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Incomplete, yes.
But it’s not just because
we're always bringing
out new stories in the
Infocom interactive fic-
tion collection. Nor s it
simply due to the fact
that with all the writing
and re-writing, honing
and perfecting that we
put into every one of
our stories, our work is
seemingly never done.
The real reason is: an
Infocom work of fiction

can never be complete until you

become a part of it.

You see, as hard as we work at
perfecting our stories, we always
leave out one essential element—
the main character. And that’s

where you enter in.

In CUTTHROATS™ the plot
involves a motley band of
hardbitten salts who get wind
of a shipwreck laden with
sunken treasure near the
remote island where you live.
In exchange for your diving
skills, they offer you a piece
of the action. Your challenge:
survive them, the perils of
the deep, and escape with
the treasure and your hife.
Good luck!

THE HITCHHIKER'S
GUIDE TO THE GALAXY™
by Douglas Adams is the
most mind-boggling story
we've ever published. In the
person of Arthur Dent, you'll
chortle as your planet 18
demolished. You'll yelp with
laughter as your life is
threatened by a galaxy of
horrors. Your sides will
positively split as you search
the universe for. .. well,
you'll find out. Maybe.

with surprising twists, unique
characters (many of whom
possess extraordinarily developed
personalities), and original, logical,
often hilarious puzzles. Communi-
cation is carried on in the same
way as it is in a novel—in prose.

W FOR SOMETHING
LETELY DIFFERENT!

In SUSPECT™ our newest
mystery thriller, you're a
reporter who gets the scoop
on the society event of the
year—the murder of a
Maryland Blue Blood at a

fancy costume ball. Great!
Except you're the prime
suspect. And if you can't
find the real killer, your
next by-line could be in the
obituaries.

you have hundreds, even
thousands of alternatives
at every step. In fact, an
Infocom interactive story
is roughly the length of

a short novel in content,
but because you're
actively engaged in the
plot, your adventure

can last for weeks and
months.

In other words, only
you can complete the
works of Infocom, Inc.
Because they're stories

that grow out of your imagination.

Find out what it’s like to get

inside a story. Get one from
Infocom. Because with Infocom'’s
interactive fiction, there’s room
for you on every disk.

And interaction is easy—you type
in full English sentences.

But there is this key differ-
ence between our tales and
conventional novels: Infocom’s
interactive fiction is active, not
passive. The course of events is
shaped by the actions you choose
to take. And you enjoy enormous
freedom in your choice of actions—

Once you've got Infocom’s
interactive fiction in your
compuiter, you experience
something akin to waking up
inside a novel. You find yourself
at the center of an exciting plot
that continually challenges you

INFOCOM

Infocom, Inc., 55 Wheeler Street, Cambridge, MA 02138

For your: Apple I, Atari, Commodore 64, CP/M8", DECmate,
DEC Ranbow, DEC RT-11, IBM PC* and PCjr, KAYPROII,
MS-DOS 2.0* NEC APC, NEC PC-8000, Osborne, Tandy 2000,
Tl Professional, T1 99/4A, TRS-80 Models 1 and 111,
*Use the IBM PC version jor your Compaq, and the MS-DOS 2.0
version for your Wang or Mindset.
CUTTHROATS and SUSPECT are trademarks of Infocom, Inc.
THE HITCHHIKER'S GUIDE TO THE GALAXY is a trademark
of Douglas Adams.
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This month, Michoel Brown dis-
covers the new generation of
text adventures in Mindwheel;
Ben Templin goes Below the
Root and lives to tell the tale;
Louise Kohl takes on Richard
Petty in Talladega and loses:
Randi Hacker takes over a
guitar factory in Make Millions;
Henry Jones’ grammar school
piano teacher furns up in Note
Speller; and Charles Ardai fries
to find Indiana Jones in the Lost
Kingdom. You’ll find these and
a lot more in our 14-page re-
view section — everything from
space fantosies to the | Ching.
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Are you a Great Strafegist like Eisenhower, Patton, or Montgomery?? Or could YOU have “Crusade in Europe: D-Day to the Battle of the Bulge™ and

done better?? Now you can find out by sfepping info the fhrill and exciternent of some “Decision in the Desert: North Africa 1940-1942" establish a new

of history’s greatestevents!! “Crusade in Europe” and “Decision in the Desert’, from standard of quality and playability in strategic simulation design. At

MicroProse, take you there — from D-Day, fo the “Battle of the Bulge”, to El Alamein. All the a suggested retail price of $39.95, they are an extraordinary

‘Command Series” products provide challenge and excitement in historically accurafe value as well!

and easy fo play strategic simulations. And, Best of All, you'll be in the thick of the action " i "

inminutes even if gu have never played a sirategic simulation before!! §§§;gg§ hon?:" D:g,ﬁ %E,Rﬂ iﬂ‘(’,ﬂ,lg’ {C‘,‘E‘E’;ﬁ?ggﬁﬁ%ﬁ Tpple
“Command Series” simulafions require bofh careful strategic thinking and fast Afari, and IBM computers. For more information on all / :

responses fo rapidly changing battiefield conditions. These simulafions occur in accel- MicroProse products call or wrife

erated real fime, with action taking place confinuously— just like real battles!! No slow ;

plodding action here!! These outstanding simulations feature colorful animated graphics, Experiencethe reality of

great sound effects, and a new, quick and easy-fo-use command system fo enfer commands these othergreatsimulations

using a joystick or the keyboard. “Command Series” simulations allow solo play from either from MicroProse:

side’s perspective or exciting direct competition befween two opposing Generals. The p— y : R

computer handies all the rules, provides play balancing, and even the ability fo change P _KENNEDY

sides in the middle of the game! Other features include multiple scenarios from a single (IGH"] APPR@ACH...

sereen mission fo an in-depth campaign using a fen-screen scrolling map, sfrategic . ; - s

maps, game save, and a unique “flashback” function.

MicrolP’rose Software .o,

The Action is Simulated — the Excitementis REAL!  301-667-1151

As closa to the Real Challenging and Exciting
Thrill of Fiying os You Air Combat from the
Can Handle!! Modem Electronic Cockpit!!

Commodore-64, Asari, IBM, ond Apple are registered trodemarks of Commodore Business Machines, Inc., Atari Inc., Infernationol Business Machines Inc., and Apple Computer Inc., respectively.
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Our Entertainment Philosophy

t was as if the The New

York Times finally dis-

covered something about
microcomputers that every-
one else already knew. In a
late winter story in its Living
section, the newspaper of re-
cord had an epiphany and
announced that people who
owned Apples and IBM PCs
used them for one of two
things: small business pur-
poses (word processing, data
base management, or
spreadsheet analysis, primar-
illy) or as an entertainment
device. The messages deliv-
ered by an errant press and
advertisers using scare tac-
tics were finally rejected: the
computer is not a necessity,
never will be. Thankfully,
most of us have forgotten all
the stuff spewed out on TV
by the Alan Aldas and Bill
Cosbys; to paraphrase all the
propaganda, if your child
doesn’t get a home com-
puter, he's going to be left
behind. The high-pressure
sales techniques of two and
three years ago didn't work.
You, the public, rejected the
Colecos, the Texas In-
struments, the Timexes, and
others.

The computer is merely a
tool — albeit a damn useful
one — to help you do work,
or a leisure time product with
fantastic potential. The inex-
pensive ones are simply
luxury, like a videocassette
recorder or a stereo. It's
going to be a long time, if not
forever, until a micro-
processor is going to be able
to mow the lawn and do your
windows. Sure, it can handle
a variety of mundane tasks;
cataloging the family recipes,
balancing the checkbook, and
collating your Rolodex. But
everybody knows that all
those mundane tasks are still
mundane, whether you per-
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form them electronically or
manually. And, of course, we
all know that it's faster to
check your balance, find out
the vet’s phone number, or
look up the ingredients for
chocolate souffle by hand.
Never was the hackneyed
IBM tease (*“It's Better
Manually’') more approp-
riate.

The story of the home
computer is not unlike other
electronic hype stories.
Teletext and Videotex, “in-
formation services” which
rely on over-the-air delivery,
have been terrific failures
thus far. The reason is sim-
ple. The purveyors sold them
as some kind of revolution.
The services weren't just
television and entertainment,
they said. They were more.
It would replace the news-
paper. All we had to do was
tune-in channels and check
vast data bases to get infor-
mation. But we're informa-
tion rich and knowledge poor.
We're told we have to have
heaps of facts while we disre-
gard the small truths. The
reality of the small truth is
that most of us still like leaf-
ing through newsprint with
our morning coffee, and we
probably will retain that tradi-
tion for years to come.

Home banking is another
story. It's something we
heartily recommend against.
The banks are now giving you
the privilege of making all
your electronic fund trans-
fers via computer and modem
in the privacy of your den.
For your good faith, they’re
only going to charge you $5 to
$15 a month for this “pri-
vilege.” In other words, what
the banks once did for free, is
now going to cost you. To
boot, you have to perform
the labor. The only way you
can let these financial institu-

tions know how you feel ab-
out their arrogance is in the
market place. You have tore-
ject them outright by with-
holding your business. Tell
them it's cheaper to use the
automated teller (still 24-
hour banking). Tell them
you'd rather use your compu-
ter to play Suspect and your
modem to catch up on Mega-
Wars. Bankers, obviously,
haven't yet discovered the
cruel realities that Coleco,
Timex, and TI did in such a
painful, expensive way.

So rather than toss your
computer out as a disappoint-
ing labor-saving device, let’s
get some perspective on
what it does that's fun. Our
magazine has sponsored the
“Arky” Awards for the past
three years. It was like the
Oscars for the arcade indus-
try. In 1982, the media
thought it was the hottest
story in gaming. Program-
mable videogames were en-
joying big sales, and compu-
ter entertainment was just
going through its infancy.
Now people would rather play
Zork and Ultima than Tem-
pest and Centipede. We're
adapting to the new forces of
business nature. We're going
to bring you the latest, most
authoritative reporting on all
kinds of electronic entertain-
ment.

We've long since stopped
focusing on what the home
computer is not yet good at.
For now, we'll have to settle
for mind-teasing adventures,
cockpit-real flight simulators,
near-master level chess
programs, and so on. In The
Times piece, Trip Hawkins,
the president of Electronic
Arts, said, “the primary use
for home computers is still
entertainment.” We couldn’t
agree more with Trip.

—The Editors
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QUESTRON A role-playing game so spell-binding, it suspends reality and conjures up
an enchanted world whose only hope against the forces of evil is you.

GEMSTONE WARRIOR® A lightning-fast action strategy game that will leave you breathless
with excitement as it takes you through the labyrinths of the Nethenworld on a noble quest.

Open them up and step through the gateway to your fantasies come true.
At your local computer/software or game store today.

GEMSTONE WARRIOR™ is available on 48K diskette
for APPLE®11 with Applesoft ROM, Apple 11+, lle,
and lic ($34.95).

Also on 64K diskette for COMMODORE 64~ ($34.95).

QUESTRON" is available on 48K diskette for APPLEII

with Applesoft ROM, Apple 114, lle, and lic ($49.95),
On 40K diskette for ATARI® home computers ($49.95).

On 64K diskette for COMMODORE 64~ ($39.95).

©1985 by STRATEGIC SIMULATIONS, INC. Al rights reserved.

If there are no convenient stores near you, VISA & M/C holders To order by mail, send your check to: STRATEGIC SIMULATIONS INC,
In 883 Stierlin Road, Bldg. A-200, Mountain View, CA 94043, (California
residents, add 7% sales tax.) All our games carry a “14-day satisfaction

can order direct by calling 800-227-1617, ext. 335 (toll free).
California, 800-772-3545, ext. 335, Please specify computer format
or your money back” quarantee.

and add $2.00 for shipping and handling.
WRITE FOR A FREE COLOR CATALOG OF ALL OUR GAMES.

APPLE, ATARI and COMMODORE 64 are trademarks of Apple Computer, Inc., Atari, Inc, and Commodore Electronics, Lid., respectively.
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Notes from the Neighborhood

CAFE L.A.

Having neither technical
or broadcast experience,
Michael and Ellen Walker
weren't quite sure what
they were getting into
when they conceived “The
Famous Computer Cafe,” a
half-hour radio magazine
featuring decidedly low-tech
information for computer
NOVIiCes, Over a vear ago.

“l had worked with com-
puters,” Ellen explains,
“but Michael didn't have
the faintest idea what to do
with them."” With the
hunch that there “must be
a lot of people who feel the
same way as | do,”
Michael proposed a half-
hour show to KFOX-FM.
To his complete astonish-
ment, the station offered
them airtime the following
week. Eleven months later
(in March), the National
Public Radio (NPR) net-
work began syndicating the
show. “The Famous Com-
puter Cafe” now eats up an
hour of NPR airtime each
week.

The Cafe's menu ranges
from meaty philosophical
discussions about the effect
computers are having on
society’s mores to prime-
cut interviews with such di-
verse personalities as Bill
Gates, Edwin Moses, Her-
bie Hancock and Timothy
Leary. A highlight of the
show is the live, call-in
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| segment where listeners
| share their troubles with
“Doctor Disk.”

The show uses a cafe
backdrop—people chat-
ting, dishes rattling—as a
way to relax the listener.
Meanwhile, in the fore-
ground, the Walkers and
executive producer Andrew
Velcoff boot around issues

The Computer Cafe's chefs Michael and Ellen Walker and Andrew
Velcoff (sitting) prepare low-tech meals for NPR listeners.

and information without
getting too technical. “We
operate this thing from dis-
covery,” says Michael.
“We're consumers, too.”

A radio jock at heart
(though his background is
in marketing), Walker has
less-than-modest aspira-
tions. “I'd like to be con-
sidered the Dick Clark of
the Information Age,” he
says.

The Walkers and Velcoff
are about to launch a two-
minute “info-mercial” on
the CBS Radio Network.
Called “On-Line America,”
the spot will try to answer
the question, “But why do
I need a personal comput-
er?” Sounds like more fast
food for the Information

' VIDEOWORKS
WONDERS

From the people who
brought you MusicWorks
comes VideoWorks for the
Macintosh — a 24-channel
movie-maker that can be
used to create cartoons as
well as slide shows for
business presentations.
This $100 package — de-
veloped by MacroMind for
Hayden Software — comes
with three disks and can be
used in tandem with Music-
Works, MacVision and
other drawing programs.

Two of the disks provide
examples and contain the
system while the third in-
cludes an assortment of
backgrounds, clip-art ob-
jects and CheapPaint, a
utility similar to MacPaint.
MacroMind's Marc Canter
says that VideoWorks fea-
tures real-time recording
and frame animation, a
notational system, copy and
flip-book capabilities, and
can store up to a 30-minute
presentation. You can also
use it with MusicWorks, to
write a simple, two-voice
melody to go along with
your slide show or cartoon.

With VideoWorks and
MusicWorks now hoth
available, MacroMind has
decided to shelve its plans
to design SoundVision, an
animation-music package,
for the Mac. (It is planned
for the Amiga once that
computer comes out.) Can-
ter also told us that Music-
Works has been enhanced:
all new disks will allow you
to make better printouts,
and feature an overview
window which lets you see
32 bars at once with, best
of all, a scratch bar, “It’s a
digital editing effect,” Can-
ter says. “It lets vou drag
the music — you know,
like Herbie Hancock or
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“

Arthur Baker.”

“Hip-hop” on the Macin-
tosh? Wait until the kids in
The Bronx hear about this.

WEAR WARE

Will MacWonders ever
cease? Meet Jackie Shapiro
— she’s a fashion designer
who has adapted MacDraw
and MacPaint to produce a
computer-generated line of
clothing, called Garb. Her
collection of interchange-
able print and solid sepa-
rates are available at Henri

Bendel's and Fiorucci’s in
New York.

“Using the Mac,” she
says, “lets me investigate
every possibility to find the
optimum solution for a gar-
ment."” Shapiro mixes and
matches thousands of com-
binations — shapes, pat-
terns, silhouettes and body
tyvpes are all stored on
customized files — until
she’s happy with a particu-
lar design. Stored in the
shape file, for instance, are
collars, pockets and cuffs in
a variety of styles.

Shapiro’s hands may be
on the keyboard, but her
tongue seems planted in
her cheek as she describes
Garb as a “generic aesthe-

l
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Two of Jackie Shapiro’s “Computer-Generated” MacFashions.

tic, a fashion-forward
sportswear company for
the '80s." Garb labels sim-
ply read "PANTS,"
“SKIRT” and “TOP” (in
small letters, they also say,
“COMPUTER GENER-
ATED"); the clothes cost
from $30 to $100. For
more information, call:
(212) 355-1276.

MICROPRICES

Two new Micro Fun ti-
tles, Station Five and Short
Crreutt, can be yours for

the low, low price of $20
each, the company has an-
nounced. Both are arcade-
type games that challenge
you to save the world from
nuclear destruction.
Datasoft has also come
up with a unique plan: Be-
ginning February 1, all new
packages of Pac-Man, Dig
Dug, Pole Position, Bruce
Lee and Letter Wizard disks
can be used on either the
C-64 or Atari computers.
Both programs are written
onto the same disk. Zax-
xon, the company’s hottest
title, will continue to be
packaged separately: one
for Atari owners, one for
Apple 11 series owners.
Datasoft has sold more

than 300,000 Zaxxon's
since acquiring the license
in 1982,

SIMULATING
FUTURES

Jim Nelson manages the
futures service center at
Shearson/Lehman Broth-
ers. He remembers how
difficult it was at first to
absorb everything he
needed to know about fu-
tures markets. In fact, be-
fore he really understood
the intricacies of the Com-
modity Exchange (Comex)
in New York, trading op-
tions and futures on pre-
cious metals had a way of
putting him to sleep.

Now Nelson, who de-
scribes himself as a “com-
puter idiot,” is losing sleep
over Comex — The Game,
a computer simulation that
was intended as a training
tool for novice traders, but
has become an un-
derground hit on Wall
Street. Already, 2000 cop-
ies (for IBM computers)
have been sold. The Apple
version is slated for a June
release.

You begin with $25,000
and play for either 100
days, 50 moves or until
your cash dries up. Actual
Comex prices, based on
the exchange’s 10-year his-
tory, are written into the
program. Enter the date,
the current gold and silver
prices and the interest
rate, and automatically a
180-day price table is cre-
ated. Consult the futures
history graph or check the
latest prices, then select
the “point-of-view” menu,
which runs the gamut from
“strongly bullish” to
“strongly bearish,” with
“stable” and “volatile” in
between. At this point, you
decide on your strategy.

E

COMEX—THE GAME

So effective is Comex —
The Game that the ex-
change offers workshops
where teams play against
each other. The workshops’
goal, according to Comex’s
Jennie Hirshey, is to teach
the complexities of buying
and selling commodities in
a risk-free environment. As
an added incentive, each
plaver on the winning
teams walks away with his
own Comex game. And for
those of you who are will-
ing to spend $69.95, the
futures can be yours.

WHERE’S
THE BUCKS?

Synapse Software Presi-
dent Jon Loveless came to
town recently to show off
his company's first
“electronic novel,” Mind-
wheel, talk about The
Wizard of Wall Street, a
stock-market simulation the
company has just released,
and generally offer his opin-
ion on a variety of sub-
jects. We were especially
curious to know whether
Synapse would be support-
ing Atani's line of ST com-
puters (aka, “Jackintosh”).

“We're going to wait and
see,” said Loveless. “Just
like we did with the [Com-
modore] 64. I'm skeptical
about those machines. No-
body's really seen them
yet, except at the Electron-
ics show [in January]; |
don’t know how far along

Computer Entertoinment 9
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they are in development.”

Atari’s chairman Jack
Tramiel told an audience of
software publishers at the
show that Atari would be
advancing money to com-
panies interested in de-
veloping software for the
ST line. But, according to
Loveless, Atari “hasn’t
been running around doling
out checks. We're in-
terested and excited about
the STs, but without finan-
cial assistance from Atan
we can't take the chance.”
Will the STs succeed? “If
Atari comes close to get-
ting them out at the prices
they've said [$400 for the
130, $600 for the 520],
they'll do very well,” he
predicted.

Loveless added that Syn-
apse, which is now a sub-
sidiary of Broderbund, is
“developing software for a
state-of-the-art 68000
[chip] graphics machine,”
but wouldn't say which
computer that 1s. When
asked if the name starts
and ends with an “A” and
has something to do with
Commodore, he politely
answered, “No comment.”

DELETE FILE

American Playvhouse's
production of the John Var-

10 Computer Entertainment

ley short story, “Over- \
drawn at the Memory '
Bank” wasn’t worth saving.
Loaded with computer

cliches and poor graphic
effects, it should be en-

tered into some Hall of

Fame as one of the worst
teleplays ever.

Executive producer
David Loxton describes it
as a “thinking man's
TRON." The main char-
acter, Aram Fingal (played
by a confused Raul Julia),
works for a data processing
company sometime in the |
future. Fingal has been
making a habit of hacking
his way into a restricted
file that contains old
movies; one day he's
caught (watching Casablan-
ca), and is sent off for
punishment. But a mix-up
occurs: his mind becomes
trapped inside the com-
pany’'s master computer
and his body disappears.

Suddenly, Fingal has
great powers. In what Lox-
ton calls an “inspired inven-
tion,” screenwriter Corinne
Jacker created a “Casablan-
ca motif that lets Fingal ex-
perience first-hand his
cinematic dreams and
fantasies.” A cheap imita- |
tion of Rick's Bar becomes
the backdrop for the
climactic showdown be-
tween Sidney Greenstreet

Notes from the Neighborhood

and Peter Lorre look-a-

likes and Julia’s unconvinc-
ing Bogie. (What are they
doing at Rick’s?) Fingal

gets the girl (Apollonia, the
techie who rescues him

from the computer) in a

finish that was intended to

be mind-bending, but is
absolutely awful. These 1
effects make Mr. Clean ‘
look space-age.

Loxton admits that
“Overdrawn’ was com- ‘
pleted more than a year
ago, and was supposed to
be aired on Showtime be-
fore PBS picked it up. He
took liberties with Varley's
story, which didn't include
the Casablanca motif, be-
cause “we needed to ex-
ternalize the conflict, the
battle inside Fingal's brain.
In the story it was too ex-
istential. We had to visual-
ize his thinking process.
This is what we came up
with."”

Varley declined Loxton's
request to write the
screenplay. Next time he'll
know better.

APPLE &
ORANGES

“Relaxed is the last
adjective I'd use to de-
scribe Apple.” So says au-
thor Mike Moritz, who pro-

filed the company in his
book, The Little Kingdom:
The Private Story of Apple
Computer. “People still
think of Apple as a flakey
start-up. There's nothing
flakey about Apple.”

Moritz started working
on the book in 1983 while
he was a reporter at Time.
Halfway through the re-
search, Apple chairman
Steve Jobs cut Moritz's ac-
cess to the company.
“Remember the ‘Machine of
the Year’ cover story we
did?” Moritz asks, referring
to Time's tribute to the
computer that year. “I co-
wrote the story. Jobs didn’t
like what was written about
him in it and decided that
he couldn’t trust me to
present a balanced portrait
of Apple.”

You'd hardly know from
reading the book that
Monitz was restricted by
Jobs. In one boardroom
scene, he reveals Jobs as a
publicity-hungry executive,
seeking maximum coverage
for the yet-to-be-released
Macintosh. “What we need
is a cover of Time or News-
week,” Jobs told his publici-
ty staff. “[ can see the
cover as a shot of the
whole Mac team. They'll
really go for that. ‘New
computers from hi-tech
kids' and all that. Then we
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could do with an hour-long
TV special with (Dick)
Cavett interviewing Burell
(Smith) and Andy (Hertzfeld
— both members of the
Mac team). Once it starts
to happen, it snowballs. I
can see People magazine .
coming down and putting
Andy on the cover. We can
create a mini-fame for each
of these people. It'll be a
gas."

