o AT L e . F B 4
Happ Competition Pro Joystick #1000 699 599 | PlueLightning e e s
T s I e 11w e e CALL FOR PRICE Yes, | want to join The Ultimate Game Club
ey Joystick : The Gates of Zendocon CALL FOR PRICE
Harlz;l Video E%%n; Yglgm?%e m%anar 2798 2390 | SRS IRe Ay | S L e 1491 Boston Post Road, Old Saybrook, CT 06475
Kraft Ace Joystick 599 4. .
R E ety icadice 930 699 | WICO Black Max Joystick 1599 9.99 Name
Kraft Starmaster Joystick 600 599 | WICO Bat Handle Joystick 2599 19.99
Quick Shot QS-118F Wiremstr Contro.  17.99 1599 | WICO Ergostick Controller 2299 17.99
Quick Shot QS-101 Joystick 599 499 | WICO Three Way Joystick 2099 2299 |  Address
Couich St OE 11 TA oo O % | CALLUSIF YOU ARE LOOKING FOR OTHER ATARI
Quick Shot QS-131 Biogrip Joystick 999 899 GAME AND ACCESSORIES NOT ON THIS LIST. City State Zip
( ) M/C - VISA# Exp.
. Check Money Order Telephone:
© 1989 Ultimate Game Club. Atari "E', 809a® & Nintendo ® are trademarks of ( ') () y P
Atari, & Nintendo. Prices subject to change without notice. We are not Signature

responsible for typographical errors. A e e UL e A NS S e S Pl S I I N R LR R S M



Use this handy checklist to keep track of the games
Part 2 — Yyouhave and those you want to get. If a block is colored
Games of Other in, that means the game is available. Slip the list to your
mom or dad before your birthday or other special occa-

Manufacturers sion to make their shopping job much easier.
S 8 S g 2 g
E 2N g 2y : 2

- B g . , e , : : -
Distributed by Telegames By Absolute Entertainment Distributed by Activision

Adventures on GX-12 F-18 Hornet | Chopper _Coma_nd
_Iir Raid;rs i Kung-Fu Master Commando
3 Armor Ambush Pete Rose Baseball Double Dragon

Astroblast __Skateboardin’ Freeway

Bobby’s Cosmic Adven Super Skateboardin’ —_aostgustég :

Boge_y Blas';er | Title Match Pro Wrestling | Kaboom! e

Burgertime Tomcat F-14 Fighter (4) ey Jﬁystone Kapers

Bump ‘N’ Jump Kung-Fu Master

Deadly Discs TR

By Froggo Games

Dungeon Masters (4) | Rampage

Frogs and Flies - Cruise Missile L River Raid

Glacier Patrol Karate River Raid |

International Soccer - Night of the Ninja Robot Tank

Kung Fu Superkicks | | Pyromania @) Space Shuttle

Lock 'N Chase Scorpion Squa e (4) By TNT Games _

Night Stalker - Sea Hawk

Quest for Quintana Roo - I_ _ (4) | SeaHunt ii '___B—MX Air Master

Space Attack Spiderdriod B F R

Star Strike Tank Command S ' Means 7800 uses 2600

Super Challenge Baseball| | Task Force ~ version of game

Super Challenge Football} . | UFO (4) (1) Requires CX30 paddle controllers

Universal Chaos | Water Ski (4) Coming Soon

Errer, line 16
Errer, line 21 - error line 27
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T MU T L S s

AN ARMY OF MUTANT Y Ve T THINK
SEA CREATURES ARE | v lure . " THAT DOLPHIN
HEADED THIS WAY. VAT N 1S TRYING TO
[ N\YA COMMUNICATE
WlTH us I.’

|eUT X
CAN'T LEAVE
BETH ALONE IN
THE SUB.
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want to join the Atarian Club. Please rush my T-shirt,
patch, and membership card, and enter my subscription to Atarian
magazine.

Name
Address

Join the only club that's just for Atari owners. Your membership ¥ City — State ____ Zip
in the Atarian Club entitles you to an Atari T-shirt, cuStom-designed N8 [] Enclosed please find my check or money order for $15.

sew-on patch, and a Club -m_'ambe_rsihippgtd E'T Mo Yabit alzs s (it Bt
In addition, you will receive a one-year(ﬁl supscripionio . = = ¥ T S B (RO one) .
Atarian magazine, the only video games magazine de _ i ™ [ 1 My game system is (circle one). 2600 7800 XE ATARI

ly to Atarl games. Each Issue of Atarian IS PAGKES WILlESNENEESEIN ), o orite games: 1.

i di 3
views with game designers, and much more.

Atarian Club members also qualify for special dlscaunts
merchandise. L
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atch out for Abobo's d
toss you like a dinner salad.

The final showdown with the deadly
Shadow Boss. This sore loser eats guys
like you for breakfast.

Williams is a pure .400 hitter. Avoid his Tossing knives is one of Lopar’s favorite
lumber or he'll swat your melon into the little games. This is one pass you don't
cheap seats. want to catch.

e 2-player simultaneous action, just like

the arcade.
e The hottest martial arts moves, includin TO ORDER: See your retailer or call 1-800-227-6900.

skull-crushing punches, flying kicks, and Atari 2600 Item #KH-1898  $22.95
elbow smashes. Atari 7800: Item #KH-1899  $24.95

” - All phone orders are subject to additional shipping and
* The best-ever grap_h|cs and sound for handling charges. Orders shipped to CAand TX are

the Atari : subject to state sales taxes.