About Jobs, Moritz says:
“He’s the dynamo and
spark behind Apple. His en-
ergy, incredible ambition
and drive for perfection has
got the company to where
it is. He's a remarkably
curious creature.” But
about Apple, he reports:
“It’s kind of spooky. I just
don’t care for the evangeli-

cal computer fervor that ex-

ists there; people marching
in lockstep for a cause al-
ways makes me uncomfort-
able. It's easy to be de-
ceived by superficial

Author Mike Moritz

appearances in Silicon Val-
ley — the jeans, the short-
sleeves, the open collars,
the unnumbered parking
spaces. Believe me, Apple
is not laid back. People
work as hard there as at
any other Fortune 500
corporation.”

“I still believe [ wrote a
balanced portrait of Apple,”

Moritz contends. “That was |

always my intent.” He only
wishes the flakey Jobs
would have allowed him to
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Entech’s Ray Souler (left) makes no “Bones” about it.

| complete his research. |

“Had he cooperated, it
would have been a better
book.”

NOTED

He's played with
Motown groups and singer
Rick James. He has his
own band called Tarxanne.
He's from Buffalo, and re-
cently was awarded $1000
by EnTech for composing
the best computer song
(“Melting Pot™) using the
company’s Studio 64 pro-
gram and a Commodore
64. Meet Louis “Bones”
Harris — drummer, bass
player and keyboard whiz,
especially when he gets his
hands on the 64.

Actually, Bones used a
musical keyboard to write
the song, conceding that
it’s “a lot less limiting than
typing on the computer.”
EnTech has promised to
distribute copies of Harris'
number to radio stations
around the country. The
company also said it would
be releasing Lead Sheet !
Writer, a music printer, in
the near future. “That's
something all computer
musicians are waiting for,”
Bones remarked.

On another musical note,
the breakdance group that |
helped develop Creative

| new line of robot-like prod-
ucts. Already receiving
attention are the Petsters
or “electronic stuffed an-
imals.” A Catster, for in-
stance, meows when it's
stuck m a corner, purrs
when it's petted, doesn't
lick or scratch or require a
litter box and eats only
batteries. Microprocessor-
based, the Catster and
Dogster can perform up to
250 functions; both have
furry coats, are light-
activated and respond
when called. Never one to
eschew hyperbole, Bush-
nell has already predicted
that the $100 Petsters will,
in many cases, replace
household pets. “We've
been able to capture 80
percent of the functions of
pets,” says Atari’s founder
and the current Axlon
president.

Axlon recently in-
troduced several other
robotic products, including
A.G. Bear (for Alexander
Graham), an electronic ted-
dy bear, and Andy the Per-
sonality Robot, which
can be programmed when
connected to Atari XL and
Apple Il computers or the
Commodore 64. Andy will

Software's Break Street
game, The DeRoxy Crew,
took first place in “Break
'84"” — Seattle’s break-
dance showdown. The six-
member group won a trip
to New York, where they
probably learned enough
new moves to warrant ‘
“Break Street I1.”

ROBOTS
‘R'US

You may already have .
met Sammy Sands at your
local piano bar. He works
the “Gadget circuit,” mak-
ing stops in cities from Den-
ver to Tampa Bay. The
Sandman is best known for
his unique brand of high-
tech schmaltz—you see,
Sammy'’s a robot. ‘

Robots seem to be pop-
ping up everywhere these
days — in restaurants (like
Gadgets), in factories, and, |
of course, in people’s
homes. “Eventually, per-
sonal robots will make per-
sonal computers look silly,”
says Mike Higgins, editor
of Personal Robotics
News. “But, right now,
they're nothing more than
electronic pets.”

Apparently this hasn't
escaped Nolan Bushnell,
who has resurfaced with a
new company, Axlon, and a

Hubotics' Nadie,
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sell for around $120.

Robots may be getting
cheaper, but they’re not
getting much smarter, says
Mike Higgns. “Until they
are equipped with actual
computers inside of them,
they’ll just continue to be
gadgets.” Hubotics’s $3500
Hubot is the exception to
Higgins's argument: it has
a built-in CPM-compatible
64K computer, disk drive
and 12-inch monitor.

Hubot is definitely catch-
ing on. PBS's New Tech
Times series is giving away
a Hubot to a viewer who
best explains why he would
like to adopt the 45-inch
tall robot. And Hubot is
appearing as a character on
the NBC series, Berren-
ger's. His name? Rodney.

PLAYING
FAIR

The “equity gap” is an
issue educators have been
wrestling with ever since
computers enrolled in
school programs. As would
be expected, wealthier
school districts can afford
more and better comput-
ers, while middle- and low-
income districts have to
settle for less or often no
computers at all. This was
one of the issues discussed
at a recent conference,
“The Education Uses of
Microcomputers,” spon-
sored by the Bank Street
College in New York.

Toni Stone, executive di-
rector and founder of Play-
ing to Win, which primarily
operates a non-profit com-
puter center located in
Harlem, addressed the
equity issue in the “Money
and Micros” session. “I
think we have an enormous
problem,” she told a group
of educators. “If kids don’t
learn how to use comput-
ers now, they’ll be handi-
capped for the rest of their
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Playing to Win's Toni Stone (pointing) calls the computer equity-gap “an enormous problem.”

education and lose out on
countless employment
opportunities. Even if they
go back to school, like I
did, they will still have lost
so much time. We have to
make people aware of how
important this is.”

Stone practices what she
preaches. The Harlem
computer center offers the
community access to com-
puters it would otherwise
not have, for a price it can
afford to pay ($2.50/hour/
computer). In addition,
Playing to Win, which is
dedicated to promoting
computer use among
minorities, inmates, ju-
venile delinquents and
“other people who are
socially handicapped,” has
ongoing programs with the
Fortune Society and the
Spofford Juvenile Center in
The Bronx and has just be
gun to work with ambula
tory patients at Metropoli-
tan Hospital.

One school district in
Houston has adopted Play-
ing to Win's principles and
is offering a variety of pro-
grams, such as Computers
Can, an after-school train-

ing center, and Tech-
mobile, a classroom-on-
wheels that makes stops at
district schools. Similar to
Computers Can is the
Computer Connection, an
access program for minor-
ity school districts in
Alameda County, CA. And
Atlanta is getting into the
equity act with Project
Micro, a program that the
Southern Coalition for Edu-
cational Equity hopes will
spread to other states.
According to Stone, the
“greatest inequity area” is
rural America. She's had a
dream of renovating a
Greyhound bus, stocking it
with computers and taking
her show on the road — to
Indian reservations and
Appalachian hamlets. “My

kids don’t want me to do it, |

because ['d be away,” says
Stone, “but I have this im-
age of myself as the ‘com-
puter lady.’ The bus would
be a rolling Computerland.
It would certainly get a lot
of publicity.”

If it’s for the computer
equity cause, then you can
bet Toni Stone’s wheels
will always be turning.

INFOMART’'S
FAME GAME

Quick: who were the
seven original inductees to
Infomart’s Information Pro-
cessing Hall of Fame? Give
up? Here's a hint: One is
currently a senator from
New Jersey. If you guess-
ed Bill Bradley, you're
thinking of the wrong Hall
of Fame. The answer is
Frank Lautenberg. His
claim to fame? The senator
founded the first worldwide
computer service company,
Automatic Data Process
(ADP).

Okay, trivia hackers,
who invented the inte
grated circuit? And which
pair of doctors are credited
with developing the first
mainframe, the ENIACY
Know who wrols

COBOL? Or who in commiel
ered the father of hgh end,
plug-compatible Compuiters
chl named sy aiter
himsell? Finall ey WAR
a Dr. von New v
wrote the bhool Dbl y
numbers s frst
name Ot rhyi ot
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An entire line of the most challenging, most
exciting, most rewarding adventures ever
created. Adventures that put you right in the
center of action —and completely in command.
Only Telarium gives you programs like
Fahrenheit 451, Ray Bradbury's timeless
masterpiece about one man's courage to defy a
book-burning, repressive state. Only Telarium
combines aline of classic fiction with state- of
the-artinteractive fea- ¢ "
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Available for the Commodore 64, [BM*
PC/PGr, Apple® II series and Macintosh™

Introducing f tures — features like
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The answers: Jack St.
Clair Kilby, Drs. John
Mauchly and J. Presper
Eckert, Commodore Grace
Hopper, Gene Amdahl and
John (bet you guessed
Don). If you got all seven
questions right, treat your-
self to a trip to Dallas’ In-
fomart, the information
processing complex that
opened to a throng of
25,000 visitors in January.
This 1.5 million square-foot
facility, which is modeled
after London’s legendary
Crystal Palace (built in
1851 for the World's Fair),
houses 225 computer, soft-
ware, peripheral and tele-
communications companies.

The Hall of Fame will
announce its next round of
inductees early in 1986.
Any suggestions?

MORE HINTS

I —e e TS

You thought you were
pretty good when you
slipped by and outsmarted
the Bungeling guards in
Lode Runner, so you went
out and bought Champion-
ship Load Runner. Now
you're stuck on the 17th
level — and you've got 33
more to go, wise guy.
Broderbund figured you'd
run into some problems, so
they're selling a “hint
book” that supposedly
“provides hints, not abso-
lute solutions,” and in-

Lode Rumler

Hmt Bmm
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WHERE IN THE WORLD IS CARMEN SANDIEGO? (BRODERBUND)

cludes complete diagrams
of every screen. It'll cost
you $9.95.

To figure out Where in
the World 1Is Carmen San-
diego? — another new
Broderbund game — you'll
need the 1985 World
Almanac and Book of Facts
right by your computer.
You see, Sandiego is an in-
ternational thief who you'll
be trying to track down
when this mystery/

| geography program comes

out this spring. Many of
the clues about Sandiego
and his nine other partners
in crime are cleverly hid-
den in the Almanac, which
comes with the disk.

This 1s the second re
lease in Broderbund's “Ex
plorations” series. Welcon
Aboard, featuring The
Muppets, was the first.

SHOWTIME

Apple is taking the
Macintosh on the road
First stop in the MacWorld
Expo was San Francisco in
February; before 1985 is
history, the Expo will
touch down in Boston at
the Bayside Center (Au
gust 21-23) and Dallas at
Market Hall (October 17-

19). About 100 exhibitors
are expected to participate
at each stop. Call (617)
329-7466 for more informa-
tion.

The last weekend of
April (25-28) is reserved
for CompuShows, both in
New York at the Nassau
Coliseum (Long Island,
NY) and in Virginia Beach
at the Pavilion. The
Maryland-based Compu-
Shows travels from state
to state (shows in Balti-
more and Philadelphia have
already been held this
year), demonstrating new
office and home computer

hardware and software,
For information on these
shows as well as others

scheduled for later this
vear (Tampa, Washington
D.C., Atlanta, Denver and
St. Paul), call (800) 368-
2066

The videotex industry
will be celebrating its fifth
anniversary when the ma-
jor participants in this
budding field meet from
June 24-26 at Videotex '85
in New York. Call: (212)
279-8890.

Another growing field,
computer graphics, will be
the focus of three con-
ferences. The National
Computer Graphics Asso-
ciation’s annual expo will

take place from Apnl 14-18
in Dallas at the Convention
Center. The main event of
the expo 1s expected to be
the debut of Lucasfilm’s
The Adventures of Andre
and Wally B., a film short
which demonstrates “com-
puter synthesized motion
blurred animation,” as a
part of the VideoGala on
the 16th.

The two other NCGA
conferences — Computer
Graphics '85, West and
East — will be held in Los
Angeles at the Convention
Center (June 25-27) and in
Boston at the Bayside Cen-
ter (August 13-15), respec-
tively. For additional in-
formation, call: (703) 698-
9600.

CONSTRUCTIVE
CONTEST

Electronic Arts is
sponsoring a contest
for Adventure Construc-
tion Set gamemakers.
Three graphic-text
adventures will be
selected from the
entries and awarded
prizes of $1000 each.
EA also plans to take
the winners’ designs,
plus another 15 to 20
“honorable mention”
programs, and release
a selection of them on
disks that will be
available to registered
ACS owners only. Each
disk will sell for less
than $10.

“The idea,”
Bing Gordon, "is to
create your own gaimes
and then trade them on
our disks SO VOu can
play somebody elu
game. This will ba
sically be a Af
User's Group, with
the only diffe
being vou | T
chance to | i

A's

says B
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It’s a situation every guy has faced. There she is.
The perfect woman. Or close enough. The problem:
How to insert yourself into her psyche. The solution:
Mind Prober"It’s an ingenious software program
from the Human Edge™ that lets you know what
makes a person tick. And that’s a tremendous advan-
tage in figuring out how to get what you want from
someone. Anyone. In a business situation. Or a per-
sonal situation. Mind Prober. It delivers the goods.
What you do with them 1s up to you.

Available at fine computer and retail
stores everywhere. Call 1-800-824-7325
(outside California 1-800-624-5227) for
more information or the location of the
neaf)eslt{ 1retaut'lller.Ml A Sy

ick up the Mind Prober today. pobeds.
who knows who'll you pick up tomorrow. —

Mind Prober is another practical expert systems
program from the Human Epdge Software Corp.

Software That Lets You Read People Like A Book.

IBM Apple Macintosh Commodore
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Domestic and Foreign Correspondence

CONFESSIONS
OF A MONSTER

I want you to realize that not all of
your readers are teenaged arcade
freaks... There is at least one 30-year-
old, highly educated, specially trained,
real-life warrior arcade freak who sub-
scribes also. Allow me to introduce
myself. I'm Harry Molyneux (rhymes
with “Waterloo”), but everyone calls
me Monster (my tactical call sign).
I've been a Naval Flight Officer in the
E-2C Hawkeye, the Navy's Airborne
Early Warning aircraft, and let me tell
you, that's the World's Ultimate Video
Game! Right now, I'm attending the
Naval Test Pilot School in Pax River,
Maryland.

I'm mad as hell about software pira-

cy, a real blight on the industry. Your
repeated condemnation of it and the
excellent articles in the March issue
deserve praise. | would like to offer
my idea for a solution: cartridges.
How many 2600 games were ever
duped by teenagers and given out to
user groups? True, cartridges can be
downloaded onto a diskette, and right
now you can’t put as much on a chip
for as small a cost as you can on a
floppy, but technology is closing the
gap. 1 seriously believe that if the in-
dustry concentrated on building com-
puters with cartridge capability (like
the IBM PCjr), and if the software
manufacturers did more with this for-
mat, the incidence of piracy would di-
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minish significantly. It should be possi-
ble to lock out the DOS from a car-
tridge to make it very difficult to dupli-
cate.

The other thing I wanted to share
was my discovery of a quirk on the
Microsoft Flight Simulator. 1 noticed
that the coordinates for Europe in
1917 were actually somewhere South-
east of the Seattle area grid coord-
inates listed in the instruction manual.
Naturally I thought, “Gee, what would
happen if I flew my WWI attack fighter
into Seattle and strafed the Space
Needle?"

So I climbed out, retarded the
throttles to save gas, and headed out
the Northwest corner of the area at
9000 feet. Switching to an over-the-
rudder view, | watched the mountains

shrinking behind, when suddenly they
vanished. A lone aircraft appeared, on
the friendly side of the river. Without
provocation, he attempted to kill me,
so | wasted him. Then I noticed some
thing really bizarre. The airfields were
missing! 1 discovered a chain of these
phantom areas, each with a single fight
er protecting it, and no place to land
and get gas. | flamed out before see-
ing Seattle, and still don’t know if such
a voyage 1s possible.

If you really want to impress some-
one with your battle prowess, try this:
Land in hostile territory, declare war,
and shoot the enemy planes as they
taxi towards you. Their fighter algo-
rithm always seeks to put them at or

below your altitude, so if you land,
they will too, and taxi right into your
sights. After picking off all six of
them, vou're free to fly low and slow
over the high point value targets with-
out harassment, dealing out death
and destruction from above.,
Monster

Tatuxent River, MD
Ed: Thanks for the hints. All of us
here are glad you're a friend — we
wouldn't want to be your enemy! Look-
ing around our offices we can fell there
are plenty of over-30 software fans.
You'll find owr magazine reflecting this
more and move over the coming
months.

NEWS FROM
THE EDGE

[ have just had a call from a reader
of your magazine who lives in the L.A.
area, who was trying desperately to
get hold of a copy of our game, Quo
Vadis. He mentioned that your offices
did not seem to have an address for
us in the U.S. Please ask readers to
contact us at:

The Edge
Colby
1710 Calle de los Alamos
San Clemente, CA 92672
Both of our current games (Quo Vadis
and Firequest) sell for $29.95 and are
available on disk in the U.S. only.
Dr. T. Langdell
The Edge

NOBODY’S
PERFECT

| would like to thank you for the
great mention you gave our product,
the FingerPrint Interface Card (“New
Products,” EG, Feb.). I do, however,

have a few corrections [ would like to
make.

First, the FingerPrint is not a “soft-
ware driven unit.” It is, in fact, i
dependent of software. Whether lo
text- or arcade-style entertaimment
FingerPrint can freeze the action and
produce hard copy at an oven
if your software lacks [ o,

Second, you mention [
FingerPrint plugs into « i it
1. Our card can be plu iy

slot, and function perfe
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Looking for Computer Entertainment?
If you have trouble finding COMPUTER ENTERTAINMENT at your local news-
stand or want to know where to send a friend to pick up a copy, the following will
help. It's a list of retail stores across the country that carry COMPUTER ENTER-
TAINMENT every month.
a o]
ALABAMA Video Rangers Inc.. Morton Grove

Video Box Office, Birmingham

ALASKA
Byte Store, Juneau

ARIZONA
CG Appliance TV & Video, Casa Grande
Hollywood Connection, Phoenix

ARKANSAS
National Video #04001, North Little Rock
Pine Bluff Video, Pine Bluft

|
|

CAUFORNIA

Video Station. Alameda

Video Cross Roads, Anaheim

C & W Vigeo, Carmarillo

Video Connection, Citrus His.

Video Station, El Monte

The Works. Eureka

Coast Video. Fountain Valley

Video Station, Fremont

video To Go, Gardena

Hip Pocket Book Store, Garden Grove
Happy Home Merchandiser. Granada Hills
Picture Show, Huntington Beach
Video Station. Laguna Hills

Back Stage Video, Long Beach

KK Sight & Sound, Los Angeles
Pirates Cove, Monterey Park

20th Century Video, Newark

Video Pius. Novato

Electronic Games, Orange

Sound Machine, Orange

Software Central, Pasadena

In Home Video. Riverside

Video Station, Rowland Hts.

Jideo Games N Gadgets. Sacramento
Jideoland, San Francisco

Games Gags Gifts, Tahoe City

Video Etc., West Covina

COLORADO

Sweet's Tapes & Records, Aruada
American Home Theater, Colorado Springs
Guys N Dolls Video, Denver

Program Store #7806, Littleton

CONNECTICUT

Video Connection. Bridgeport
Video Studio Il, East Winsor
Video Connection, Fairfield
Nostalgia World, North Haven

DELAWARE
Video Station. Wilmington

FLORIDA

Electronics Depot Inc., Alamonte Springs
Peace Chief Sound Center, Bradgenton

Fort Myers Video Movie Center, Fort Myers
Computer Image Software Centre. Miami
The Crossings Video Shop Inc.. Miami

Jeff Vid Inc./DBA Video Club Center. Miami
Orange Blossom Hobbies, Miami

PSL Electronics Inc.. Miami

video Trends, Winter Haven

GEORGIA
All Star Electronics, Atlanta
Video Connection, Marietla

HAWAI
Data | Microcomputers, Honolulu

DAHO
Mountain Videc, Black Foot

ILLINOIS

BAC Video Saw Mart, Belleville
Devon Hobbymodels Inc.. Chicago
TV Repair, Chicago

Video Tape Gallery, Chicago
Videocourt, Cicerg

Glenwood Distributors, Collinsville
Software N Swff. Collinsville
Countryside Home Video, Countryside
Electronic Playground, Decatur
Video Dimensions, Des Plaines
Video Show, Des Plaines

Video Comp. Inc., Evanston

Circle Communications. Forest Park
Video Basics Inc., Joliet

Kenilworth Video, Kenjiworth

Rl Hobby & Electronic Center, Murphysboro
Classic Video, Oak Lawn

Sound Warehouse. Oak Lawn

New World Games, Rockford

Video To You Inc., Shaumburg

Toytown, Springfield

Video Hotline, Winnetka

Pace Micro Software, Wooddale

INDIANA
World of Video, Indianapolis
Video Warld, Kokomo

_ Video Place, Merrillville

Video Exchange, Mishawaka

10WA
Video Island Ltd.. Davenport

KANSAS
Hollywood At Home, Overland Park

KENTUCKY
Videovisions, Louisville

LOUISIANA
Ann's Video Junction. Slidell

MAINE
Sound Track, Sanford

MARYLAND

Video Connection, Beltsville
Video Connection, Bowie

Clinton Video Ctr.. Clinton

Vigeo Connection, Cockeysville
Video Works. Ellicott City

Videa Connection, Olney
Reistertown Video Inc., Reistertown
Video Outlet, Silver Springs
Computer Connection, Taneytown
Greetings & Readings, Towson
Computer Answers & SVC. Waldolf

MASSACHUSETTS

Acton Video, Acton
Game-Tech, Arlington

Name Of The Game, Boston
Video Connection, Burlington
Act 1 Video Inc.. Dracut
Video Flus, Framingham
Video Exchange, North Andover
Taylor Sound Inc.. Pittsfield
Video Paradise, Plymouth
Freeze Frame Inc., Saugus
Video Barn, Somerville

TV Game Traders, Springfield
Good Vibrations, Stoughton

MICHIGAN

Edge Connector, Clio

Motor City Drugs & Video, Dearborn
Alexander's Book Store, Detroit
Mousetrap Video, Detroit

Just Software, East Detroit

Video Connection, Farmington Hills
Video Today, Holland

Home Video Outlet, Lansing

Video Phile, Lapeer

Video Connection #140. Madison Hts
Signal Service, Napoleon

Pro Video. Okemos

Chi Town Records, Oscoda

New Horizon Book Shop, Roseville
Mettron, Saint Clair Shores

Record Cellar, Sterling Hts.
Maxaron Corp.. Warren

Rite Way Ents., Warren

Top Stop T Shirt Co., Warren

MINNESOTA

Adventures In Vigeo, Crystal
Games By James, Edina
Discount Video, Minneapolis
Games By James, Minnetonka

MISSISSIPPt
Take-One Video, Long Beach

MISSOURI

National Video, Kansas City
Surt's Computers, Palmyra
Harvest Plaza Video. St. Charles
Liperty Sound, St. Joseph

MONTANA
Curtis Mathes Entertainment. Billings

NEVADA
IC Electronics, Las Vegas

NEW HAMPSHIRE

Video Biz of New Hampshire. Bedford
Home Video Shop, Seabrock

Video Station Inc., South Merrimack

NEW JERSEY

Software City, Bergenfield
Video Aids Inc Bloomfield
Video Vision, Bridgeton

Trash Or Treasure, Budd Lake
Gemini Enterprises, Cedar Knolls
Video Connection, Cherry Hill
0'Johnnies, Clark

Accent On Video, Closter

Video Store. Eimwood Park
Video Trek, Fort Lee

Camera Video Showplace, Freehold
Nu-Videg, Lakewood

Video Junction inc.. Leonia
Video Home Cénter, Maralapan
Video Track, Mariboro

DC video Inc., Manasquan
lppy’s. Manasquan

Video Studio, Metuchen

Video Access, North Bergen
Video Famasy, Palisades Park
Stan’s Discount cnergy & Video, Penns Grove
Record Record, Pompton Lakes
Software City. Riggefield

¥ideo Connection, Somerset
Video Station, Somerset
Software Store Inc., Somerville
Video Galaxy, Turnerville
Captain Video Inc., Vineland
Opening Night Video, Wayne
Video Odyssey Inc.. Woodbridge
Video Valance. Woodridge

NEW YORK

Video Connection. Albany
Videovision, Baldwin

Future Video. Bayside

Video Visions, Bayside
Videotronics, Bronx

Discount Book Warehouse, Brooklyn
Ekron Systems. Brooklyn

Flatbush Video, Brooklyn

Patkway Video & Electronics, Brooklyn
Taso's Video Fair, Brooklyn

Video Store. Brooklyn

Video Connection, Cedarhurst
Moriches Vantage Mart, Center Moriches
Vigeo Emporium, Coram

Anytime Video, Deer Park

Video Connection, Delmar

Video Connection, Derby

Video Connection, East Northport
Vigeo Quest, Elmont

Tanel Electronics, Floral Park
Video Network, Floral Park

Audio Video Barn, Blushing

Video Network Center, Flushing
Video Wizard Inc.. Flushing

Magic Video, Forest Hills

Video Statio, Forest Hills

NSB Video, Franklin Square

Big Apple Video, Glendale

Video Etc.. Great Neck
Huntington Yideo & Computer, Huntington Sta
Video Enterprise, Kenmore

ACE Camera Shop, Lawrence
Castie Video inc., Lindenhurst
Kaleidoscope. Liverpool

Delman Television Co., Long Beach
L V R Video. Manhasset

Ankar Video Inc., Merrick

Video Connection, Merrick

Vigeo Connection, Middle Village
HM Electronics, Nanuet

Captain Video, New City

Future Video, New Hyde Park
Lelgh's Computers. New York

Mau Corp. New York

Video Connection, New York
Software Supply Int’l. inc., Niagara Falls
Ozone Park Video. Ozone Park
Commander Video, Port Chester
Video Adventure. Pound Ridge
Video Breakthrough, Riverhead
Video Den, Scarsdale

Video Entertainment, Sidney

J N P Electronics. Staten Island
Video Galactica, Staten Island
Video Station, Suffern

Video Connection, Sunnyside
Vigeo Connection. Tonawanda
Seigen Enterprises, Valley Stream
Fireside Video, White Plains
Video Village, Whitestone

Siiver Dollar Coin Co.. Woodhaven
Vigeo Supermarket. Woodhaven
Big Apple Music, Yorkville

'Video Connection. Dresher
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NORTH CAROLINA

Video Station, Asheville

21st Century Video. Durham

Video Connection. Goldsbore

Video Connection, Greensboro
Rainbow Records. Morehead City
Hardins Magnavox Home Ent.. Shelby

OHIO

M & B Video Store. Akron

Video Replay, Akron

Future Now, Cincinnati

video Depot, Cleveland

Magic Castle Videg, Columbus
Video Game Express, Columbus
video Plus Inc., Garfield Hts
Home Video Library, Middletown
American Video. North Oimsted
Cartridge Connection, Proctorville
Calypso Video, Toledo

Silver Screen Videa, Wickliffe
Video Den, Willoughby

OKLAHOMA
Video Comp. Inc.. Lawton

OREGON
Capital Audio Systems, Salem

PENNSYLVANIA
Captain Video Center Store #10, Aston

Vigeo Store, Levittown

Home Video Center Inc., Newton Square
Torucale Arcade, Oakdale

Software Plus, Philadelphia

Video Games Plus. Philadelphia

The Video Inn, Philadelphia

Video Connection, Quakertown
International Video York, York

PUERTO RICO

Video Vision #59. Guaynabo

RHODE ISLAND
Vigeo Connection, Johnston
Video City, Providence

SOUTH CAROLINA

Carolina Video Center Inc.. Charleston
Game Exchange. Greenwood

All That's Video, Spartanburg

4EEBEEEEEEEEBEQ=JH

TENNESSEE

Radio Service Center, Nashville
Video World, Nashville

Totally Video. Smyma

Sneaky Snakes Elect , Somerville

TEXAS

TV Center, Abilene

Pantego TV, Arlington

Vid-Com, Brownsville

vigeo Rainbow, Forth Worth
Wedgewood Rental, Fort Worth
Audio Video Plus, Houston

VI-AM Video & Bookstore. Houston
TV Games Limited. Midland

M & M Elect. Sales & SVC. Synder
Lonestar Video Rentals, Vidor

VERMONT
Video Connection, Brattleboro

VIRGINIA

Video Station. Alexandria

Mr Franco Printing & Newsstand, Arlinglon
Video Shop Inc., Manassa

Video Station. Roanoke

Video Express, Virginia Beach

Combs Distributing, Winchester

NASHINGTON

video Space. Bellevue

Kent Video & Computers, Kent

Platnium Sound, Seattle

Video Int'l. Corp./DBA Video Hut, Seattle

WEST VIRGINIA
Computers Plus Inc., Charleston
Tronix, Charleston

WISCONSIN

Video Exchange, Glendale
Phantasy Age Inc . Lacrosse
Total Eclipse, Mehomonee Falls
Ford Theatre Home Video, Racine
Galaxy TV Games, Racine

Drakes Super Valu, Salem

Video Place. South Milwaukee

WYOMING
Ciark Co., Cheyenne

CANADA
Video Games Galore, Courtney. British Columbia

Home & Business Computer Ctr.. Mississauga. Ontario

Future Shop, Yancourver, British Columbia
Riverside Products, Whitehorse, Yukon Territory
Red River Book Shop, Winnipeg, Manitoba
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Domestic and Foreign Correspondence

Finally, the 800 number you listed is
no longer in service. We can be
reached in Miami at (305) 592-7522.
Your readers can give us a call and we
will help find the dealer nearest them.

Thank you once again.

Michael Sacks
Thirdware Computer Products
Miami, FL

MAIL CALL

In the October issue of EG, you
said that the 5200 is obsolete. Well, |
called Atari and they told me that they
are going to make the 5200 through
1985, and if there is enough demand
for new 5200 software they will re-

lease new game titles. You can write
Atari and demand new software at this
address:
Atari Corp.
390 Caribbian Dr.
Sunnyvale, CA 94089
I hope every 5200 owner will write
Atari, so the 5200 will live again.
Humberto Gomez
Cleveland, OH
Ed: Good luck — judging from the
volume of letters we keep getting about
the Atari change-over, there are stll
plenty of gamers in limbo.

ARCADING
ABROAD

I recently went on a camping trip in
Europe. Since my hobby is electronic
gaming, 1 thought you might like a
rundown on the scene across the
ocedn.

In Holland, they had plenty of

20 Computer Entertainment

arcades and lots of new games. There
were several spin-offs of such favor-
ites as Centipede, with the same play
mechanic, but different on-screen ob-
jects. In Sweden, 1 put down two
Krona for a game I thought was
Super Cobra. The firing pill-

boxes suddenly turned into moving
tanks, which fired a lot quicker than
normal. I should have known, because
the control panel was homemade.

The rate of exchange in Germany
was such that it cost at least 40¢ a
game. Austria had a few scattered
Space Invaders machines in the cafes,
but I found no games in Czechoslova-
kia, Yugoslavia, or Bulgaria.

In Portugal, it only cost 10¢ to play,
but there were no new games. France
had some good games, and they were
15¢ each. Games in cafes were usually
twice as expensive, and arcades are
only found in large cities.

My conclusion is this: If you want
the newest, best games, the best con-
ditions, and the biggest variety, you
can find it right here in the U.S.A. .

Greg Doubek

Address Unkown

Ed: If it's Tuesday, this must be Pac-
Man.

WE, TOO, ARE
ASTOUNDED

I have subscribed to EG for three
years now, and I need to comment on
your March issue. Right now, you are
at vour peak. | absolutely love the
wider section for computer gaming,
the game of the month, and the inclu-
sion of the price of each computer
game. Thank you to the utmost.

Wow. I didn’t think such emotion
could be expressed on paper, but |
mean it all.
J. Harrell
Darien, CT
Ed: That's where we're going.
For these kind words, much thanks. .

PIRATE’S
REPLY

Your article entitled “Software Pira-
cy” (EG, March) offended me, be-
cause vou make hackers look like a
public enemy. I feel that you don't
realize what percentage of your
readers are considered “pirates,”
“hackers,” and “software muggers.”

Do you think this article will help

stop the “hacking problem?” If you
you're wrong. | have formed an
alliance with every hacker [ know
fight back against your article by

|

dropping our subscriptions unless vy
publish an apology in your next issi

If you refuse, consider yoursell
of business.

Ou

Agf:llt Orang

(No return addr

Ed: If you reread the article, you'll ses

that we distinguish between hacker:

who foil protection devices for the chul

lenge, and those who copy program
profit. Hackers have a (mostly) con
structive effect on computing; piral
and muggers are a destructive forc
Which are you?

GLAD TO OBLIGE

I recently reread your October
issue, and vour new feature,
the Month” really appealed to me
While reading the biography of Lot
British (Richard Garriot), I noticed

&

d

that he belongs to a group known

the Society for Creative Anachronis

Perhaps you could give me some |
formation on this organization.

Paul Manjouri

La Puent
Ed: The Society for Creative Anac
nism 15 an organization dedicated |
study of medieval life by recreating

tournaments and feasts. You can

more information and an applicatio
for membership by writing:

n

“Game o

Soctety for Creative Anachronism

P.O. Box 743
Miipitas, CA 95035

They ask that you enclose $1 to cover

mailing costs.

¢

¢



A Lowest Price In The USA!
anar- Computer System Sale

* Students * Word Processing ®* Home °® Business
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O N W, e
el B T T T Ot

o B A 2 R LT TR E Y

Rated "“Best Buy'' by Consumers Digest Buyers Guide, January 1985

LOOK AT ALL YOU GET FOR ONLY 449 o SAVE $100
SYSTEM PRICE LIST PRICE SALE PRICE All 5 ONLY
@ Atari 800XL 64K Computer $299.00 $109°° 4 00
@ Atari 1050 127K Disk Drive 399.00 189°° 449
Atari Writer Word Processer 79.95 397 SALE PRICE
Atari BASIC Tutorial Manual 16.95 1295
connecting cables & T.V. interface included.
o sy TOTALS $1193.90 $549.90
MON ITOR OPTION s: List Sale Add $9.95 for
12" Hi Resolution Green or Amber Screen $199.00 99.00 Connection Cables
13" Hi Resolution Color $399.00 195 .00 Y vQterUES

15 DAY FREE TRIAL. We give you 15 days to try out this ATARI COMPUTER SYSTEM! ! If it doesn't meet your expectations, just send it
back to us prepaid and we will refund your purchase price!!

90 DAY IMMEDIATE REPLACEMENT WARRANTY . If any of the ATARI COMPUTER SYSTEM equipment or programs fail due to foulty
workmanship or material within 90 days of purchase we will replace it IMMEDIATELY with no service charge! !

Best Prices * Over 1000 Programs and 500 Accessories Available * Best Service
* One Day Express Mail * Programming Knowledge ¢ Technical Support

Add $25.00 for shipping and handling!! COMP UTER DIRECT

Enclose Cashiers Check, Money Order or Personal Check. 2 i Nl 2
Allow 14 days for delivery. 2 to 7 days for phone orders. 1 day We Love Ou J"V Customers
express mail! We accept Visa and MasterCard. We ship Box 1001, Barrington, Ill. 60010

C.0.D. to continental U.S. addresses only. 3-. 2/382_5050 to order




WORLD
WAR Il

COUNTING

By STEVE DITLEA

“War s a matter of nital importance

fo the State; the province of life and

death; the road to survival or ruin.

It is mandatory that it be thoroughly
studied.”

—Sun Tzu, Fifth Century B.C.

“The only program we have 1s MAD
— Mutual Assured Destruction.
And why don’t we have MAS instead
— Mutual Assured Security.”

—Ronald Reagan, 1985

“The problem of nuclear war is be-
ing handled by the American body

politic in a simple-minded fashion.”
—Chnis Crawford, 1985

ne of the great cliches of to-
day's political discussion
likens war and pe:
grandiose game. The 1
n your local new and on telev
routinely includes phrases like
high-stakes nuclear contest,” “calling
their bluff’ and “‘if somebody does
cheat.” Of course, war has traditionally
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been symbolized by games of strategy,
from Go and Chess, to modern-day
board and computer games. And yes,
every nation has its War College that
teaches its officers how to win at war
games.
So why haven't there

symbolize the intricacies

peace and avoiding conflict? Surely, (as
politicians and pundits might say) the
stakes are high enough — the survival of
the human race. In fact, a trio of the
latest computer games signals the be-
ginning of a new genre of simulations that
could raise public awareness and even-
tually lead to new strategies for peace.
Titled The Ancient Art of War, The Other

“To subdue
the enemy
without

fighting is
the acme
of skill.””

Side, and Arms Race, they are the first of
what Arms Race author Chris Crawford
calls “Un-War Game

Even if they don't speed up talks on
SALT III, nor bring down next year's
defense budget, they may well
represent a quantum leap in the art of
computer games, dealing with subtleties
and moral complications instead of mere
shoot-'em-ups or blitz-'em downs. The
simulation of real-time tactical dilemmas
in the avoidance of senseless destruction
also turns out to be a most fitting use of
personal electronic computers, which
had their origins in the darkest days of
World War 1L

Written for different personal comput-
ers — IBM PC, Apple 1l and Macintosh
— invery different styles, the first of the
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Un-War Games reflect the variety and
complexity of conflict avoidance. Each
creates a realistic environment that is
entertaining and emotionally involving.
As of this writing, final versions of The
Other Side and Arms Race had not been
locked in, so details of gameplay may still
change.

CAPTURE, NOT CONQUER

Sun Tzu's Chinese classic, The Art of

War, is the oldest surviving book of mili-
tary strategy. Written around the year
400 B. C., this slim volume would inspire
Genghis Khan, Napoleon and Mao Tse
Tung. “The Art of War” is also the earli-
est book of game theory. In one remark-
able passage Sun Tzu, a victorious
general in the Chinese kingdom of Wu,
discloses his keys to victory:

Now if the estimates made in the
temple before hostilities indicate
victory it is because calculations
show one's strength to be superi-
or to that of the enemy; if they
indicate defeat, it is because cal-
culations show that one is inferior.
With many calculations, one can
win; with few one cannot. How
much less chance of victory has
one who makes none at all! By this
means | examine the situation and
the outcome will be apparent.

By weighing numerical factors for
such variables as weather, terrain, com-
mand and organization, Sun Tzu created
a mathematical model for victory on the
battlefield. Among his winning parame-
ters: “When ten to the enemy’s one, sur-

The Other Side’s hotline.

round him. When five times his strength,
attack him. If double his strength, divide
him. If weaker numerically, be capable of
withdrawing.”

Now Sun Tzu's classic has been trans-
lated into a computer game, an animated
implementation by Dave and Barry Mur-
ray. The Ancient Art of War, published
by Broderbund for the IBM PC and PCjr
and priced at $44.95, is faithful to the
spirit of Sun Tzu's classic, including his
maxim that “to subdue the enemy with-
out fighting is the acme of skill.” This
may well be the most visually attractive
strategic war game vet put on a personal
computer, yet The Ancient Art of War is
most challenging when a player tries to
master what the superb manual de-
scribes as “the art of fighting without
fighting.” In a passage reminiscent of
Sun Tzu, the Murray brothers of Olym-
pia, Washington advise: “the best vic-
tory is not to defeat the enemy by bat-
tling his squads and elminating all his men,
but to defeat him with as few battles as
possible.”

As soon as The Ancient Art of I
starts up, you can see that this is not
another war game. The title scree
accompanied by a musical theme 1l
sounds like “Jaws Goes Oriental.” Wi
the screen flashing the words “Go |
War,"” you press RETURN and a beau
tifully animated scroll unfolds to di
play the titles of the eleven different
campaigns offered to the player. Choow
from among mythic or historical scenm
10s like “The Contest of The God
“Sherwood Forest” and “Custer’s |
Stand;” other scrolls will unfold to 1
the tale and relate the rules of the ca
paign. Then you are offered a choice
opponents depicted in a cartoon styl
reminiscent of early Mad magazine
Crazy Ivan, Alexander The Great, Juliu
Caesar, and even Sun Tzu himself
among your eight possible enemi
each with a different fighting style.

The next screen is the war map
smooth-scrolling depiction of terrain and
opposing armies. The game's strateg
level involves moving troops and supply
ing formations which is executed by
real-time animation system (with fou
selectable speeds) that elevates th
state of the art of personal compule:
games. And this is only half the sto
The Ancient Art of War also feature
tactical level. When armies engag
battle, a zoom option changes the displi
to a close-up of hand-to-hand comb
again in splendid animation, with vou
command of vour troops. Of cowm
these visuals provide a strong tempta
tion to play the game for maximu
slaughter, but seeing your graceful arc|
ers slaughtered by a bunch of barbaria
just once should be reason enough 1

P s -ﬂ
L.E‘ﬁ_n_g start you on the path of conflict avoud
¥ ¥ ance.
i “How the game is played probably
ther Side too close in area 40, says more about the person playing than
—m—m——— about the game itself,” notes Barry Mui
P ray. “We wanted to create a war gai
Ao that was realistic, o there’s no incenti
s not to fight. That's up to the playe
& ] \ by Barry 15 a former air traffic controlle
- ‘ turned game designer with his brotl
under the Everyware banner (th:
previous hit was the animated knock
Championship Boxing, published
Sierra On-Line). When he decided
tackle a combat game, he read more |

ess RETURN 1o set co

This generation of war games stresses negotiation.
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30 books on war strategy. While doing
this research he came across Sun Tzu's
The Art of War.

“Sun Tzu felt that complete destruc-
tion of an enemy was counter-
productive,” Barry Murray points out.
“So we made the perfect answer to the
game not to fight at all.” The secret to
winning (in most cases) is to mobilize a
strong force against a weak enemy
force.

According to Dave Murray, who did
most of the actual programming while
Barry concentrated on game design and
graphics, it is quite possible to force your
opponent to surrender in the face of
overwhelming numbers. But those
numbers must take into account actual
troop count, troop condition (food and
fatigue are important factors, with a
mere 20% difference in condition making
an opponent twice as strong), the type of
troops (barbarians make mincemeat of
archers, knights slay barbarians, arch-
ers puncture knights) and the com-
puterized opponent’'s individual style
(Athena is least likely to surrender, Sun
Tzu is the most benevolent but also
hardest to beat). In one of the game's
campaigns, “The Elusive Spy,” vou are
outnumbered 100 to 1 and have no
choice but to employ stealth and avoid-
ance to capture the enemy's flag.

The goal in all the different scenarios
is the capture of an opponent’s flag,
implicitly opening the way for non-
combat solutions. Such an outcome is
most likely in the first campaign, “The
Race For The Flags.” Should you tire of

the existing scenarios, The Ancient Art of

War's game generator feature allows
you to create your own war map, armies,
rules and campaign story. Whether or
not a scenario lends itself to non-
combative resolution, the choice is
yOurs.

PRISONER’S
DILEMMA

Ace game designer Tom Snyder
agrees that war games are conceptually
simpler to write than peace games. “The
payoff is so easy in war games,” he re-
marks. Snvder knows firsthand about
the problems of designing an un-war
game, having done 197 separate ver-
sions of his latest magnum opus, an ex-

Broderbund's entry: Art of War

ercise in international conflict resolution,
titled The Other Side.

Known for multi-player educational
games like Snooper Troops and Banner-
catch, Snyder has created a pacifistic
simulation which embodies a number of
important firsts, both personal and
industry-wide. For Snyder himself, this
is not only his first explicitly peace-
oriented game, but also his initial at-
tempt at self-publishing under his corpo-
rate identity, Tom Snyder Productions,
Inc. Happily published in the past by such
top-notch firms as Spinnaker, Scarbor-
ough and Scholastic, the Cambridge,
Massachusetts-based former school
teacher opted to go his own way to pro-
tect the integrity of his newest concept.
“I didn’t want pressure from a publisher
to write a better war game or a solo
game,” he explains.

Intrinsic to the theme of The Other
Side is the fact that it must be played by
two teams either on one computer or on
two machines in different locations.
Computers can be linked by modem and

telephone line, or — in yet another inno-
vation — via a special cable (included in
the package) which hooks up from joy-
stick port to joystick port. Written for
Apple II computers and scheduled for an
April release, The Other Stde comes in a
deluxe $79.95 package complete with
two game disks, maps, display boards
and teachers’ guides on conflict resolu-
tion. The game is being initially targeted
for school use, but Snyder hopes to
reach children and adults across the U.S.
and even around the world.

He was inspired to write his un-war
game after seeing the TV docudrama,
“The Day After,” which graphical-
ly portrayed the aftermath of a nuclear
attack on a midwestern city. “l realized
that we as a nation are not trained to
resolve conflicts, domestic or in-
ternational,” he recalls. “I thought it
might be a good idea to popularize the
notion of conflict resolution. ”

As with most of his games, Tom Sny-
der began the design process by writing
out the kind of dialogue he hoped to hear
between players. For The Other Side,
this would relate to negotiating strat-
egies and figuring out an opponent’s in-
tentions. The next step was to create a
chart of information flow in the game.
With an environment sketched out — in
this case, two generic super powers try-
ing to complete a bridge between them,
while vying for scarce red, green, and
blue fuels that power their economies —
Snyder then illustrated screens and ba-
sic gameplay on a storyboard. To de-

Continued on page 77

iCrazy Ivan went crazy
‘when you surrendered

to continue.

Art of War (Broderbund)
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Hippie

INYUuppIie's

othing

“I'm the only person who's going to be able
to make a difference in the next couple of years,
because everyone else is still thinking
of computers as some kind of calculator.”

By MARC BERMAN

EW YORK — It was the final

day of one of those dull compu-

ter conferences, held at the

Bank Street College of Educa-
tion, an upper-crust private school on
Manhattan's upper West Side. A closing
panel discussion was attempting to put
the whole proceeding in perspective. An
audience of so-called progressive educa-
tors — silver-haired women wearing
square glasses and sweater vests,
bearded men in turtlenecks and tweed
jackets — were listening attentively.
They had been oohing and aahing over
new educational software and proposed
training methods for two days.

Dick Khaleel, the president of
Scholastic Software, was explaining the
panic being felt by many software
publishers, even the larger outfits like
Atari, HESWare, CBS, Activision,
Sirius and Synapse, which control the
lion's share of a $100 million business.
He said the educational market was as
treacherous for publishers as it was for
educators.

When Khaleel finished, the moderator
turned the microphone over to another
panelist, who was in the process of

yawning and rolling up his sleeves. This
guy, his hair needing a trim, his collar
wide open, his sport jacket a bright
shade of orange, definitely didn't look the
part. He didn’t appear to be your typical
educator, prepared to toss more plati-
tudes to an audience hungry for, er, val-
idation. This was Tom Snyder of Tom
Snyder Productions (TSP), the software
company. A former teacher, the 35-
year-old Snyder knows about polite plat-
itudes, even though his public persona
has proved auite the opposite. On pre-
vious panels, Snyder has played the wise-
cracking, gum-chewing disinterested kid
in the third row, who's either staring out
the window, reading Heavy Metal or be-
ing sent off to the principal’s office again.
You could almost see his brain ticking
over when the moderator asked, “As a
software creator, is that the way you see
it

Snyder shot the back row an in-
genuous look and inquired, “Can you
hear me?” Then he held up his notes and
mumbled to himself. The audience be-
gan to giggle. “Here's a cynical state-
ment,” he smirked. “Thank God the
dogs are finally getting enough cheese.”
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Tom Snyder had spoken and now the
room was in an uproar, for it understood
his in-joke about how schools are being
lavished with tons of software that don't
address student’s needs.

When the laughter died down, he went
on, stressing that educational software
should socialize kids, not isolate them.
After a passing reference to National
Lampoon, he hammered home his con-
tention that “computers don't teach.
Teachers teach. Computers present an
opportunity for teachers to teach better.
“*Snyder ended his speech to
spontaneous applause. As he soaked up
the group's adoration, Khaleel leaned
over to him and whispered, “That was
good theatre, Tom."

Snyder doesn’t deny he can turn on
the charm for a crowd — it was part of
what made him a good teacher. “Being
appealing is important in teaching,” he
points out, “and so is ‘appealing’ in the
way vou appeal for the United Way. Very
often kids need a mentor to help them
cross some bridges.”

With his boyish smile and cornflakes
cynicism, Tom Snyder looks like the kind
of teacher every ninth grade girl has a
crush on. More than that, his vision,
common sense and outstanding track
record make him the kind of guy you'd
trust with your venture capital. And vet,
he pokes fun at the whole scene. He's
kind of the Bugs Bunny of academia.

His track record includes the bestsell-
ers, Snooper Troops, In Search of the
Most Amazing Thing (licensed to Spin-
naker), and Agent USA (Scholastic),
Last fall, TSP also released the music
studio simulation, Rock ‘N’ Rhythm
(Spinnaker), and Make Millions, a busi-
ness simulation (Scarborough).

Tom Snyder Productions is housed in
cramped quarters on Harvard Square. In
the entranceway hangs a framed color
portrait of Tom Snyder, the bombastic
ex-talk-show host. Most of the 13
members of the TSP crew are in their
mid-twenties. The office feels like a
dorm before finals — late hours, im-
promptu huddles, rumpled corduroys,
carry-out food. Snyder describes it as an
“artists’ colony.” Though he comes
across as forceful and challenging, the
way TSP is run — in laid-back, one-of-
the-guys fashion — is more consistent
with his less public personality.

From this animal house have come his
newest programs: The Halley Project, a
space simulation published by Mind-
scape, and The Other Side, a new twist
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The staff of Tom Snyder Productions — young, bright and ambitious.

on the war-game theme that TSP is
publishing itself. This is a first for Sny-
der, who previously had been only too
glad to let others do the publishing for
him while he took potshots from a dis-
tance. “My attitude has been, let the
publishers shoot it out for a couple of
vears while we hide, feeding ammunition
up to them from behind the sandbags,
and wait till the smoke settles.”
Ironically, The Other Side is about
avoiding war. This “global conflict-
resolution game” is designed to teach
cooperation, by sharing resources and
using them economically to insure the
mutual survival of the players. Because
he expected it to be a “hard sell” — and
Snyder is concerned that The Other Side
be marketed sensitively — he decided to

publish it himself.

It's not that TSP couldn't have gon
into publishing before. Three vears ago
venture capitalist offered Snyder a
$20,000 salary and a new Mercedes
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he'd go the publisher route. “l just
looked at him like ‘l don't give a flying
fuck about money, you idiot’,” Sny-
der says. Apparently, he wasn't ready.
Synder’s salary is modest compared to
other software CEO’s, and he drives a
1980 Volvo that he bought secondhand.
His main goal seems to be to produce
prestige products that bring kids
together in creative and problem-solving
endeavors. He has deliberately avoided
exclusive licensing of his programs and
rapid expansion. He maintains that the
company must be small and flexible if it’s
going to produce the kind of products he
wants — products that represent the
designer’s vision. I'm the only person
who's going to be able to make a differ-
ence in the next couple of years,” Snyder

boasts, “because everyone’s still think-
ing of computers as some kind of calcu-
lator.”

The iconoclastic Snyder has been
bucking the system ever since he taught
his first class at the Shady Hill School, a
private Quaker school in Cambridge. It
was during his 10-year tenure there that
he developed his unique theories about
teaching. (“The role of the teacher is to
inspire kids to think that learning is as
exciting as sex and food,” he likes to
say.) It was also there that he met his
wife Anne, a fifth-grade teacher and got
to know the people who would later help
finance his business.

Shady Hill is known for its “non-
traditional” teaching methods. Anne

Continued on page 78

The office
sometimes feels
like a dorm
before finals —
late hours,
Impromptu
huddles, rumpled
corduroys,
carry-out food.

Rick Abrams, Vice President of TSP.
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From Software to Hard Bodies.

By BOB CONDOR

bout five years ago, Roger
Bodo bought his first compu-
ter. His plans for it were noth-
- % ing out of the ordinary. He
\mnlt‘cl a machine for word processing,
something to help with his job as a
copywriter for a major advertising agen-
cy in Detroit. He bought an Apple.

Soon, like many of us, Bodo dis-
covered the rather extraordinary poten-
tial lurking inside his personal computer.
He started “fiddling around,” writing
some sample programs as a hobby. One
day he decided to match one hobby with
another.

“I was jogging regularly and compet-
ing in 10K races,” he recalls. “So I
thought programming software for my
running would be a good application.”

Bodo went to work on a program
which tracked the aerobic (or car-
diovascular conditioning) value of his
running routine. It took more than two
years of spare nights and weekends, but
Bodo eventually developed The Aerobics
Master, (Free Lance Ink, 1806 Wick-
ham, Royal Oak, MI 48073, $24.95) one
of the first pieces of fitness software to
come on the market. He bills the piece as
a “day-to-day log for exercisers.” “The
program becomes your diary for aero-
bics, " explains Bodo, “you enter the dis-
tance and time, and the computer will
log, update and calculate the aerobic
points earned in your workout.” The
software is based on the work of Dr.
Kenneth Cooper, whose book Aerobics
is generally credited with starting the
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current fitness craze. Like the book,
Bodo's program uses a point system to
determine your aerobic level. For ex-
ample, if you earn 31 points in a week,
you're rated as being in “good’ aerobic
shape.

Besides attaching a quantitative value
to your aerobic exercise routine, The
Aerobics Master tracks several other fac-
tors of your workouts, such as calories
burned, intensity, course or place, dis-
tance covered, time elapsed, speed,
start and end pulse, weather conditions
and personal comments, You can review
this “electronic journal” or call up a
21 dphlt option which analyzes the “ex
ercise quality” (a formula that tdkc.
into consideration distance covered,
speed, aerobic points and weekly fre-
quency) of your year-to-date training.

Bodo admits his prum‘am was original-
ly aimed at runners. But The Aerobics
Master offers (dtegmu,.. for bicycling,
swimming, racquet sports and rope
skipping. Aerobic point values for other
activities can be incorporated into the
software by referring to Cooper's
books. And Bodo himself i1s willing to
customize his program to fit your needs.
One happy bicyclist in Birmingham, Ala-
bama, will vouch for that.

“I called Roger and asked him if there
was any way he could change the format
of the software a little,” says Tom Carr-
away, an attorney in Birmingham. “The
program gives you minutes per mile,
which is fine for runners but cyclists
think in terms of miles per hour during a
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workout,” Bodo now offers a bicycling
version of The Aerobics Master, which
can be used by both recreational and
competitive cyclists.

Carraway says the program has
helped with his pursuit of fitness. “It
gives me a long-range view of my train-
ing,” he explains. “By charting out
where ['ve been and where I can go, it
adds a real element of interest.”

Actually, The Aerobics Master is only
one of several fitness software pack-
ages. It's a program | recommend as a
good starter package for Apple users. It
will satisfy the multi-sport athlete who
wants to explore the benefits of using a
computer as a training aid. Another solid
start-up program, an option for IBM PC
owners, is The Running Log (Marathon
Software, Box 26 Pinecrest, Clancy,
MT 59634, $39.95). It also tracks a num-
ber of exercise factors, although the pro-
gram doesn’t assign aerobic points.
Runners and other long-distance
athletes will enjoy the graphic analyses,
including selections like most con-
secutive workout days, weeks with the
highest mileage counts and months with
the highest percentage of workout days.
You'll be surprised how much you can
learn about your exercise habits after six
months with this program.

Two recent entries in the fitness soft-
ware market cater to competitive run-
ners. Both are written by very ex-
perienced runners, and both have their
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nning Program by Jim Fixx.

good and bad points.

Running Your Best Race (Wm. C.
Brown Publishers, 2460 Kerper Blvd.,
P.O. Box 539, Dubuque, IA 52001,
$18.95) is a book/software package for
Apple users. It's authored by Joe Hen-
derson, the original editor of Runner's
World and a veteran of more than 600
races, including over 30 marathons.
Henderson writes for what he calls
“stage two runners, ' those who are ready
and willing to race better. The soft-
ware'’s rationale is fully explained in the
book, something which can’t be said for
most personal computer packages.

With this program, runners can gel
advice and an analysis of their training
and racing. Henderson splits the training
analysis into two parts, the general run-
ning routine and “race-testing.” As it
turns out, Henderson's penchant for
having runners simulate races on certain
training days is the strongest element of
this software package. If you follow Hen-
derson’s advice and methods, you'll feel
compelled to push yourself on those
race-test days. You know the comput-
er's number-crunching analysis won't
sympathize with the fact that vou've had
a rough week and vou'd like to take it
easy, just this once. In effect, Hender-
son, via that Apple in the den, is acting as
your personal (and persistent) coach.

Another strong point of this program
1s race reviews, especially Henderson's
analysis of how your race time might have

been improved if you had paced you
differently. Also, this portion of the pre
gram provides important advice abo
recovering properly from a hard race

There are some bothersome aspect
to Running Your Best Race, which
several users mentioned. One is th
less-than-ideal record-keeping function
It only retains and displays the last
days of your training (other prog
store and provide graphics for uj
year's worth of running). What's mor
the records are short on detail: date a
length of traning run or race perfol
mance is all you get. Most runners pri
fer to review weather and course cor
ditions, and being able to record pace i
mile doesn’t seem to be asking too much

Another problem, though minor, |
that the IBM disk-formatting procedur:
is tucked at the very end of the softwar
manual.

For IBM and Commodore 64 owne!
Be Your Own Coach (Avant-Gard
Publishing Corp., P.O. Box 30160, |
gene, OR 97403, $79.95 Commodor
$99.95 IBM) is the counterpart to Kun
ning Your Best Race. It was developed b
Robert Lee Smith, a runner and coacl
from Eugene, Oregon, the country’s ui
official running capital. Smith’s qual
fications are fuzzy; they seem to consi
mainly of his living in the hometow:
Alberto Salazar and Mary De
Slaney. But he does work from a vali
premise with this piece of software: tl
most recreational runners do not havi
access to a personal coach, so being your
own coach is the most logical alternative

Be Your Own Coach from Avant-Garde



““Very soon, there will be all sorts of home devices
to help the recreational athlete with a personal computer.

You'll be able to ‘instrument’ a person like a car.”

His philosophy is perhaps best summed
up in his pre-program comments.
“Following a schedule,” he writes, “is
not as important as having one,”

Be Your Own Coach emphasizes goal-
setting, and will suggest training sched-
ules for six running programs: beginning
running, weight loss, overall improve-
ment, mileage increase, faster race
pace, and peaking for racing. It's more
detailed than Joe Henderson's package,
especially in its graphics offerings. Us-
ers will be able to plot various aspects of
mileage, pace, heart rate, weight and
workout time within each individual
area. For example, you can compare
actual mileage and pace times during a
workout versus those suggested in
Smith’s running schedule. Be Your Own
Coach forecasts mileage and pace in-
crease, given a certain trainmng routine.

The best part of this package is the
workout-schedule printout. It maps out
the coming week, describing each work-
out’s activity and purpose, and listing
paces (fast, recovery, extra mileage)
and target mileage. The program will
provide up to three weeks of advance
workout schedules.

Record-keeping is again a problem
with this program. Although it saves up
to a year of traiming data, you can only
review it in weekly units. And, although
the technical instructions are good, you'll
have to be a fairly knowledgable runner
to get the most out of Smith’s coaching
advice in this program and the
accompanying documentation.

In contrast, The Running Program
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Scarborough's Boston Computer Diet.

the tgge of exercise that you performed by pointing

to it with ¢
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tiozeed on and enter specifics

ackup op

to return to the Chapter Directory,

The Running Program tracks other sports as well.

(MECA, 285 Riverside Ave., Westport,
CT 06880, $79.95, IBM PC and PCjr,
Apple and Commodore versions
planned) has practically no documenta-
tion, but it's the most comprehensive
and understandable fitness software
available today. This package, de-
veloped by the same company that pub-
lishes Andrew Tobias’ best-selling finan-
cial software, was authored by the late
Jim Fixx. Fixx, who literally got this na-
tion off and running with his blockbuster
Complete Book of Running, put a great
deal of time and effort into this program.
And it shows, as does MECA's commit-
ment to creating user-friendly software.
The program is quite easy to operate and
understand. What's more, recent en-
hancements of the package have made it
a useful device for bicyclists, swimmers
and triathletes, as well as runners.
Many things stand out in The Running
Program, which can be rightly called
“second- gencrallon fitness software.
Its most impressive feature is its an-
alysis capabilities, It can display graphs
which chart your progress over any time
period, help you develop a highly per-
sonalized training schedule (from be-
ginners to racers), and monitor calories,
carbohydrates, proteins, fats and
cholesterol in your diet. The Running
Program can also predict race times and
evaluate your best race distance. The
package includes information about
stretching, conditioning, nutrition, run-

ning injuries and proper gear.

But [ think the most useful part of this
offering comes early in the presentation,
when it puts you through a fitness test,
using methodology and information pro-
vided by expert consultants. The 50-
question health and lifestyle quiz canbe a
real eye-opener about vour fitness and
eating habits.

On a personal note, | knew Jim Fixx
well enough to be touched by his sincer-
ity, how much he cared that what he
wrote and advised was helpful and cor-
rect. I'm sure he'd caution anyone using
this software, or any other package, to
consult a physician, especially if the user
has any health problems or is over 35.

The Fixx software may be state-of-
the-art right now but greater break-
throughs are in the works. So says Dr.
Bob Arnot, a sports physician and com-
puter scientist who may be best known
for his health and fitness commentary on
the “CBS Morning News.” “You can
really come up with a lot of practical
fitness advice and applications from
space-age technology,” he says. “Very
soon, there will be all sorts of home
devices to help the recreational athlete
with a personal computer. You'll be able
to instrument a person like a car.”

Arnot, who became fascinated with
computers in the late 1970’s, is on the
right track. But two companies, with
next-generation products, look to beat
him (and others) to market.
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AMF American, the large sporting
goods company which makes several
lines of home exercise products, is pres-
ently offering a computerized “wrist fit-
ness monitor,” called the Benchmark

Quantam XL ($295) which follows your
pulse during a workout to help you
achieve a “target heart rate” needed for
top conditioning. It doubles as a watch,
and it can be used while running, skiing,

bicycling, swimming (it's waterproof),

playing tennis or whatever.

Soon, vou’'ll be able to buy a Quan
tam XL Fitness Computer package (for

about $2,000) which will interact with

the Benchmark wrist monitor/watch
The Quantam XL Fitness Computer |
basically a “beefed-up Commodore 64
according to AMF spokesman Dan

Continued on page 5.

There is a crowded menu of
nutritional software packages
available for home computers.
And while all nutrition programs
can help you stay healthy, some
are more directed toward pairing
good eating habits and regular
exercise than others. Here's @
capsule look at some programs
with relevant exercise com-
ponents,

ANJON NUTRITIONAL
ANALYSIS SYSTEM (Anjon
Systems, P.O. Box 4278, South
Bend, IN 46634, $250 to $300, IBM
PC). Currently, this program is
only available for teams and in-
stitutions, but a home version is in
the works. While it costs more
than most personal software
packages, it's worth it for the
serious-minded athlete. Anjon's
program has been used and
praised by four pro football
teams and the U.S. Olympic
Training Center in Colorado
Springs.

Anjon incorporates your body's
fat-to-muscle ratio and car-
diovascular endurance to provide
an extensive analysis of how your
diet is affecting your sports per-
formance. It suggests foods you
should be eating or avoiding in
order to play your best game or
run a better race. The Anjon Sys-
tem develops an overall nutrition
plan to improve your body com-
position, muscle strength, power,
endurance, speed and agility.

HEALTH-AIDE (Knossos Inc.,
422 Redwood Ave., Corte
Madera, CA 94925, $79.95, IBM
& Apple). An extensive program
which has a food data-base of
800-plus items, with expansion
capabilities. It tracks more nutri-
ents (33) than you may know ex-
isted, including fiber, polyunsatu-
rated and unsaturated fats, vita-
mins, minerals and essential ami-
no acids,

Health-Aide also has a “Per-
sonal Data Tracker” which allows
you to follow ten items of interest,
such as your resting pulse, blood

pressure, training mileage, where
your meals were eaten, even
biorhythms. The program also
will analyze your favorite recipes
for nutritional value.

THE ORIGINAL BOSTON
COMPUTER DIET (Scarbor-
ough Systems, 55 S. Broadway,
Tarrytown, NY 10591, $79.95
Apple and IBM, $49.95 Com-
modore é4. Acts as a "‘personal
weight-loss counselor’” to help

people wanting to lose anywhere
from 10 to 40 pounds. In addition
to nutritional advice, it offers in-
formation about relevant exercise
routines and behavior modifica-

tion.

THE NUTRITIONIST Il (N-
Squared Computing, 5318 Forest
Ridge Rd., Silverton, OR 97381,
$295, Apple and IBM). This pack-
age is geared to nuirition pro-
fessionals, as indicated by the
price tag. Even so, it can be used
in the home, especially by the
more motivated athletes among
us. It will analyze foods, recipes,
meals, menus and diets for nearly
40 different nutrients (including
water and sodium).

What makes it different is that it
can help you develop a special
diet to match your training intens-
ity. A “Fit Program.”

NUTRI-CALC (PCD Systems,
Inc., P.O. Box 277, 163 Main St.,
Penn Yan, NY 14527, $129, Apple
and IBM). This product is less ex-
pensive than The Nutritionist Il, but
it's nearly as sophisticated. Nutri-
Calc analyzes foods and diets, in-
cluding the interesting measure of
checking your eating habits for
“fluid” and “energy.”

You can also discover your

FATINC TOWIN

ideal caloric intake based upon
age, sex, desired weight goals
and activity levels. There are five
basic categories of physical ac
tivities considered: walking, sit-
ting, sleeping, standing and
vigorous work. An added feature
is that the program can print out
customized weekly menus.

TOTAL HEALTH (Computer
Software Associates, 65 Teed Dr.,
Randolph, MA 02368, $29.95,
Commodore 64). A simplified
package (data base has 150 food
items) which is a good starter pro-
gram for those users who want to
analyze both diet and exercise. |t
shows you the calories, sodium,
fats, protein and carbohydrates
content of your current eating pat-
terns, then you enter your current
weight, weight goal and activity
level (sedentary, somewhat ac-
tive, active, very active, athletic).
What results is a quick report on
whether you're eating right and
staying in shape.

THE BALANCING ACT Box
1484, East Lansing, Ml 48823,
$50, Apple). This is another pro-
gram aimed at computer owners
who want to lose weight. You re-
port food intake and relevant per-
sonal data, and the progrom sets
weight goals for you to reach. It
also makes suggested changes in
your diet and exercise habits,

MASTER CONTROL DIET
AND EXERCISE PROGRAM
(Healthware, 1504 Leander Rd.,
Georgetown, TX 78626, $69.95,
IBM). Designed by a physician,
this program is directed at those
concerned with losing weight.
Besides the standard dietary
advice and analysis, Master Con-
trol has an “exercise scoreboard”’
which calculates the effect of ex-
ercise on your body weight.

The package also offers a
health quiz which will help you
learn about nutrition, exercise
programs, and the dangers of be-
ing overweight, as well as a thor-
ough diet guidebook to serve as
reference for the software.

|
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SO YOU WANT TO BE AN

ONAAR /MEZTER

By RANDI HACKER

hese days, there’s nothing you

can't experience using a compu-

ter simulation. (Well, maybe one

thing but we don't want to get
into that here. Not many people are in-
terested in cleaning fish, anyway,
more's the pity.) You can change history
(e.g. win the Battle of Little Big Horn
and lose the Civil War), you can be presi-
dent, make and lose millions in the stock
market or join the crew on the space
shuttle. Pretty soon, they'll have city
simulators which will recreate the chief
attractions of major cities such as San
Francisco, London, Geneva, Bangkok
and Chagrin Falls. So, using a flight sim-
ulator you'll be able to make simulated
visits all over the world. With any luck,
you'll never actually have to get on a
plane again.

Still, despite the huge number of pro-
grams available, there are huge gaps in
the simulation area. There is no Gap
Simulator, for instance, but that is the
least of our worries. At least, it is the
least of my worries. Among others that
are missing are Nun Simulators, Surgery
Simulators, Taffy Pulling Simulators and
Orthodontic Simulators. But we don't
want to pursue those here. We want to
pursue others about which we've
already written vast amounts. That's the
sort of thinking that saves energy. Here,
then, are some suggestions for simula-
tion programs that software companies
ought to give a thought to putting out in
the future. We're not ordering them to
create these, you understand. These
are just gentle prods. Prods, as in cattle.

R.LIE

FOREST LAWN: There are numer-
ous banker and stockbroker simulations
but what about undertakers, huh? Name
some undertaker simulations. Go ahead.
Can’t think of a single one, can you? This
is an outrage. After all, morticians are

36 Computer Enterfainment

honest woge earners just like you and
me. Well, you anyway. And plenty of
people would like to become undertak-
ers, although perhaps they shouldn't be
encouraged. For those unwholesome
few, there's Forest Lawn, the un-
dertaker simulator. This menu-driven
program affords users the opportunity to
plan a funeral from beginning to end with-
out actually having to touch a dead per-
son. Your day begins with a meeting with
the bereaved. You then take them to the
casket showroom where you can actual-
ly climb into one of the more expensive
coffins to demonstrate just how comfort-
able the dearly departed will be. Points
are awarded by type of casket sold. If
you manage to get the family to kick in
for a bronze coffin, silk-lined with AT&T
equipment, a video camera and a change
of clothes for formal functions in the
afterworld, you get more points than if
they decide to go with a plain pine box.

Later vou get to embalm and make up
the corpse. This particular function real-
lv takes advantage of the superb color
capabilities of your computer. A subtle
shade of red on the cheeks, a little darker
on the lips, some tan powder on the back
of the hands and voila! So likelife looking!

After this, it’s on to the viewing. If at
anytime you should need advice, simply
press the HELP key and a list of all-
purpose non-denominational phrases of
sympathy are at your fingertips. When
used in conjunction with the Music Con-

struction Sef, actual original funeral
dirges can be composed. And what
makes the funeral service so realisti
is that, except for name and gender, the
eulogy is exactly the same for every de
ceased person (“We're gathered here to
mourn the passing of YOUR NAMFE
HERE, beloved (husband/wife) and de
voted (father/mother). He/she has gon:
to greener pastures etc.”). A bnlhan
touch. And you can save the best of you
efforts on disk to show your friends
More recent versions of this program
have added a space option for those who
wish to have their mortal remains cre
mated and sent into orbit high above the
Earth — Space: The Final Resting
Place.

\AINA

NEXT STOP, THE COLUMBEIA
Everybody is always making such a big
noise about piloting the space shuttle but
what about the guys at NASA who pilol
the ground vehicles? The Space Shuttle
bus drivers. Their job is difficult, too
Without them there wouldn’t be any
takeoffs at all. Well, technically, ther
would be takeoffs but nobody would b
inside the ship. You can pretend to be
one of these highly-skilled and specially




WAKINER

Computer simulations

you're never going to

see. Don’t thank us now.

trained drivers with this fabulous simula-
tion. Rendezvousing with satellites is
tough but pit your depth perception
against this baby: Lining up that four
speed van with the touchdown spot. No
piece of cake, brother! And you've got to
be on the ball for that perilous journey
from runway to debriefing center — one
centimeter off in judgment and you're
driving on a one-way route to a brick
wall. Watch for signs or you'll lose your
way. You think black holes are danger-
ous? Try getting your back wheels out of
a soft shoulder sometime. The lives of
great Americans are in your care. Don't
forget to tell them to buckle up!

The intricacies of the bus dashboard
have been faithfully reproduced in hi-res
graphics. All those instruments on which
your safety relies are duplicated on
screen. There on the right is the glove
compartment where vou keep your
gum. There to the left the important light
switch for driving in the darkest of
nights. You'll learn to identify and use all
the instruments on the dashboard such
as the steering wheel, the hood release
and the Dolby noise-reduction control.

At the push of a key, you can also get a
close up of the engine. But you won't
want to do that. So many parts. And they
all look so much alike. When repairs need
to be made en route, use the HELP key.
A trained mechanic will drive up in a tow
truck. This costs you points and respect
but in the end you'll know you've made
the right decision. After all, trained
mechanics have to eat, too.

TOLL

NO CHECKS, PLEASE: It's 3in the
morning (or, as you, intrepid toll booth
attendant, might say: 3 AM in the mormn-
ing, you redundant old monkey, you) and
no cars have gone by in hours. You de-
cide to take a little nap. You doze off and
dream that the huge painting of the mata-
dor on black velvet that hangs in your
living room is actually a Rembrandt ori-

ginal done during his kitsch period. As
you're deciding how to spend the money
(by buying your own toll plaza and un-
dercharging the competition), a car full of
roisterous teenagers tries to pass
through the barrier without paying.
You're awake in a flash and sliding down
the pole into your rubber boots. . .no,
wait. Wrong simulation. You're awake in
a flash and you stop them. No one gets
through the Lincoln Tunnel or over the
G. Washington or G. Gate Bridges free.
Not while Toll Booth Attendant is on
duty. (Heroic music up and out.)
That’s just one of the action-packed
scenarios you'll have to contend with
when you boot up No Checks, Please.
Other crises that have to be dealt with
include the guy who only has a twenty
and is first through in the morning; the
driver who thinks it's funny to take a
handful of pennies and toss them straight
in the air in the general direction of the
change basket or your hand and the guy
who misses and then gets out and picks
up the loose change. This always hap-
pens during rush hour just as the traffic
copter from the local radio station hovers
into view overhead and you hear her
saying “. . .traffic is backed up all the way
to Cairo. . ." This is not exactly how you
envisioned using those 15 minutes of

- @

fame allotted you by Andy Warhol but,
hey, you're a Toll Booth Attendant and
you've got a job to do!

Next to the graphics — those
flawlessly rendered identical booths with
their red and green lights — the best
part of this simulator is the uniform. That
about says it all, doesn't it?

LAXP

ALL THIS YOURS, BUD?: What’s
all this concentration on flight sim-
ulators, anyway? What about all those
people who love airplanes but prefer to
stay on the ground? (And a sensible pref-
erence it 1s, too. So much shorter a dis-
tance to fall if your engines fail.) For that
silent, trembling majority, we suggest
this skycap simulator. Just like pilot and
astronaut simulators, you get a nifty sim-
ulated uniform to wear, hundreds of sim-
ulated responsibilities and one real check
to write out in order to successfully pur-
chase this program. Like a real skycap,
you will be faced with difficult decisions:
How will you pile the nine pieces of lug-
gage on your cart so that everyone is
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booming voice, “I'm here!™ Thi
drives the audience wild. You hold
up a tattered and limp copy of an
old leather-bound book. The aud
ience is in a frenzy. Never mind thal
it's a copy of McGuffy's Reader. The
edges of the onion skin paper are red
and that is all that counts. Lame
people see. Blind people walk. Skep
tics believe. The kidnapped daughter
of the mayor is returned unharmed

aware that they're designer
bags? What's the best way
to stack them? Here's a hint
for that last question: First ask
yourself: Do you like this person?
If the answer is no, put the small-
est and most fragile piece on the
bottom and work your way to the
heaviest. If the answer is ves, reverse
that plan. That is the Skycap Code.
Learn it. Recite it. Hold out vour hand,

palm up, in the secret Skycap Salute. Several people in the crowd jump up
A simulated hand is included in each screaming that they finally understand
package. Ulysses. A couple gets up and walks oul

in disgust. What do they know? And the
best part is that this doesn't
have to be conducted in silence. No
This is a voice-enhanced program
Enhanced with the voice of anyon
you choose: Brigham Young, Aimee
Semple McPherson, the Angel Mor
oni, the Angels’ Reggie Jackson, Seth,
James Cagney, Betty Boop, The
Mormon Tabernacle Choir (any se
tion), Harpo Marx, Ethel Merman. You
decide. The world — and the world
to come — 1S yours.

\l DILIIJIBm
AV“'ER DEEP FLOAT: Strange things can

happen to you when you lie down. If, for
example, you lie down in the middle of

If you choose the Departure Area
from the menu, you will first be asked
where you want your client’s baggage to
go. Do you want to send it to the same
destination he's going to or do you think
he harbors a secret wish for his shaving
kit to end up in Paraguay? This will de-
termine which baggage tag to use. That
blue tag over there goes well with his
luggage. What does LAX stand for? Is it
a destination or a subtle criticism of your
attitude? Who cares. Whatever you do,
don't ask him. Learn to divine this in-
formation. Practice feeling these things.
After all, you're a skycap. You've got to
know.

PUT YOUR HANDS ON THE Route 80 (West or East, it doesn’t mat
MODEM, BROTHER, AND BE ter), it could change vour life. That,
HEALED: Here's the program for however, is the subject of the Chief
those of you who have always wanted to Medical Examiner Simulation which we
be evangelists but simply didn't have aren’t going to cover here. What we're
room for a tent. This wonderful sim- concerned with is lying down in a sim-
ulation has everything from string ties Lome people S€e. ulated isolation tank. An isolation tank 15

to bibles to souvenir mugs saying “I ¥ . also known as a sensory deprivation tank
salvation!” Bl | nd people WG”( because you enter it naked, and float in
As the program opens, you and your salty water in total darkness and silence
entourage pull into a small Midwestern SeVe r(]l peop| e No stimuli get inside at all. No noise. N
town sometime around 50 years ago. = - sights. Not even your family is allowed
You scout out a nice vacant field and pitch n fhe @ rowd |V m p inside no matter how dull they are. Un
the old tent. Then you dispatch your der conditions like these, the mind turn

BE e ainneren 5l up scredaiiig] | S B s et
1 g S Y ¥ uselu
were in another simulation altogether. fh at fh e like gold bullion — or even beef boullion
Sweating (the company should be y — is something scientists are strugghng

praised for its realistic depiction of . to figure out. Anyway, many people
sweat. The support material includes f'nOHY UndEFSfGnd swear by isolation tanks no doubt be
blouse shields and a roll-on deodorant), I cause they have misplaced their notary
you walk to the podium and announce in a U ySSEsS. publics.
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This menu-driven program faithfully
reproduces the flotation tank experience
except for getting wet. First you meet a
wholistic receptionist who assures you
that this will be the most incredible expe-
rience in your whole life, really. Then
you undress. Then you decide how long
you want to stay inside — 2, 4 or 6
hours. Then you're taken into the room
where the tank is. When you lie down in
it, you notice that it bears an uncomfort-
able resemblance to a coffin. With this
thought, the lid is closed and there you
are — n total darkness and silence.
Have fun!

This is truly an interactive program
because there are no preprogrammed
hallucinations. You and the computer
work together to come up with really
bizarre fantasies symptomatic of deep
psychological problems. The experience
is recreated remarkably well. The in-
stant the assistant closes the lid, the
screen goes totally blank, and the com-
forting hum of the disk drive shuts off
altogether. This lasts for as long as
you've opted to remain submerged. And
that's real time, buster.

Oh yes, this simulation is also available
with fresh water for those on low sodium
diets.

BOOM

GLOBAL THERMONUCLEAR
GRAMMER : This is simulated English
at its best. Russian nuclear submarines
have been planted in an otherwise gram-
matically correct English sentence. Your
job is to find them and defuse them be-
fore they blow syntax sky high. Thanks
to the magic of fractals, the irregularities
of English grammatical rules have been
rendered superbly here.

CiISH

TRICKS AND STREETS: Unlike all
those other Lady of the Night sim-
ulations already on the market, Tricks
and Streets is more than just a one night
stand. Not only does it involve strategy

and skill, it's also a small business tutor
and teaches the rudiments of criminal
law. Those who are patient and do their
jobs well, will be acquitted and might
even end up the Madam of zll they dis-
cretely don't see.

At the beginning of the game, vou get
to choose the name by which you wish to
be called. You can select it either from
the ready-made list that comes on the
disk — a list which includes such kinky
monikers as Lila, Fifi, Modesto, Domino
and Sister Mary Michael — or you can
invent your own. We chose Cleo, the
Whip Lady. If you prefer, you can even
pretend to be a famous lady of ill repute
such as Belle Watling, Blanche du Bois
or Irma la Douce. In addition, the menu
gives you the option of having a heart of
gold.

Next, the computer presents you with
a list of possible outfits. You can opt for
the total Spandex look and swing your
hips in leopard skin or you can go with
teeny weeny shorts, pantyhose and
white sleeveless T-shirts. Boots, of
course, are de rigueur if you can spell it.

After this, vou choose your turf. You
can do business on Santa Monica
Bivd, CA; or 11th Avenue, NY;
or Place Pigalle, Paree; or
Main Street, Anytown,
USA. Here's where
the game of skill
begins. As each
“john™ passes,
you must try
to catch him
before he is
picked up
by the
competing
call girls.
You do this
by call-

ing on all your wiles: Eyelid fluttering,
hip swinging, bargain prices. The anima-
tion in this segment is really unbeliev-
able. Really. The more “johns” you col-
lect, the more money you take in. If you
miss five “johns” in a row, the police bust
you and you're taken away in a Black

Maria. In this case, vou must raise bail

and have an air-tight alibi prepared. You

can either choose one of the alibis in-
cluded on the disk or create your own.

We chose to say “Huh?” to our pro-

secutors. If you can successfully prove

entrapment, you automatically win the
game.

At a higher level, you simply spend the
whole night lounging in a peach colored
camisole in a living room crowded with
Victorian knickknacks. Later, you dye
your hair a garish red, gain 50 pounds,
put on a long, gossamer gown and wel-
come innocent young college boys in for
their first time with Honey, the blonde
Carole Baker look-alike in the baby doll
pajamas. You can even save your best
nights on disk for sighing over during
slow times. A “most scores” list is main-
tained on disk as well, and you can con-
stantly change your ranking by
doing better.

OSCAR MEYER; In this simula-
tion, just wishing will make
it so. Other coldcuts simu-

lations will be available soon.
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For every hit

game, there’s
one collecting
dust in a closet

somewhere.

By JOHN HOLMSTROM

nly a few years ago the
arcade business looked a lot
like the rock music industry
does today. Games like Pac-
Man and Asteroids became overnight
phenomena, magazines devoted to
America’s newest craze proliferated and
game designers skyrocketed to pop-star
status. An industry that had built its suc-
cess primarily on juke boxes and pinball
machines — the “coin-ops” of their day
— was unprepared for all the hoopla. For
a while the arcade game companies could
do no wrong, but before long the prob-
lems as well as the perks they shared
with the recording and film industries
began to surface: fragile egos had to be
stroked, “celebrity” programmers auc-
tioned their services to rival companies
for outrageous fees, talent raids became
commonplace. Now, two years after the
height of the storm, the arcade industry
is still digging out from beneath the
rubble. Many of the problems have dis-
appeared, but so has a lot of the glory.
Buried with the corpse of the original
arcade phenomenon are dozens of
games that never made the leap from the
engineers’s labs to the arcades. | spoke
recently with several game designers
who either simply wanted to tell the
world about their lost projects or com-
plain about why certain games were
short-circuited forever. Most preferred
to do both. Some games performed well
when tested by the companies and still
were never released. Others just
seemed to get lost in the corporate
shuffle. In the beginning, there was
Clone — one of those rare animals that
was never to be allowed in an arcade no
matter how much money it made.
Clone was played in a sit-down
cabinet, with one very unusual feature.
Designer Elaine Ditton describes it: “It
had a camera that sat on top of the moni-
tor, and it started out by taking four
pictures of you. You could stick out your
tongue or make any kind of face that you
wanted to. It saved the last picture in the




champion page (high-score screen), so
the high scorer and the last person who
played would be your opponents.”

After being photographed, your face
was inserted in a circular pod that had
four ports sticking out of the top, bottom
and sides. The object of the game was to
fill empty pods with your face before
vour opponents could get to them first.
The screen scrolled in all directions (like
Sinistar) and featured a radarscope that
indicated where the other pods were.

Although Ditton was working on
Clone for an independent design group
headed by Marvin Glass, Bally had
agreed to test Clone in the arcades.
That’s when Ditton got the bad news:
Clone was doing well, but there was this
problem. “Somebody,” Ditton says,
“exposed himself to the game. A moon
and a frontal shot. Nobody thought peo-
ple would do that since the cabinet was
wide-open. But someone did it anyway.
It was pretty funny, I thought.”

Ditton admits there was another slight
problem the powers-that-be had with
Clone. “They felt the whole game had a
sexual connotation because of the way
the pods and the ports came together in
order to fill the other pods. They thought
that the graphics were sexual, so they
shied away from it.”

Most game designers, even the pop
stars, have suffered through the exper-
ence of sweating over a project for a year
or more and never seeing it surface in
the arcades. But Owen Rubin’s track
record is not to be believed. Before final-
ly tasting success with the Atari games

Space Duel and Major Havoc, Rubin was
involved with one disaster after another.
An Atari engineer for eight years before
he recently joined Bally/Sente, Rubin
had his hand in several early arcade
bombs such as Invasion, Cannonball
and Skydiver (the latter two became
Atari cartridges). But the game that
Rubin, who likes to be known as the
“King of the Flops, " will never forget and
didn't stop talking about during this in-
terview was Tube Chase. . .or was it
Tunnel Hunt? Would you believe Ver-
tigo? Rubin simply says, “It was “The
Game That Wouldn't Die’.”

The story begins in 1978, when Rubin
finished the first pass on what was then
being called Tube Chase. 1t was a 3-D
flying game in which you traveled
through a tunnel, firing missiles at
oncoming attackers. The longer you sur-

vived, the faster you flew. Once the
game ended, dizziness was a not uncom-
mon side-effect.

“We tested it in Seattle,” Rubin re
calls, “and it earned consistently for 12
to 14 weeks. Definitely a decent earner.
And then they said, ‘We want to make
one change.” That was after I'd already
been working on it for a year and a half.
Six months later it tested exactly the
same. And they said, ‘Just one more
change.’ Finally they decided not to build
it.”

Instead, Atari decided to palm Tube
Chase off on a competitor. First Exidy
showed interest — they were ready to
change the name to Vertigo, but then
backed out of the deal. Centuri stepped
up and grabbed the game, renamed it
Tunnel Hunt and requested yet more
changes made by Rubin.

“We're talking 1982 now,” he says,
seemingly exhausted from just relating
this fiasco. “I figure three of my eight
years at Atari were spent on that game
alone. So what happened? Centuri ended
up selling only about 500 of them. Had
Atari built (Tube Chase) when it tested
well, they probably could have sold six to
eight thousand — maybe more, because
the arcades were buying a lot of games at
that time. In my opinion, it was strictly a
management problem.”

It’s hard to believe that during the
height of the arcade silliness — 1979
1982 — any game sat on the shelf, as in
the case of Tunnel Hunt. But,
apparently, Rubin's saga was not unique.

Continued on page 81
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Most game
designers
have
sweated
over @
project for
a year or
more and nevel
seen it
surface in
the arcades.
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Whats

Elizabeth Tavior®s
Favorite
Lombon?

In Pursuit of Electronic Trivia

hile it may be true that Triv-
tal Pursuit has given birth
to a national obsession and
in the process supplied
trend-conscious software producers
with a lucrative bandwagon to jump on,
let us not labor under the false assump-
tions that trivia itself was invented in
1981 by a pair of dedicated, Nobel Prize-
winning scientists and that before the
existence of Trivial Pursuit, no one had
ever attempted to recall that pooch’s
name on “Petticoat Junction.”
People have always gotten a certain
satisfaction from retrieving those in-
significant bits of data such as the name
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of Sky King's niece or the number of
stars which make up Orion’s belt. It's the
kind of thing that appeals to a level of
intellectual pretension in all of us. Trivial
Pursuit can be credited with creating
the preferred pastime of the eighties, by
capitalizing on people's need to show off
in a non-threatening arena. Despite
some awkwardly-phrased questions and
a few flat wrong answers — not to men-
tion the recent plagiarism suit — Trivial
Pursuit is a pretty class act. From the
ornately-scrolled logo to the game board

it'’s clear that the game is the result of
reasonably careful planning and some
attention to detail.

Unfortunately, not all the game's flop-
py counterparts can make the same
claim. Although most of the com
puterized trivia contests which have
appeared on the market since Trivial
Pursuit's publication seem to be In
telligent efforts to provide the same fun
and party atmosphere through a compute:
as vou get from the board game, othei
have too often been hastily-written and
poorly-conceived attempts to cash in on
the trivia phenomenon, Since virtually
every trivia game available approaches



the subject from a slightly different per-
spective, you'll have to shop around a
little to find one that appeals to you.

Purists, for example, who want a pro-
gram which preserves as much of the
feeling and flavor of Trivial Pursuit as
possible will probably only be happy with
Triv Mania by Star Software. Triv Ma-
mia, available for the IBM PC and com-
patibles, features an on-screen game
board with such familiar elements as “roll
again” spaces and a central area where
plavers get to select their own categor-
ies. It also includes the original six
categories with 1000 questions each,
color-coded spaces to determine the
category of a question, and requires that
each player answer at least one question
correctly from each category.

Some welcome additions include a
built-in timer which can be set from 1 to
99 seconds, two independently select-
able skill levels, an on-screen display of
each player’s stats, and the ability to
save a game in progress. Believe me, it's
a lot easier to save a game to disk than it
is to try to leave, untouched, the pieces
on an actual game board until the next
time cousin Arthur comes to visit.

Despite Triv Mania's similarities to
the original, it ultimately fails to recreate
the atmosphere of a marathon session of
Trivial Pursuit. And, in fact, this is an
unrealistic expectation of any piece of
software.

While you're playing Trivial Pursuit,
the board is simply a tool of keep track of
everyone's progress. The real fun comes

as each player takes his turn in the
spotlight. When the game is turned into a
piece of software, the steady glow of the
computer monitor becomes the center
of attention. Because the computer does
such a perfect job of keeping score, ask-
ing questions, and strictly enforcing time
limits, the game, though enjoyable, lacks
spontaneity.

If a person asks, “What's the world's
largest and heaviest mammal?”, a typical
initial response might be “your aunt
Ethel.” When asked the same question
by a computer, however, you're not go-
ing to get a big laugh from the machine no
matter what you say. It's almost as if by
making a computer wait fora
response to the prompt
“ARE YOU o~
READY PLAY-

ER 3,” we're
afraid the :

machine will |
grow
impatient
with our
rambling and
quit the
game.
Recognizing
these inher-
ent limita-
tions, many
software
manufac-
turers
have

purposely
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Flectionic Irivia

chosen to deviate from the original for-
mula. Some adopted a multiple-choice
format which gives you a chance of an-
swering a tough science question cor-
rectly — even if you're someone who
thinks you need a thermometer to find
the number of degrees in a right angle.

* SPORTS *

EXPERT LEVEL
E

‘\/..

8. Who was the NFL rookie of the
l year in 19697

3> | _Galvin Hii | 3

g

2359

The first computer trivia game to pro-
vide players with this format was FAX
by Epyx. A home version of the Exidy
arcade game, FAX rewards players for
quick answers. The faster you come up
with a correct answer, the more points
you'll get. Since the game requires two
plavers to share a seat in front of the
keyboard (both must be able to reach the
number keys at the same time), 1t is best
when played with someone you're really
fond of.

The game designers at Suncom
thoughtfully solved the seating-
arrangement problem by including four
“Quick Response” controllers with their
trivia extravaganza, PQ: The Party Quiz
Game. With PQ, up to four players can
sit at a comfortable distance from the
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computer while fielding questions from
the usual areas of Sports, Science, His-
tory, etc. Again, the early birds get the
big points as a bonus timer begins count-
ing down when each new question
appears.

PQ zips along at an almost frantic pace
(the maximum amount of answer time is
only 10 seconds), with regular rounds
interrupted only with brief disk loads and
even faster “Lightening Bonus Rounds.”
As a result, PQ plays more like a TV
game show than a serious contest of
intellects. For a change of topics, if not
necessarily a change of pace, PQ owners
can purchase supplementary question
disks such as General Edition 2,
Entertainment Edition 1, Sports Edition
1, Education Edition 1, and even Bible
Edition 1 (love those parable questions).

The latest trivia contest to feature a
multiple-choice format, Uptoun Trivia,
differs interestingly from the oth-
ers. While it also provides players with
four possible answers to a question, only
one answer appears on-screen at a time.
You can accept an answer by pressing
“Y" or to reject it with any other key-
stroke. Once you pass up an answer,
however, it’s gone for good.

Although three correct answers from
each of the Uptown Trivia's six categor-
ies are usually required to complete the
game, this can be adjusted to any num-
ber from one to nine. Uptown also offers
players the option of setting a timer to
keep play moving along, or leaving it off
for more leisurely play. The game's
sound effects can also be toggled on or
off. Despite these welcome options,
however, Uptown Trivia seems over-
priced at $49.95, especially in light of
recent price reductions by competing
trivia software manufacturers. If you can
find a good deal on Uptown, however, it's
well worth adding to your software col-
lection.

Incidently, the official Trivial Pursuit
arcade game by Sente shares Uptown's
method of revealing only one possible
answer at a time. Housed in Sente’s
sleek cabinet with an almost-horizontal
screen, and bearing the familiar blue and
gold logo, the arcade version is a perfect
way for trivia buffs to stay in training
during the long work week between
weekend gatherings over the game
board. Since the questions are taken di-
rectly from the original Genus Edition,
experienced players should have no
trouble making their quarters go a long
way in the arcade.

Although multiple-choice formats help

to simplify and pick up the pace of many
trivia games, some would argue (and just
ly so) that giving every player a one-in
four chance makes a trivia contest just
another game of chance and removes the
thrill of competition. After all, how long
would the “G.E. College Bowl” have
stayed on the air if the show featured the
most brilliant students from all over the
country drawing straws for scholarship
money?

Fortunately, for those of us who be-
lieve luck should have nothing to do with
the outcome of a trivia game, there are a
number of packages which supply play-
ers with only one answer the right
one, after the player’s own response has
been announced verbally. A “Y" or “N”
is then entered in response to the
prompt “Was Answer Correct?” and
play continues. (This sort of gameplay
may deliver some merciless players into
temptation, however.)

One such program, Trivia 101, by Dig-
ital Learning Systems includes 5000
questions ranging over an amazing 200
categories. As each player’s turn begins,
he is given a choice of four randomly-
selected categories which range from
World Capitals to Beatles. A correct an-
swer is worth from one to six pomnts
depending how fast you get it out.

With Trivia 101 you may elect to play
in any of three ways. You can pre-set a
point limit which a player must reach to
win. You can have the winner be the
player with the highest score after a spec-




A good trivia player enjoys a challenging question no matter
where it comes from — especially if he knows the answer.

ified time limit. You can even play Sud-
den Death where a single wrong answer
means vou're out of the game. Perhaps
the most appreciated feature of Trivia
101, however, is the program’s use of
large display lettering rather than the
standard IBM character set.

A companion program to Trivia 101 is
TV and Cinema 101, also by DLS. With
categories such as Star Trek, Daytime
Soaps, and Talk Shows, this is the per-
fect game for those of use who used to do
a lot of homework in front of the televi-
sion or occasionally skipped it altogether
in favor of an evening at the movies. At
only $30.00 each, these are two of the
first programs I'd buy if I owned an IBM
PIE:

Another trivia program which re-

A multiple-choice
format gives
you a chance of
answering a
tough science
question
even if you're
someone who
thinks you need o
thermometer to
figure out the
number of degrees
in a right angle.

quires you to announce your answers
verbally is Academy Software’s Trivia
Plus. What sets this one apart from sim-
ilar programs is that it takes full advan-
tage of the Commodore 64's music
capabilities. The program includes the
first few bars from over 100 well-known
songs. After listening to one of these
brief musical interludes you're asked to
identify the composer, fill in a missing
line, or simply to name the song. If music
isn’t your forte, don't worry — it comes
up in only one of the games eight

categories.
If you find the idea of playing a trivia
Continued on page 77

A Roundup of the Programs

TITLE #QUES. #CAT #PLAYERS INPUT ANS. DIF. HANDICAPPING HARDWARE PRICE

0603 0211 02001 ORTEAMS 0203 0110 0106 (Y/N) 0406 0204
0402 0510

COMPUTER TRIVIA 3600 6 7 k MT M N L] $44.00

Avalon Hill

4517 Hartord Rd
Baltimore, MD 21214

COMMENT: Includes both the original board game and a floppy version The questions are amang the mos! challenging of any tnvia
game, bul loge their bite in the multiple-choice mode

FAX 3700 4 2 K M EMH N 13 $27.00
Epyx

1043 Kiel Court

Sunnyvale, CA 94089

COMMENT: Fast-paced and fun but questions repeat oo often Expert level isn’t hard enough

MASTER TRIVIA 2000 N'S 6 K T EMH N 3 $19.99
Cymbal Soltware

1200 Route 23

Butler, NJ 07405

COMMENT: Entire answer must be lyped in Parfial credit given lor misspelied words

ALSO AVAILABLE: Childrens. Entertanment, General. Sports, and Warld Facts Trivia {Only $9.99 each) All can be used
independently or integraied with MASTER TRIVIA (over 1500 quaestions each)

ALSO AVAILABLE: Entertainment Tonight with over 2000 queslions (812 99)

PQ: The Party Quiz Game 2500 N'S 4 c M L ¥ 1234 $45.95
Suncam

260 Holbrook Drive

Wheeling, IL 80090

COMMENT: The lour custom conliollers are well-made and comlartable 1o use Fealures such as mulliple modes of play and
Ligmening Bonus ™~ rounds give PO a real game show fesl

ALSO AVAILABLE: Genaral Edition 2, Ertertainment Edition 1, Sports Edition 1, Bible Edition 1. and Education Editon 1. Each with
over 2500 questions and must be used with PO (524 95)

TRIVIA 101

Digital Learning Systems
4 Century Drive
Parsippany, NJ 07054

5000 200 14 K v M Y A5 $30.00

COMMENT; Broad range of categories and Guestions gives everyone an even chance, A real baigain
ALSO AVAILABLE: TV and Cinema 101 (Same as above but with only 100 caregornes)

TRIVIA FEVER 3500 7 8 K v EMH : § 1,345 $39.95
Professional Software

51 Fremont Stree!

Needham, MA 02184

COMMENT: Can be played with or without 8 computer ($5 00 rebate for teturn of disk). Features the mos! extensive handicapping
methods of any computer trivia game. Level 3 questions will sturnp Irivia experts

ALSO AVAILABLE: Trivia Fever Volume 2 ($24 95) wath 3500 questions (must be used with original TF) Super Spotis Edibion (829 95)
with 3500 questions. [Does NOT requite onginal TF)

TARIV MANIA 6000 6 6 K v EH ¥ 45 $49.95
Star Sofltware

3903 So. Espana Sireet

Aurora, CO BOO13

COMMENT: Bast approximates the leeling of Trivial Pursuit due (o the on-screen game beard, rolling dice, roll-again spaces, eic

TRIVIAPLUS 3500 8 & Kord V L N 3 $24.95
Acatemy Software

PO Box6227

San Ratael, CA 84903

COMMENT: Makes good use of the CB4 SID chip by piaying short snippets of songs which musl be identilied. It you like Name Tnat
Tune you'll Tike Trivia Plus

UPTOWN TRIVIA 3600 L] 10 K L] L} N 134 $49.95
Uptown Software

310 Franklin Streat

Boston, MA (2110

COMMENT: Fealures colorlul “Trivia Wheel” and greal sound effects. Allows you 1o easily add or retire players in the middie of the
game without affecting play

EXPLANATORY NOTES:

#QUES. — Represents the minimum number ol questions prowded in the package. Most manutacturers claim to have over the
amount spacified

#CAT. —Number of categones NS = Not Specitied

#PLAYERS OR TEAMS — Maximum number of piayers or 1eams thal can compele simultaneausty

INPUT—K = Kayboard. J = Joystick, C = Custom Controller (included)

ANS. Melhod of armiving al answers (o Invia questions, M = Multiple Choice (Computer provides a number of possible answers from
which the players can choose Computer ther [ets you know whether ot not chosen answer is correct). V =Verbal (Program supplies
no answers. Players announce answer verbally and it is then checked aganst Ihe compuler response Y or N is then enlered in
ragponse 1o the prompt “Was answer correci? (Y/N)) T =Typed (Computer provides no answers. Players enter answer inlo the
computer. Program than announces whether ar notthe answer is corect)

DIF.—Difficulty of questions. E = Easy. M =Medum H = Hard, Some programs had questions of varying difficulty but nol specific
player-selectable ranges. In these casas the questions were given an overall dficulty rating such as M

HANDICAPPING (Y/N)—Allows novices 10 compele on an equal basis against Irivia experis by individually adjusting question
diticulty, number of questions needsd 1o complete & category, time mil, etc

HARDWARE —1 = APPLE. 2 = ATARI 3= CB4_ 4 =IBM AND COMPATIBLES. 5= TANDY Readers should check with manufacturers
about specilic modeis

PRICE—Suggested relail price al ime of wriling
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magine plugging an Atari cartridge

into a Commodore box and getting

Centipede instead of gibberish. [t

hasn’t happened — yet. Butit's one of
the best parts of the still-coalescing
MSX universe of software and hard-
ware, a hint of the computer equivalent
of the Toyota.

It's not just that you can plug a Pana-
sonic disk drive into a Pioneer keyboard
into a Sony monitor, like building a
stereo system from the best of each
component available. It’s that you'll also
be able to buy those computer compo-
nents on the shelves next to the stereo
equipment whose brand names they
share. And some of those familiar car-

tridges will have a new look on vour
monitor, as software developers take
advantage of the MSX standard’s ad-
vanced sound and graphics chips. Add a
high-resolution monitor or laserdisc and
those space shots will look like they've

The wait is almost over
for the MSX.
Will these Japanese
compatibles really
challenge American
computer companies
and consumers?

been beamed down from the shuttle.
For the uninitiated, MSX machines
are the long-awaited Japanese threat en-
try into the U.S. microcomputer mar-
ket. They're inexpensive — most sell
for between $200 and $300 in Europe
and Japan, where every other micro-
computer purchased is an MSX
machine. The lowest of the low-end un-
its sells for about $80. Prices rise with
add-ons and quality of monitors.
Dozens of MSX companies — most
with names familiar from stereo shops,
camera stores and other electronic areas
— are scoping out the North American
market for introduction of the cheap but
promising MSX machines. The first are




A

You'll see a lot of familiar

rand names on MSX equipment.
Clockwise from the top:
Spectravideo, Yamaha, Pioneer,
Canon, Panasonic and Sony. The
software for these machines will
be familiar, too. Many US
software companies are already
producing MSX formats of their
programs for the Japanese and
European markets.

W — e,
= i
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due to arrive very soon. Some MSX fans
call the systems the definitive home en-
tertainment center with the computer
seen as just another part of the house-
hold.

MSX could also expand the mean-
ing of computer entertainment. Yamaha
offers an MSX machine that hooks to a
musical keyboard and will replace one of
its line of synthesizers. A Pioneer sys-
tem plugs into a VCR to let the creative
computerist insert color graphics as sub-
titles or credits, or create cartoon-video
combinations.

And the games will be ready too.
Nearly two dozen prominent entertain-
ment software firms have signed up to
convert their best-selling packages to
the MSX format in time for the first
months of the American debut. Activi-
sion's Ghostbusters is already ready; it's
at the top of the charts in Japan, and
doing very well in England. Spinnaker 1s
adapting a string of educational pro-
grams, including Fraction Fever, Kids on
Keys and Kindercomp. Also working on
converting their software to MSX — and
even examining new games that play on
the system’s unique features — are
Broderbund, Addison Wesley, Sierra
On-Line, Thorn EMI, CBS Software and
Dilithium Press. Even Human Edge
Software is porting over its psych-out
software program, Mind Prober, pre-
viously available only for the IBM and
Macintosh. The pseudo-psychological
software helps vou learn how best to
deal with friend or foe depending on the
characteristics vou describe.

A notable holdout from the MSX trend
is Electronic Arts. President Trip Haw-
kins says he “wouldn’t touch it with a
10-foot pole.” He says North American
computer-users are too sophisticated
for what MSX can offer. “It’s pretty diffi-
cult to force a standard here,” he savs.
He says Electronic Arts may license
some of its hottest programs for conver-
sion to MSX systems, but he'd rather
spend his company's efforts taking
advantage of advanced technology —
like the faster IBM and the high-resolu-
tion Macintosh — in this country.

Leading the MSX software pack are
Ascii, of Tokyo, and Konami, known for
its coin-op successes, Track and Field
and Time Pilot. Ascil actually has a head
start, since it's led by Kazihito “Kay”
Nighi. Nishi is a vice president of Amer-
ican software leader Microsoft and pres-
ident of Microsoft Far East, which origi-

CIYISIoN

nally developed the MSX operating sys-
tem two years ago. Not all of Ascii's
more than 30 MSX games will come with
the computers to the U.S., and some
may be changed to better fit American
culture.

Konami recently announced that 22
MSX video cartridge games will be
ready for the onslaught of import hard-
ware expected this spring. The selection
features a host of sports games, includ-
ing Konami's Tennis, Golf, Baseball,
Hyper Rally (car race) and, for the less
athletic players, Pinball and Billiards.
Suggested retail for each 1s $19.95, typi-
cal of MSX software price tags.

Many of these games are part of the
package that earned Konami half the
Japanese MSX software market, and 60
percent of the European sales last year.

Most MSX
machines sell for
between $200
and $300 in
Europe and Japan,
where every other
microcomputer
sold is

an MSX machine.

Consumer Marketing Director Frank
Pellegrini says Konami is very excited
about the potential of MSX and plans to
promote the system and its software
heavily in the U.S.

“Despite all the people at Atari and
Commodore and the like who don't think
MSX i1s going to make it, I think it can’t
miss,” he says. Odd as it might sound,
MSX may succeed in the same way [BM
dominates — though with different au-
diences. Business computer buyers
often go for IBM because there’s a
mountain of software available and they
know the company will be around awhile.
MSX software is stacking up even as the
machines emerge, and it isn't likely Sony
or Mitsubishi will disappear, either.

“The compatibility of the MSX system
is very important,” Pellegrini says. “I
believe the American consumer is tired
of being burned by manufacturers who
develop hardware and software for a
system, and then go out of business or
drop the line. The whole basis behind
MSX is being able to update that
machine without losing compatibility.”

The entry of MSX machines into the
U.S. and Canada should also bring a flood
of “new” games that are already sold for
the MSX in Japan and Europe, and which
will be ready to join the new machines in
America. Nexa Corp. of San Francisco,
for example, will bring Starship Simula-
tor, Captain Cosmo and F-16, all big sel-
lers in Europe. MSX machines’ expand-
ability provides options other machines
can’t, developer Gilman Louie says.
With Nexa's F-16, the player can fly the
3-D fhght simulation solo or hook the
computer's joystick port into another
MSX machine to fly against an opponent
on another MSX computer.

“It's more realistic,” Louie says, “You
can look at the screen and see what a real
pilot sees; look to your side and see what
yvour opponent’s doing.” Though Ceap-
tain Cosmo was originally released on
the Atari, Louie says his firm is develop-
ing new software for the MSX machines,
rather than converting existing prog-
rams, so they can take advantage of
some of the system'’s capabilities. MSX
has better sprites he says — objects
moving against landscape or spacescape
graphics are better defined and can be
manipulated more easily. He says the
MSX image is most like the Coleco
Adam.

Nexa is also working on two MSX

Continued on page 80
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MINDWHEEL

Designed by Robert Pinsky,

Steve Hales and William Mataga
Synapse & Broderbund/IBM PC,
Ap, C-64/128K Disk/$44.95

At last — some serious competition
for Infocom. In fact, Mindwheel, the de-
but title in the Synapse/Broderbund
“Electronic Novel” series (forthcoming
titles include Essex, Ronin, Breakers
and Brimstone), could have a revolution-
ary impact on the whole idea of text-
adventure games. For here is a text
“game” that doesn't just aspire to the
status of literature it actually has
some legitimate claim to that status. All
the elements are here: a truly imagina-
tive plot that draws on, but is hardly
limited by, the conventions of science
fiction and other standard adventure
themes; lively characters who appear to
have troubles and goals of their own;
dramatic shifts in mood and pacing; intel-
ligent, adult content; and a witty and
compelling authonal voice. There’s also
fine poetry, plus word games, puns, and
other signs of delight in language for its
own sake, and wildly original imagery
that is by turns dreamlike, hilarious, fan-
tastic, or disturbingly realistic. On top of
this, Mindwheel is probably the most
playable adventure ever constructed.
The programmers have simply junked
the stuffy, stiff mechanical elements
found in most text adventures, and
bravely substituted a game system that,
while still a recognizable text adventure,
with all of the best features of the other
games intact, is uncharacteristically
easy to use, incredibly flexible and
realistic.

Mindwheel’s closest plot parallel is the
recent film Dreamscape. In a future
world on the brink of Armageddon, a
lone scientist has perfected a technology
that can project a living mind into the
dreamlike thoughts of statesmen, artists
and others who have had a strong effect
— whether for good or ill — on the path
civilization has taken. Desperate for
some solution to the present crisis, and
convinced that the scientist’'s machinery
may be the only way to find one, your
world’s leaders have selected you to
undertake a quest into the minds of four
unique personalities: an assassinated
rock star who once led a worldwide
peace movement; a bloody military dic-
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tator, executed for atrocities that
apparently surpassed those of the Nazis;
a polymath poet, the greatest of his age,
who died a gruesome death for love; and
an enigmatic female scientific genius,
creator of the superweapons that now
threaten the world with annihilation. All
four are physically dead, but their mind-
worlds are still alive, preserved in the
electronic matrix you will enter — there
to search for a link to the “Cave Mas-
ter,” a mysterious prehistoric being who
presided over the birth of civilization,
and for an object he holds that may be the
key to your world's salvation.
Navigating in these four distinct
dreamlands is mechanically the same as
most text adventures: you can type in
single-letter or whole-sentence com-
mands, travel in ten directions, closely
examine objects and people, pick up
things, introduce vourself to the other
characters and guestion them. What's re-
markable about Mindscape is the worlds
themselves: each of them — and every-
thing in them — 1s in such constant mo-
tion that, while almost all the situations
will repeat, the sheer amount of varia-
tion within any one of them is enormous.
No two games — even played by the
same person in exactly the same way —
ever seem to come off identically. Char-
acters (both principals and extras) wan-
der on and off stage at varying times and

junctures, doing and saying things dif
ferently according to the time you meet
them, where you were just before, what
you learned from others, what you're
carrying, and all sorts of other circum-
stances. There are also no definite,
labeled “rooms;” instead, you'll find
yourself in a series of general locations,
with a few stable features and lots of
highly variable ones. There is weather,
for instance, which constantly changes,
and the way it changes is often a clue in
itself. Certain actions can change the en-
tire landscape which, given the logic of
dreams, is both sensible and highly dis-
concerting. And you can even just sit
there and watch it change (which may
have its own effect on the world around
you).

Apart from this inherent liveliness,
the actual text of this text adventure is
tough to beat for realism. The dialogue has
a quality of direct response to vour
input that is simply gripping. Author
Pinsky and programmers Hales and
Mataga seem to have collaborated very
closely in trying to anticipate and write
Juicy responses to all kinds of questions
from the player — and while there is a
limit to this (you can, for instance, get
smart responses to nonsense ques
tions), the sheer number of characters
who can talk back to you more than
makes up for the limitation in total re
sponse from any one of them (a few
characters will even explain this to you,
apologizing rather humbly for being “li
mited creatures”). The writing also has a
decidedly adult air. Pinsky expects us to
be able to deal with moral complexities
like a war criminal capable of writing sen
timental verse about his “Liebchen,” or
an androgynous rock star rather in love
with the image of his own murder; and 1o
appreciate jokes like a fearsome, riddling
demon who is also a part-time consultant
for the IRS, or his equally nasty assi
tants, who like the read the New York
Review of Books and have a habit ol
vomiting tastefully into their hands afte
reading your attempts at solutions (o the
Boss's riddles. And if Pinsky isn't a jolly
L. Frank Baum, neither is he a sere and
bleak Samuel Beckett: his mad dream
worlds are chock full of a wealth of s
real detail, ranging from a hail of hous
hold appliances and office furniture, a
vortex of plumbing parts and back issues



of Vanity Fair, and a toad who talks like
Henny Youngman, to a shaven-headed
female motorcycle gang, a bloody foun-
tain, and a sweet-smelling black pit filled
with the music of wind chimes.
Perhaps not everyone will think Mind-
wheel is truly revolutionary; Infocom
partisans will probably charge that it
merely amplifies on the interactive-text
standard first set in Deadline. Either
way, it’s an experience no text adven-
ture aficionado should miss.
(William Michael Broun)

THE MUSIC SHOP
Designed by Don Williams
Broderbund, 1984/C-64/
Disk/$44.95

This is a beautifully designed music-
writing program. As the blurb on the
back of the box rightly claims, “Every
detail in The Music Shop is sharp (even
the flats!).” Not only the flats, but all the
graphics, the documentation, even the
musical selections for the demonstration
mode show a Rolls-Royce kind of taste
and craftsmanship.

Like other music-writing programs,
the main problem is that the actual writ-
ing is slower than writing with a pencil
and manuscript paper. Manuscript
paper, however, won't play your music
for you as you compose. For the be-
ginner, [ can’t think of a more entertain-
ng way to learn about musical notation
and sound synthesis.

The Music Shop combines the best
features of other music programs, while
making some very useful additions. Not
the least of the improvements are the
window and pull-down menu features —
commonplace to Macintosh owners,
perhaps, but a real revelation on the C-
64. The menus provide every element of
composition, including notés, ties (in
two sizes), rests and triplets. You can
also pick up notes from the composition
itself without returning to the menu.
There's also an editing menu with word
processor-like cut, paste and copy func-
tions, which are a pleasure to use. The
program can be operated from the joy-
stick or keyboard; although a few com-
mands can be entered only from the key-
board. The cursor movement, believe it
or not, is one of the best features. When
vou direct the cursor with a joystick, it

moves slowly at first and then gathers
speed. This gives you fine control while
letting you cross the whole screen quick-
ly if necessary.

A synthesizer-like screen allows you
to design eight “presets,” which you can
then call for by number in your score.
For example, preset one might use three
flutes, with some vibrato in voice one,
and a higher sustain value in voice three
(higher than the given value for flute).
You also have the option of hearing the
music repeat, while you are fiddling with
the sound.

Other features I especially liked were
the single-staff option, which gives you
room for a much longer piece, if all the
notes fit in one clef; and the option of
changing the background and notation
colors.

The manual explains everything clear-
ly and simply, even in the “Basics of
Music Theory” section, which is as good
as any I've seen. It is well organized and
illustrated, and includes a reference card
with a “Quick Start for Experienced
Composers” on the back, for those who
don’t have to read the whole thing before
writing the first note.

The demonstration mode consists of
twelve tastefully chosen and arranged
pieces, from Bach to Greensleeves, in-
cluding an excellent original piece by the
arranger, Louis Ewens. The disk library
also includes a single-line, eight measure
version of a children’s song, to which you
can add harmony by following the tuto-
rial.

There are very few problems in this

program—there seems to be a bug or
two in the way it plays back what's writ-
ten (leaving out some notes, sustaining
others too long). It’s a safe bet, howev-
er, these have been cleared up since the
demo version was released. Another
minor inconvenience: since the program
moves forward a whole page at a time,
you can see staff 1 with staff 2, and 3 with
4, but never 2 with 3. On the other hand,
any number of “safety features” have
been written in to keep you from losing
anything inadvertently — even the
“Quit” option gives you a second chance.
Overall, this is an excellent easy-to-
use program. I spent three hours arrang-
ing Debussy’s Canope and fiddling with
the voices. It may seem like a lot of work
for three minutes of music, but it was

worth 1t.
(Henry Jones)

BELOW THE ROOT
Based on the novels by

Zilpha Keatley Snyder

Designed by Dale Disharoon
Spinnaker, 1984/C-64, Ap, IBM PC
& PCjr Disk/$26.95

Below the Root, an adaptation of Zilpha
Keatley Snyder's The Green Sky Trilogy,
proves that fantasy role playing doesn't
have to mean hack and slash. Spinnaker
is to be congratulated for producing a
challenging nonviolent adventure that
combines good arcade action with a com-
plex plot.

Set in a tree society where skill in
spiritual matters is placed above physical
might, the game’s goal is to rescue the
child leader Raamo and save the Green
Sky from sociopathic fanatics. Exploring
hidden areas of the trees and finding re-
clusive psychics helps to raise your spirit
power and is the key to solving the puzzle.
The fantasy element has been nicely cap-
tured m the colorful graphics and intri-
cate layout.

Using a joystick-controlled menu, you
can speak with, buy, sell, offer and take
items from other characters. You can
move around by walking, running,
crawling, jumping between imbs, gliding
(if you have the delicate robe-like wings
of a “shuba”), and, of course, falling —
which may result in concussion. Keep an
eye on your rest and nourishment levels
or valuable time is spent recuperating.
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One of the more unusual ways of get-
ting information is through “pensing,” or
reading other characters’ emotions and
thoughts. You can do this from a dis-
tance, thus avoiding the evil Nekom and
Salites who are trying to stop your
quest. As you gain more spirit power,
your pensing skills increase. You can
also gain the abilities to heal, influence
tree growth (“grunspreke”) and transfer
matter (“kiniport”). This last power is
especially important because there are
places you'll never get to without it.

You have a choice of five different
characters, which will determine not
only vour strengths and weaknesses,
but also how you are treated by others.
There are certain advantages to playing
the female roles (Genna and Pomma).
As the charismatic Genna, you will re-
ceive more cooperation than if you
choose to be the pragmatic and homely
Herd. As Pomma, you start with more
spirit energy than Charn or Neric.

One nice touch in Koot is that spiritual
improvement can come through
empathy with animals. And no matter
what abuse you put your character
through, from falling out of trees to pas-
sing out from exhaustion, the most you'll
lose is time — never a life. If vou do
resort to violence (for instance, by using
the sharp “Wand of Befal,” a magic cut-
ting tool) you'll literally lose the spirit of
the game.

The map of the tree towns that is
provided doesn’t give away any of the
surprises, and the game comes with a
sample adventure. Educational and
thought provoking for children, Below
the Root is also a good introduction to
fantasy role-playing for adults.

(Ben Templin)

MIND PROBER
Human Edge, 1984/Apple Il series/
Disk/$49.95

This program may give a new meaning
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to the expression “psych out.” Its
publishers claim it “lets you see people
as they really are,” and that you can “get
to know their secret likes and dislikes;
find out hidden truths about people you
thought you knew; and learn how to
make the most of relationships and how
to prevent emotional letdowns.” If this
program lived up to all its claims, its
users would never know failure, and we
could all be perfectly adjusted.

All grandiose claims aside, Mind Pro-
ber will spit out a very entertaining (if not
very informative) appraisal of you or
your subject. To get this assessment,
you must first describe the subject by
responding yes or no to a list of 65
attributes (such as seeking recognition
or being care free, joking, deep, egotis-
tic, liberal, etc.) You may only agree or
disagree; no “maybe's” or “once in a
while’s.”

Following this process, the program
will generate a report including a short
general assessment; descriptions of the
subject’s attitudes toward relationships,
work, stress, personal interests and
sex; and a summation called “What
Makes (the person) Tick."” If the report
is to be printed on the screen, it takes
less than a minute to get there. If, on the
other hand, you want it sent to your
printer, it can take more than three mi-
nutes before it even begins printing.
Although I ran the program on an Apple
Ile and Apple Dot Matrix Printer, the
program was clearly not configured for
my hardware; once the printing not only
took more than five minutes to start, but
the paper scrolled up a full sheet before it
began.

Running the actual program is simple
and convenient. Almost everything is
menu-driven, context-sensitive help
screens are one keystroke away and the
assessment section is flexible enough to
permit vou to change your mind forward
or backwards as often as you like. The
program permits you to stere eight

Copuright(Cy 1984
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assessments on disk.

I tried the program by describing both
my girlfriend and myself, then giving the
printed assessments to her and asking
her to tell which was which (the reports
are printed with only the subject’s ini-
tials). She eventually gave up and said
she couldn’t tell. [ admit that I had to tell
the program I was female in order to
have it generate two female reports. But
I answered everything else more or less
truthfully.

The program is packaged in a 150-
page paperback book of which the first
95 pages contain a semi-academic, semi-
pop argument for the use of programs
like Mind Prober (it's got a bibliography
over six pages long). It includes the
mind-boggling claim that the killing of
four students at Kent State University
by National Guardsmen during anti-war
demonstrations in 1970 is an example of
the importance of “reading the other”
(page 14).

Call me cynical, but | just can’t see
recommending this program as anything
more than light entertainment. [t runs,
(with the exception of its print program)
simply, flexibly and efficiently, and its
assessments are fun to read. In my tests
ofit, however, it failed to show any more
understanding of a personality than I had
going into the session.

(Myron Berger)

WEB DIMENSION
Designed & composed by

Russell Lieblich

Activision, 1984/C-64/Disk/$31.95

“A musical fantasy on an evolutionary
web” is how Activision describes Web
Dimension. Don't let this bit of literary
pretension put you off. While this is not
the most heart-stopping exciting pro-
gram to come along lately, it is one of the
more origmal and charming ones. And it
makes delightful and entertaining use of
the Commodore's musical capacity. This
is one game where the score means
something besides numbers.

The gameplay is comparatively sim
ple. You're represented by a bunch of
musical notes that clamber around a
white web trying to freeze moving ab-
jects. The objects glide along predeter-
mined paths, leaving colored lines in
their wake. You job is to meet the what
ever-it-is at a web junction, with the fire
button held down. (Pressing the button
the entire time is a good idea. ) This turns



=] 0ad& RUNe==——

A Discriminating Look at New Software

the object into an “energy cluster.” If
you meet anywhere except at a junction,
or go over a colored thread, minor cata-
clysm occurs and you return to the begin-
ning of the screen. The objects are dif-
ferent on each level, progressing from
atoms to astronauts, by way of planets
and amoebae. Web Dimension’s view of
“evolution” is idiosyncratic to say the
least.

Joystick control is frustrating at first.
Webs are not, after all, rectilinear; they
don’t have obvious right angles and
straight corridors like a maze. So you'll
probably spend a lot of time moving the
joystick in one direction and seeing your
notes head off in another. The good
news is that if you just tap the stick,
without holding it down, your notes will
go only as far as the next junction, which
gives you a chance to avoid a collision —
even if you don’t know whether you're
coming or going. There’s also an ele-
ment of strategy: go after the objects in
the wrong order and you'll find yourself
painted into a corner, as the astronauts
and amoebae mock you from the other
side of the web.

Once you've turned all the objects into
energy clusters, the web flashes dif-
ferent colors and you move to the blue
web. In this phase, accompanied by
bouncy upbeat music, you get to leave
color behind you, as you chase down the
energy clusters. The only thing to avoid
here is a path that has turned a sort of
mauve color; this will take you back to
the beginning of the phase. Getting past
this section moves you on to the next
web with its indigenous organism and
unique music — and a higher level of
difficulty.

The soundtrack is the best part of Web
Dimension. The music changes with
each level of the web and has an intri-
cate, almost classical sound that makes
the most of the C-64s three-voice SID
chip. While the game itself is not that

thrilling, it's worth playing just to listen
to all the musical interludes.
(Loutse Kohl)

KARATEKA

Designed by Jordan Mechner
Broderbund, 1984/Apple Il/
48K Disk

Lunge, box, swish, retreat. Kick
high, block, advance, lunge, retreat.
While all this might seem to be the steps
to anew Bali folk dance, they are actually
movements from Broderbund's karate
simulation, Karateka.

The story line reads like an old Bruce
Lee movie: “Returning home after years
of study under a Master of karate, vou
find your village burned to the ground.
Your friends and family are scattered,
your bride-to-be stolen by Akuma, the
warlord whose oppressive shadow has
darkened your village since before yvou
were born.” Of course, this storyline is
applicable to 80 percent of the kung fu/
karate potboilers cranked out from Hong
Kong. Predictably, your task in
Karateka is to defeat the evil warlord
Akuma and his many minions and rescue
your bride, the Princess Mariko. What
ever the game lacks in plot, however, it
makes up for amply with its scrolling
graphics and fantastic animation.

Your character, a black belt karate
champion, must invade Akuma’s for-
tress. As you advance through the
castle, Akuma sends out tougher and
tougher karate experts to deal with you.
Since the warriors are all skilled in dif-
ferent styles of karate, you'll have to dis-
cover their weaknesses before you can
get by them and save the Princess.

Using the keyboard or a joystick, you
get to select a variety of karate moves,
such as high/medium/low punches and
kicks. You'll rapidly develop a rhythm to
your character's movements, a rhythm
that shifts subtly as you face different
fighting styles.

The excellent simulation of real karate
combat is the most amazing aspect of
Karateka. No other karate computer
game has done a better job of capturing
that special feeling and exhileration of
expert-level karate competition. As the
two fighters flow back and forth across
the screen, the movements almost seem
choreographed. Plus, there is the
gorgeous hi-res graphic of Mt. Fujiin the
background, which does much to induce
the proper mood for this game.

Surprisingly, Akuma is a pushover.
By the time you face him, vour karate
skills will be so strong that Akuma can be
dispatched with relative ease. Later in
the game, you'll go head-to-head with
Akuma’s pet hunting hawk, who swoops
and dives at you. There are even two
sections with slight adventure gaming
overtones (you must figure out how to
overcome deathtraps).

The real challenge to Karateka comes
at the end, when you finally reach the
Princess. Broderbund chooses here to
make a statement about women's rights
and equality, so be sure to approach your
bride with proper respect.

(Roe R. Adams, Il

HISTORY FLASH
Orbyte Software, 1984/
C-64, Apple II/Disk/$29.95
Which constitutional amendment abol-
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ished slavery? Who organized the first
blood bank? Can you name the woman
who won the 1938 Nobel Prize for liter-
ature? For the answer to these and other
questions, play History Flash, the new
educational program from Orbyte
Software.

Part of the Challenge Ware series,
History Flash is a combination of Trivial
Pursuit and The Joker's Wild. In each
round, a computerized slot-machine ran-
domly selects five categories and
assigns each a point value. After choos-
ing a category, each player is given a
fill-in-the-blank style question to
answer. To win, players must accrue
five hundred points by correctly answer-
ing questions from 10 American History
categories: Inventors, Explorers, Pres-
idents, Black Americans, Women, Indi-
ans, Expansion, Pioneers, Wars, and
the Constitution.

History Flash, to its credit, has many
questions dealing with ethnic Americans
and their traditions and cultures.

A little bit of chance makes History
Flash unpredictable. A lucky star
appears from time to time which allows a
player to choose a new category or dou-
ble the point value of a category already
offered. Since a category worth 50
points can be doubled and redoubled to
100-200 points, a single question can de-
termine the outcome of the game.

History Flash does have one notice-
able drawback: history repeats itself.
After a dozen or so rounds, several
questions surface again and again, les-
sening the excitement and making the
game stagnate. However, much as this
could be disastrous for an action game, it
is imperative for an educational program
to encourage mastery of the information
being taught,

Good facts, good fun and a good price
(down from the original $39.95) makes
History Flash a good educational pro-
gram. Although intended for grade
schoolers, it is suitable for high school
students, and even has a few stumpers.
Ranging from the noteworthy to the ridi-
culous (do vou know who invented the
safety pin?), History Flash is for budding
triviaphiles and history buffs alike.

(Stephanie Ferm)

BLUE MAX 2001
Designed by Rob Polin
Synapse/48K Disk/C-64
It's been nine generations since Max
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Chatsworth I was pressed into service
to fight the menace of the evil FURXX
empire, and ever since the daring Blue
Max vanquished his enemy, the world
has lived in peace. But now, dark times
have returned. Terror stalks the hearts
of all, and even the bravest cower in
fear. The FURXX empire is back, armed
with new futuristic weaponry and an in-
satiable desire for vengeance. Their goal
is no less than the enslavement of the
entire population of the Earth. Only one
man has the power to oppose them: Max
Chatsworth IX.

Synapse must have had a hard time
designing this sequel to Blue Max, one
of their most popular games and the recip-
ient of both public and critical acclaim.
Evidently they didn't want to just dupli-
cate the earlier game, but neither did
they want to stray too far from the for-
mula that won the game its popularity in
the first place. So they decided on a
compromise. Blue Max 2001 is basically
a harder version of Blue Max with new
graphics and play elements.

The gameplay of Blue Max 2001, like
that of its predecessor, is fast and
furious, even if it requires little more
than flying Zaxxon-like over an enemy
camp and blowing up anything that comes
into sight. In this game’s imagined
future, it seems that conventional air-
craft have become obsolete; Blue Max
IX, for instance, is placed at the helm of a
globular flying saucer whose ability to
fire its lasers in virtually any direction
comes in handy for shooting down a vari-
ety of FURXX machines and installations
which are given names like “Shield En-
hancers” and “Terrain Sequencers.”

However, mindless destruction is
only half of the game. The other half
requires the player to concentrate on
protecting Max's saucer from enemy fire
and avoid crashing into parts of the land-
scape. Crashes are fatal, but getting
shot is merely debilitating — either im-
pairing maneuverability, shooting and

bombing ability or fuel retention. Such
damage can be repaired by landing on a
friendly runway (of which there are
enough to stretch one’s credulity—after
all, this is enemy territory) where a
ground crew not only fixes the saucer,
but refills its fuel tanks and restocks its
supply of bombs as well. And, while they
don't check your oil or wash your wind-
shields, these crews are the only helpful
characters in the entire game. And that
is where the problem comes in.

Blue Max 2001 is enjoyable, but it is
strictly for experts. It is far too difficult
to get anywhere in this game without the
hand-eye coordination of a diamond cut-
ter and a whole lot of luck. There is no
question that it is exciting, but the thrill
quickly wears thin when the player’s ship
is pulverized for the tenth time. This
usually happens within a minute of game
time.

In addition, much of the attraction of
Blue Max lay in the fact that it was un-
ique; unfortunately, there is nothing ori-
ginal about Blue Masx 2001's sci-fi
shoot-'em-up theme and repetitive
gameplay. Even the graphics are un-
inspired with dull, barren brown and
grey backgrounds and simplistically
drawn characters. The audio effects are
no better.

Bilue Max 2001 is not too bad, but
you'd probably have to be a Blue Max
fanatic to love this game. And comparing
it to the original Blue Max is like compar-
ing a rustic cottage to the Taj Mahal.

(Charles Ardai)

NOTE SPELLER—
A NOTE

RECOGNITION GAME
Designed by Lolita Walker Gilkes
Electronic Houseware Systems/
1984/C-64/Disk

Remember the motherly teacher you
had for home ec. or typing? Now she's
on disk, teaching elementary music
theory. She's still saying encouraging
things like “Great job!” and “You're
okay!,” and her response to a mistake is
never harsher than, “No, the correct
answer is. . .” This is a game for young
children; milk and cookies are not
included.

The program gives clear instructions:
it asks you to choose treble or bass clef,
or both (with or without ledger lines);
whether you'd like to include long words



and how fast you'd prefer to play. Then,
you are offered a review of the notes on
the staff (“Every Good Boy Does Fine,”
for example).

The game consists of “words” spelled
out in notes on the staff. Naturally, these
words use only the first seven letters of
the alphabet. After each word appears, a
timer starts. When you think you know
the word, you stop the timer by pressing
the RETURN key. The notes disappear,
and you have as much time as you want
to type in the word. The program cor-
rects or congratulates you and then
plays the notes. Points are scored for
speed and accuracy.

It seems silly as a game, but I found
myself trying to beat my previous high
score, even though note recognition has
not been a problem for me since I
learned to play “Fur Elise.”

Note Speller makes a boring task about
as enjoyable as possible. The musical
notation is large and clear. The note
combinations used are musically
meaningless, but this is as it should be —
you want to learn to recognize any com-
bination, not just obvious melodies. On
the whole, this program serves a limited
purpose very well.

(Henry Jones)

UNIVERSE

Designed by Thomas G. Carbone
and William G. M. Leslie lll
Omnitrend Software, 1984/

At, Ap, all MS-DOS computers/
four 48K disks/$89.95

If you're a role-playing fanatic — the
kind of gamer who just can't get a bang
out of a game unless it drags vou
wholesale into a completely different
dimension — then Universe is your
baby. A connoisseur item aimed at those
who love role-playing and “hard-sci-
ence” sci-fi, Universe is an extremely chal-
lenging game that offers something for
both of these audiences.

The scenario reads like something out
of Larry Niven's Tales of Known Space.
In the far future, humans have de-
veloped a faster-than-light drive that
allows them to cover distances up to 14
light years in a single jump. But it is not
until the discovery of the Hyperspace
Booster — a titanic, ancient artifact of
alien manufacture — that they are able
to travel thousands of light vears in one
jump. Because only one Booster has
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been found, travel is strictly one-way.
But there are still plenty of pioneers
ready to risk never seeing Earth again
for a chance at colonizing the depths of
space.

As the game opens, a large population
of such adventurers has settled an iso-
lated cluster of stars they call the Local
Group. Their only contact with Earthisa
packet of new technology and random
news, shipped to them via Booster about
once a month. Without it, the local group
pioneers, whose technology lags behind
Earth's by a good two centuries, can't
advance. Do these CARE packages stop
arriving? You bet they do — and with
this turn of events, the local group socie-
ty starts to break down. But this catas-
trophe is followed by what could be a
galaxy-saving revelation: a second Boos-
ter exists somewhere in the area. The
second Booster, wherever it is, is the
only chance the colonists have for re-
turning home, solving mystery of what's

happening on Earth and rescuing their
infant civilization from the grip of des-
pots and pirates. Your job: Find it.

Consider the fact that Local Group
space comprises thousands of light
years, and you'll begin to fathom the
enormity of this challenge. Scattered
through this vastness are 20 stars —
mostly Main Sequence, with a few old
red giants and even one lonely neutron
star mixed in — circled by a total of 46
planets. Some of these are naked, air-
less rocks suitable only for mining;
others are huge and dangerous gas
giants. There are a few habitable worlds,
all with their own governments, cul-
tures, and levels of technological de-
velopment.

Then there’s the matter of the ship:
you've got to take out a mortgage (re-

payable at a high interest rate), buy a hull
and then equip it with what you think
you'll need for the search. By the time
that's taken care of, you'll find yourself
just about out of cash. What's an almost-
broke space adventurer to do? Get a
real job — forget it. As a space
jockey, you'll have to go freelance.

These are your employment options:
hauling passengers; trading merchan-
dise (there are over 600 different types
of goods you can buy and sell); mining on
the airless planets; and, for the unscru-
pulous, piracy. As a pirate, for instance,
you'll need weapons and armor, and will
be responsible for a huge crew that has
to be fed and housed aboard the ship.
When unloading the goods they've rip-
ped off, pirates are subjected to the
same ridiculous import restrictions,
tariffs and low-ball prices that plague the
more law-abiding merchants. Sooner or
later, you'll have to try your hand at
everything: navigation, prospecting, trad-

ing, fighting off other pirates and even
government warships circling some
planets. And through it all, you're always
searching for clues to the whereabouts
of the lost Booster,

Universe is not for the faint of heart or
the impatient. There are over 30 dif-
ferent kinds of graphics and/or text
screens — along with dozens of com-
mands — to cope with during play. The
game is spread out over four diskettes
(two in the MS-DOS version), so be pre-
pared to make frequent disk swaps (al-
though it can be played with one drive, to
really enjoy the game practically re-
quires having two drives; lucky MS-
DOS owners can back the whole game
up to a hard disk).

Omnitrend, apparently realizing how
difficult it can be to play such an elabo-
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rate game, has spared no expense in
making Universe as friendly as possible.
An internal utility allows you to copy all
the disks, so there's no need to worry
about the originals blowing up on you
when you're on the verge of locating the
Booster. The documentation is incred-
ibly helpful: well over 70 glossy pages of
explanatory material, charts and quick-
reference sheets, completely indexed
and packaged inside a loose-leaf binder.
Reference updates are available to reg-
istered owners as are two free hours per
month of access to the company’s Uni-
verse Bulletin Board, where players can
trade information about the game, learn
about updates and forthcoming volumes
in a projected Universe series, and even
get hints and answers from the game
authors.

All in all, Universe is the Rolls-Royce
of role-playing space adventures. For
the true obsessive, it's a must-have.

(William Michael Brown)

MASTER OF THE LAMPS
Designed by Russell Lieblich

and Peter Kaminiski
Activision/Disk/C-64

As far as game concepts go, Master of
the Lamps doesn’t exactly make the Top
Ten list for originality. The game is di-
vided into two parts, a navigation phase
and a “match the colors” phase reminis-
cent of the old handheld game Simon. In
the former, the player, cast as an Ara-
bian Knight, must navigate a flying car-
pet through tunnels made of shimmering
diamonds. Once through the tunnels,
the player lands beside a row of colored
gongs; in this phase, the player is asked
to hit the gongs in the order of the notes
blown into the sky by a genie. Success-
fully complete this phase and the Knight
is granted one piece of an ancient lamp.
Get all seven pieces and the malevolent
genie is sucked back into the lamp
forever.

Master of the Lamps doesn’'t merely
rehash old ideas — it elaborates on
them. In Simon, the player had to match
four large trapezoids of color, and had
only four notes to choose from; in Mas-
ter, there are eight separate gongs —
one for each note of the scale. When the
genie appears over the horizon with his
hookah, the player must be ready to
match up to eight different sounds by
tapping on the gongs with a small mallet.

You pilot a carpet through tun-
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nels. A beautifully rendered starfield is
the backdrop for this sequence, and a
musical theme sets the mood for the
game. Navigating the tunnels isn't too
difficult, because no sharp movements
or lightning reflexes are required. This is
good since it gives the player a chance to
really enjoy the feeling of movement and
the jazzy, exciting theme.

The only disappointment in this game
is the graphic of the magic lamp under
construction. A pale green, amorphous
blob, it is nearly unrecognizable until it is
completed, and even then it is none too
impressive. All of the other graphics in
the game, however, are spectacular: the
jaunty walk of the turbaned knight as he
sidles up to his carpet at the start of the
game, the genie, the smokey musical
notes that float from his hookah, the
finely detailed carvings on the gongs,
and even the striated craters on the
ground of the gong sequence.

Few games really strain a computer’s
abilities to their limits—Master of the
Lamps does. With exceptional music and
high quality graphics, it hardly matters
that the game is nothing innovative or
terribly special. And though it probably
won't receive the publicity it deserves,
especially since it was released in the
shadow of other Activision games like
Ghosthusters, it 1s a worthy addition to
any software library.

(Charles Ardai)

INDIANA JONES
IN THE LOST

KINGDOM

Designed by Michael J. Hanson
Alert by Mindscape/Disk/
C-64/$49.95

Being a tremendous fan of Indiana
Jones, 1 find it very difficult to condemn
any product that bears his name. In the
case of this game, however, | am forced
to make an exception; not only does it
not live up to the standards of excite-
ment and action that any Indiana Jones
computer game should have, but it is an
absolutely terrible game in its own right.

To start with, other than a passable
rendition of the movies’ theme music at
the start of the game, Indiana Jones in
the Lost Kingdom has nothing whatsoev-
er to do with Indiana Jones. For that
matter, it has nothing to do with king-
doms either, lost or otherwise. What it
does concern is six incongruous, unre-
lated and impossibly illogical game se-
quences which the gamer must solve in
order to find an archaeological treasure,
None of the sequences is the least bit
enjoyable, partly because the largest
challenge they present is to figure out
just what is going on (“Nobody told Indi-
ana Jones the rules. And no one will tell
you."). Bad graphics, sound, animation,
gameplay, control and illogical rules
which vary from screen to screen don't
exactly make the game any more attrac-
tive.

The first screen requires the player to
bring three colored balls from the left
side of the screen to the right side. Fall-
ing from a high perch is fatal, as is
touching one of the bats that fly around
the screen. As protection against bats,
you are armed with a giant candy
cane (why not a bullwhip?); if you hit a
bat with the cane, it turns into a but-
terfly.

The second screen asks the player to
pick up and carry a set of numbers (yes,
numbers) above Indy’s head while avoid-
ing a herd of carnivorous tennis balls.
Screen three again asks the player to
haul digits above Indy's head. Only this
time the hauling takes place on the
frozen tundra, and Indy is being chased
by giant snowflakes.

In screen four, the enemy is a bunch of
energy blobs that try to impede Indy’s
quest, which this time involves hitting
blue jewels with the candy cane in order
to make some elevators start moving so



—— 0ad&Run

b ee—

oz

05T xingBom s

that Indy can escape the blobs.

The fifth screen is the best of the six,
with Indy pitted against a multi-headed
hydra in an underground cavern, but
again bats turn into butterflies when
struck. Worse still, once Indy finishes off
the hydra, he must travel between three
elevators, hitting large Christmas orna-
ments until a door opens.

And to end the game, a stroke of
genius: Indy must teleport around the
screen collecting giant goblets while
avoiding bug-eyed aliens who travel the
screen on little flipping square platforms.

Individually, each sequence is merely
annoying — collectively, they are
maddeningly irritating. Contrary to
Mindscape's claims, figuring out the
rules to each screen was not fun. In fact,
if it weren't for having to write this re-
view, | would have stopped playing as
soon as the first bat screeched onto the
screern.

Visually, this is the most unattractive
game that I have seenin a long time, and
the programming bugs (at least 1 hope
they are bugs) that cause Indy to periodi-
cally hover in midair and quiver uncon-
trollably every five seconds are enough
to make one want to shoot the computer
screen.

The sounds that the game emits are
equally bad, as Mindscape seems to
have felt that a chorus of raucous
squeeks and screeches would add
atmosphere to the game. All that it really
adds is insult to injury — there is no
question that this game is best played
with the sound turned off. More accur-
ately, this game is better left unplayed;
prolonged exposure would bring Indy
himself to his knees, begging for mercy.

(Charles Ardat)
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RICHARD PETTY’S

TALLADEGA

Designed by Robert T. Bonifacio
Cosmi, 1985/C-64/Disk &
Cassette/$19.95

For those of you who haven't been
breathlessly following stock car racing
these past 15 years or so, Richard Petty
is usually referred to as “the winningest
driver in NASCAR history.” NASCAR is
stock car racing’s sanctioning body. Tal-
ladega is both a town in Alabama and a
major NASCAR track. As a track, it has
almost exactly the same layout as Day-
tona Speedway’s tri-oval, except that
the banks are a bit steeper. But vou
don’t need to know any of this to play
Richard Petty’s Talladega.

As driving games go, this one is pretty
good, if not terribly unique. You have a
choice of three tracks: Tri-Oval 30 laps,
Random 30 laps and Random Repeat.
Remember which one you choose; they
all look pretty much alike. First taskis to
qualify for the race; this doesn't seem to
have any effect on the outcome, but it is
ego-gratifying to qualify in the first five.

Actually, quite a bit of realism has
been designed into Talladega. Flags in-
dicate track conditions, just as they do in
real Grand National races. Whenever
you can sneak a glance away from the
track (which won't be very often) check
the readout at the top of the screen for
updates on your tire wear and gas level.
The readout also tells you the number of
the car just in front of you and the name
of its driver (although not real names,
like Charlie Glotzbach or Buddy Baker).
And it indicates when you're in first
place, but don’t hold your breath — after
all, this is Petty's game.

My favorite part of Talladega is the
pits. You'll see a bit of extra pavement
along the track. Slow down and pull over
onto it, and the screen changes to show
your car from above with your loyal pit
crew ready to answer your car's every

need. Indicate a particular need on a
menu at the bottom of the screen, and
watch the crew leap into action. Well,
maybe leap is the wrong word. They're
not the immortal Woods brothers, who
could change all four tires and tank up
Cale Yarborough's stocker in under 30
seconds, but they're not bad. One of the
menu choices is LEAVE PITS. You'll
have to do this eventually.

Stock car drivers often say that the
way to win a race is to just keep your foot
on the gas pedal and turn left. Obviously,
there is more to it than that, and there’s
more to Talladega too. You can draft
another car if you're running low on gas.
And I was amazed to find that hitting the
curves {which are obviously banked,
even though they don't look it), your car
is thrown to the outside by centnfugal
force — just like in an actual race. Try to
head low on the turns — but don't be
surprised if the car in front of you has the
same idea. These are smart cars, and
they’re trying to win, too.

There are some inconsistancies in this
program. ‘‘Yankee Doodle Dandy”
accompanies the title screen; not the
most propitious choice for what is, after
all, a predominantly Southern sport.
(Cosmi says they're planning to switch
to some music with more of a Rebel yell.)
And for some reason, even though Petty
is in the race, it's your car that's the
famous “Petty blue.” However, Talla-
dega is an exciting racing program. You
do just about anything on this track
that you do on a real one — except win.

{(Lowise Kohl)

2010: THE GRAPHIC

ACTION GAME
Designed by Thomas Fulton
Coleco/Cartridge/Adam

Arthur C. Clarke has been lucky
enough to have had two of his novels
translated into computer games: Rendez-
vous With Rama (Telarium) and now
2010. Rama is an excellent adventure
game which closely parallels Clarke’s
book. In fact, the game version of Rama
is faithful to the book except for a new
ending. 2010, on the other hand, has
little, if anything to do with either the
book or last year’s hit movie. As far as
the overall game is concerned, it might
as well have been called “Puzzles and
Mazes."” But no one would have bought a
program called “Puzzles and Mazes,”
and that would have been a pity.
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Stripped of its movie tie-in and
licensed title — not to mention the awful
documentation which it would have been
better off without — 2010 is basically a
puzzle game, and a very good one at
that. The puzzles involve finding the cor-
rect pathway through a group of circuits
so that an electrical current would pass
through each circuit only once. Compli-
cating matters is a little spark which
floats around the screen, wreaking
havoc if it touches a circuit more than
once or while an electrical current is
inside.

The link between the game and its
title is that the circuit screens are sup-
posed to represent the broken electrical
pathways of the spaceship Discovery.
Only by fixing all of the circuits will the
player be able to power up the Dis-
covery's engines and remove it from a
decaying orbit around one of the moons
of Jupiter. An interesting plot, though it
serves as little more than a convenience;
any other storyline would have worked
as well. The important thing from the
player’s standpoint is that the puzzles
are challenging and a whole lot of fun to
solve,

2010 has all the qualities of a perfect
game: it is easy to learn (if you don’t try
to learn from the atrocious instruction
sheet), and difficult but satisfying to
master. Four skill levels assure that it
won't bore the best players and won't
frustrate the worst, while fine sound and
graphics combine to create an atmos-
phere well suited to the game. 2010is a
polished, well-written game — don't be
put off by its simplistic play. And don’t be
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put off by the title either — 2010 is a
game that players who have never heard
of Arthur Clarke's books or movies will
enjoy.

(Charles Ardai)

MAKE MILLIONS
Designed by Tom Snyder

Productions
The Scarborough System, 1984/
Macintosh/Disk/$4%.95

Wiki Wiki island looks like a nice place
for a vacation — palm trees, sparkling
beaches, sunny weather. Unfortunately,
you never get to go outside because
you're simply too busy trying to gain
control of the Aloha Guitar Empire be-
fore your rival Humungus does. Making
money may pay in the long run, but in the
short run, it doesn’t do a thing for your
tan.

The object of Make Millions is to ac-
quire a controlling interest in five com-
panies. You do this by following the stock
market like a hawk, buying low and sell-
ing high. Once you own 15,000 shares of
any concern, it's yours and a sign to that
effect is erected on the roof of the fac-
tory. Humungus (no fool, it) is evidently
following Dow Jones, too (and possibly
getting inside information from report-
ers on The Wall Street Journal) — fre-
quently, before you have time to say
Merrill, Lynch, Pierce, Fenner and
Smith, Humungus has bought up another
little factory. And Humungus’ signs are
bigger, higher and more ostentatious
than yours are. Never mind. You prob-
ably have more integrity and class.

You might think that a game in which
you have to carry on financial deals, work
with big numbers, keep track of work-
ers, production and conglomerate
takeovers would be dry and dull. Nothing
of the sort. The graphics are lovely and
whimsical, and there's so much to do.
You've got your phone, you've got your
memo board, you've got a window and a
computer — it's like being taken to your
father's office to play when you were a
child. And, in fact, this s your father’s
office but you're not here to play —
you've got to find out why he brought
you here. You do this by making millions.

You're given $250,000 to start out
with. You glean information from the
newspaper that is always on your desk.
The financial page tells you everything
you need to know to make educated
guesses about where to invest your

money. The information changes on a
weekly basis. If a particular week
doesn't look too interesting, you can
speed up the clock in your office and
make a week pass like a day. This is how
you know it's a game. In the real world, a
day passes like a week.

Besides the newspaper, you receive
stock tips and information from several
stockbrokers including Hal who works at
Stocks R Us. He's the most trustwor-
thy. It's usually a good idea to take his
advice. As for the others, use your own
judgment. Both Eddie and Carmen
looked a little sleazy to this reviewer.
Everyone calls you on the phone. If you
don’t hear from someone — say your
stockbroker — vou can call him or her.
All the phone numbers can be found on
your phone list file which is stored in
your Mac on your desk.

You receive tons of phone calls. You
can either answer the phone yourself or
leave it for the answering machine to
pick up. You must check your messages
periodically, especially if you go out. You
must also water your plant. If you don't,
it will wilt and die and with the corporate
problems you're likely to run into, you
won't want the death of one of our green
friends weighing heavily on your con-
science, too.

Going outside is not really very much
fun. In fact, the only place you can go
once vou're outside is inside again. In-
side one of your factories. If you own a
controlling interest init. You'll doubtless
find that the workers are slacking off and
that production is down. Since your
secondary purpose is to make the com-
pany profitable, you have to try to rem-
edy this. You might want to seek the
advice of a consultant.

While the object of the game is, in fact,
to acquire control of the five companies
that comprise the Aloha Guitar Empire,
the object of this object is to acquire the
five keys necessary to open the safe in
your office, In this safe lies the answer to
why you were called here to Wiki Wiki
Island. Once you know this, you'll be
free to go out and catch some rays.
Hurry.

(Randi Hacker)

MINER 2049ER I
Designed by Mike Livesay
Micro Fun, 1984/Apple Il series/
Disk/$39.95
I hate this game. Why have | been
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singled out for punishment? Why does
my favorite miner slip and kill himself just
to spite me? Why must he wait until I've
got one move left to clear a screen, then
fail to make a jump he'd normally be able
to do with my eyes shut. I hate this
game, but don't dare try to take it away
from me!

Fans of the classic Miner 2049er will
recognize these symptoms and, per-
haps, the disease. Episode Il is the same
as the first, only more diabolical. The
cast of characters has not changed: your
favorite miner vs. the mutants and the
treacherous terrain of the play environ-
ment. The goals are also identical: walk
over all pieces of framework, or girders,
pass over loot, kill mutants, jump and
generally avoid the obstacles laying in
threatening wait. In this incarnation, you
encounter — in addition to the usual
hazards — a flying spaceship, an air bal-
lon, laser defense system, disappearing
bricks, a crane and, most deadly of all, a
room that covers the framework with
water if vou're not fast enough.

Like the first game, there are 10 dif-
ferent screens, and you must complete
each one in order to move on. The sound
can be toggled on and off, and an abort
command can be used as a reset. This
game is not a revised Miner, it is a
genuine sequel. In a sense, it gives you
screens 11-21 of Miner 2049er 1.
Granted, the first screen here is not all
that difficult; however, the ones that fol-
low are. Players who have not yet mas-
tered the first game will find this one
tough going indeed.

While the gameplay is first-rate fun,
10 all-new screens of l—nyh fun with Bounty Bob

e——

there are a couple of criticisms I've got of
the way the program runs. First and
foremost: every time the disk is booted,
you must tell the program whether they
are using a joystick or joyport and, if you
choose a joystick, you must go through a
three-step alignment process. If the disk
were write-protected, | might see the
point of this, however, it is not (high
scores are saved to disk). Does Micro
Fun really think players change joysticks’
that frequently?

Another quibble I've got is that each
screen is loaded from the disk in-
dividually. This is not an uncommon
practice in older games, but surely there
are not many 16K Apples around any-
more, While this is not a wild action game,
the delay in moving to the next level can
be annoying.

On the whole, though, Miner 2049¢r
I succeeds both as a sequel and i its
own right. You may love it or hate it, but
you won't be able to ignore it.

(Myron Berger)

SUPER HUEY
Designed by Paul Norman
Cosmi/C-64/$19.95

While Super Huey won't actually get
you off the ground, its realistic helicopter
simulation can make you dizzy — at least
for the first five minutes. For action-
packed programming, however, you
could find more exciting gameplay in
Romper Room. While waiting for the
adversary to appear in the combat se-
quence, 1 ordered out for Chinese, paid
the delivery boy, and was half way
through my Moo Foo Chicken before the
first enemy helicopter appeared on the
screen.

There are four flight sequences to
play. In “Solo Flight,” you learn the con-
trols while the computer prompts you to
maintain optimum altitude, RPMs, and
direction. “Explore” gives you experi-
ence using the compass, while you map
the terrain. (If you mail your plotted grid
to Cosmi, they will send you an exact
map.) “Rescue” sets up the scenario of
stranded comrades who need a lift.
Rockets and machine guns are used in
“Combat” for a search and destroy mis-
sion on an unknown foe.

The joystick controls banking and
thrusting maneuvers, and allows you to
adjust the throttle and amount of lift.
Keyboard input turns on the radar, gives
climatic conditions, and arms the rockets

and machine guns. A hi-res control panel
monitors the usual fuel, temperature,
and speed levels. There is also an oil
pressure gauge, a magnetic compass, an
artificial horizon, and malfunction-
indicator lights.

The package includes an outline of the
principles of rotary wing aircraft which
explains the relationship of the airfoil to
lift, pitch and RPMs. The detailed
documentation includes handy cards giv-
ing a brief summary of basic commands.
Early editions, however, do contain
some instruction errors that Cosmi says
it has cleared up.

Though the sound effects of the chop-
per blades whirring overhead add a touch
of realism, the 3-D graphics are weak
and unpredictable. While banking widely
to maintain a course, I almost colided
with a tree that suddenly appeared in the
sky.

If the design could've included more
dynamic action sequences, even at the
expense of dropping realistic features
like the manifold pressure and anti-
torque gauges, Cosmi might have what
they call a “hit.” As it is Super Huey
should be regarded as only for the dedi-
cated flight simulation enthusiast, but
you might want to save your money for
ground school instead.

(Ben Templin)

STAR FLEET 1
Designed by Dr. Trevor

Sorenson, et al.
Cygnus, 1984/IBM PC, PCir,
Tl PC/128K Disk/$49.95

Indisputably the most complex and
challenging Star Trek style strategy
game ever made, Star Fleet I offers you
the chance to join a futuristic space navy
and assume command of an interstellar
warship as it battles alien invaders
across 64 quadrants of star-studded
space. You start out as a lowly Cadet at
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the Academy. You'll receive a commis-
sion as a Lieutenant Junior Grade upon
graduating, and get your choice of com-
mand on your first mission in defense of
the Alliance. Once you arrive at your
assigned region, it's your job to explore
it; seeking out and destroying a specified
number of enemy aliens — and, when
you can, capturing and delivering them
to friendly starbases scattered within
the region. You're rated on your efficien-
cy in each mission; do well enough, and
you'll not only get a promotion, but win
medals and other honors as well.
Probably the single most exciting fea-
ture of Star Fleet I is the wealth of detail
in its ship simulation. At your fingertips
are over a dozen different ship systems,
ranging from Primary Offensive
Weapons Control over phaser and tor-
pedo fire, and Primary Engineering
Commands that can regulate damage
control, assist in navigation, and arrange
your shield defenses, toa Ship’s Compu-
ter section that can launch reconnais-
ance probes, calculate bearings and dis-
tances to individual targets, conduct an
emergency hyperspace evasive maneu-
ver, or even set up an auto-destruct
sequence in case your ship is in danger of
capture. Each of the 18 or so commands
within this ship’s systems structure
offers a wide choice of exactly how each
command is to be carried out. Once
you're in phaser-fire control, for in-
stance, vou can specify exactly how many
targets you want to fire on, whether you
want to shoot to kill or to disable, and
how much energy you can spare from
your batteries to do the job. Torpedoes
can be launched manually or
automatically; there is a tractor beam for
towing a disabled alien to base, and a
transporter for sending a detachment of
space marines aboard to capture him; if
vou're similarly boarded by an alien, or a
prisoner escapes and runs amok through
your ship, you can direct Internal Secu-
rity forces to search for the saboteur.
This kind of complexity might have
made Star Fleet I unwieldy, if it weren't
for the fact that the command structure
makes extensive use of the PC's dedi-
cated function and arrow keys, and a
series of menu-like prompts. Since game
time is used only after vou execute a
particular command, you've got all the
real time you need to consult the 98-
page Officer's Manual, or the supplied
quick-reference card, and think about
what you're doing before you do it.
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You've also got lots of time to “grow
into” your command. In the junior ranks,
the aliens are slow, their movements are
predictable, and your fire does plenty of
damage whenever it hits them. As you
win promotions, the aliens become in-
creasingly intelligent, executing com-
plex attack formations at will and doing
double damage with each hit.

Star Fleet I is a deluxe job all the way.
The main screen is the most colorful of
any IBM-compatible game I've ever
seen, and while it lacks the sexiness of
an out-the-window cockpit view, it really
doesn’'t need one to communicate all the
excitement of a pitched space battle.
The sound effects are well done, and as
realistic as the rest of the ship environ-
ment. You'll even hear “From the Halls
of Montezuma” as your marines prepare
to board. There's a real sense of humor
here, too; security will occasionally in-
form you that tonight’s Hungarian
Goulash escaped from its pot, tried to
eat the cook, and had to be subdued by
the marines. Along with a very fine
manual, it sports a full complement of
user features, including a sign-off com-
mand that will let you bow out of a parti-
cularly unlucky mission without shame, a
password file structure that will let all
your friends and family play on the same
disk, and a File Maintenance feature that
lets the owner of the disk modify, repair
and restore any file.

With so much to offer, Star Fleet I
ought to be a hit — and I hear it is, but
only underground. The problem seems
to be that very few stores stock it, at
least at this writing. If your local shop
doesn't carry it, you might try writing to
Cygnus at Box 57825, Webster, TX
77598. Those who already own the
game may want to write in anyway, just
to get a copy of the Officers Academy
Training Manual, a 68-page supple-
ment containing lots of hints and tips on
how to beat the game — or for news

about Star Fleet II, which is already in
preparation. If that one is even half as
good as Star Fleet I, it ought to be a
humdinger.

(William Michael Brown)

ANIMATION
TOOLKIT 1

Designed by Scott Weiner
Ann Arbor Softworks/
Macintosh/Disk/$49.00

Serious artists as well as amateur
MacHackers barely able to draw and
chew gum at the same time will be equal-
ly taken with Animation Tool Kit 1, a
clever, specialized program that takes
the tedium out of creating computer-
generated animation.

The Tool Kil enables you to create
stills and link them into cartoon strips
that can be run backwards or forwards at
varying speeds. Five windows, with
pull-down menus, and drawing tools con-
trol the action. For anyone familiar with
MacPaint, this program should be a
cinch to use.

A narrow, horizontal window at the
top of the screen displays the frames that
make up your cartoon. A scroll bar at the
bottom gives you access to up to 140
frames on the 128K Mac and up to 3,000
on the 512K version. Scroll through the
frames and you can see your cartoonin a
filmstrip-like format. You draw and edit
the images in two additional windows —
Sketchpad and Frame Editor — which
are just below the Frame Display.

Sketchpad includes drawing tools like
those found in MacPaint. Skew and Dis-
tort commands, like those in MacDraw,
let you alter an image's shape. It can
receive images via the Scrapbook from
MacPaint or any other graphics pro-
gram.

Snapshooter, a tool represented by a
camera icon, instantly transfers part or
all of your drawing to the Frame Editor
for fine-tuning and positioning. (It's
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quicker to use than the Cut and Paste
route.) You can also draw pictures di-
rectly on the Editor screen, which in-
cludes drawing tools, a paint bucket and
a grid. By mouseclicking the Editor,
your masterpiece is transferred to the
Frame Display, and the Editor is cleared
for another image.

Meanwhile, the Animation Window is
running completed frames. A horse gal-
lops, clouds skitter above a house, a
spaceship blasts off, an engine pumps
away. It's up to you. The final window,
called Make-a-Scene, regulates the car-
toon's speed in sixtieths of a second, as
well as its starting point, end and direc-
tion. Separate cartoon files can be stitch-
ed together and enlarged to fill virtually
the entire screen.

Tool Kit 1 is said to be the first in a
series. The first udate will add sound
effects, while a more advanced version
will include tools for background effects.
While they're at it, Ann Arbor Softworks
should add commands that would let you
alter more than one frame at a time: It's
not much fun turning a dayscape into a
nightscape the old-fashioned way, frame
by frame, when a single mouseclick
could do the trick.

Also, I'dlike to see a command to print
more than one frame at a time to help
users edit and present storyboards, re-
tain hard copies of their ideas, or even
create home-made comic books.

Overall, the Tool Kit is a skillful debut.
It won't wean kids away from their Sat-
urday morning cartoonathon, but it may
well make dad tune it in for ideas he can
use on his Mac.

(Stan Pinkwas)

MUSICWORKS
Hayden Software, 1984/Macintosh/
Disk/$79.95

Writing music is so difficult. To begin
with there’s that treble clef you have to
draw that always ends up looking like an
ampersand and then there’s the actual
music itself. So many instruments.
There’s the flugelhorn and the glocken-
spiel and the french kiss and all. Who
could keep track of how to pronounce
them never mind how they all sound.
Which is one of the reasons MusicWorks
comes as such a relief to us all. To use
MusicWorks you neither have to know
how to play the glockenspiel nor draw a
treble clef. MusicWorks turns your

mouse into a musical instrument that’s
easier to play than the spoons.

When you boot up MusicWorks you're
confronted with a blank staff. It's your
job to fill this in. You choose the note you
want (quarter notes, half notes and so
forth) from a line of notes above the staff
and drag it down to the place you want it.
Then you go back for another kind of
note and place it in the measure as well.
You do this until you have music — or
until the page is full. The program auto-
matically writes in 3/4 time and if you try
to place too many beats in one measure,
it will correct you. You can also change
the tempo.

You can also change the instrument.
You might start out wanting your com-
position to be for piano and trumpet and
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decide later that you'd rather have one
voice playing the flute. Each of the Mac's
four voices can simulate a separate in-
strument: one can simulate a clarinet,
while another simulates a trumpet, an-
other a piano and the fourth a synthesizer.
Variations are also variable, and you
can choose from plain, soft, vibrato, trem-
olo or percussion. This is all done using
menus. After you're finished, you can
print out your score.

Fortunately, vou don't have to listen
exclusively to your own music. There
are many preprogrammed selections on
MusicWorks as well. You can listen to
the “Brandenbergs” or “Eine Kleine
Nach. . .” (as it’s called on the disk due
to room problems) or “Fur Elise.” And
you can play with them just as you can
play with your own cacophonic composi-
tions. Change Vivaldi's “Spring” to an

all-synthesizer number if you like. See
how Pachelbel would sound if written for
kazoo. Or just listen to Beethoven or the
“Blue Danube.” The sound that the Mac
can generate is truly remarkable. Never
again will anyone be able to condemn
Apple computers as monotonal beep
machines. MusicWorks turns your Mac
into the Academy of St. Martin-in-the-
Fields or at least St. Martin-on-the-
Desk.

(Randi Hacker)

STARCLASH Il
Designed by Stephen Walton
Baen Software, 1983/
IBM PC, PCjr and compatibles/
128K disk/$29.95

Too complex to be interesting to chil-
dren, and too simple to fascinate adults,
Starclash IT is the victim of an overly
mathematical, or at least over-
theoretical, conception of how to pro-
duce an exciting combat simulation —
which may make it an interesting illus-
tration of textbook concepts, but hardly
an entertaining piece of software. On top
of this basic failing, it tries to substitute
elaborate player options for imagination,
and has poor graphics. The only nice
thing I can say about it is that you don't
have to own a color monitor to play it; and
that's because it's completely colorless.

If you're still with me, the basic sce-
nario here is good old interstellar war.
You start out with one home star sys-
tem, which can produce a certain amount
of warships every game cycle, a bunch
(you determine how many) of unoccu-
pied star systems spread out over a 3-D
map, and an opponent (human or
computer-controlled) who's fixed pretty
much like you. You (and your opponent)
start visiting these unowned star sys-
tems, turning each of them into a
warship-factory, hoping to get enough
production going so that you can mash
the other guy by sheer weight num-
bers. Your problem is that, once you've
sent out a bunch of ships to take over
some new star, you can't communicate
with or recall them while in space until
they get there, and the other guy may be
sending his people to the same place. If
there's a fight, the guy with the most
ships usually wins (there are also ties),
and takes over. The other main problem
is that constant fighting over already-
owned systems lowers production
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capacity in those particular systems (in-
terstellar wars, too, are unhealthy for
factories and other living things). To
win, you must not only take over every
star system, but wipe out your opponent
to the last man.

That’s really just about it. Like I said,
there’s no color — also no animation,
sound effects, or other signs of life. The
command structure is simple, handled
mostly by a few data screens and the 10
function buttons; you can learn all the

rules in one game, although it takes lon-
ger to investigate the few imponderables
the game sets up, and thus learn how to
pull smart moves.

That might have put it on a par with
the elegant simplicity of chess or Go, but
this game lacks the inherent aesthetic
interest of those two old warhorses. Its
one bid for that kind of appeal — the 3-D
starsystem map, called the “Tank,”
which allows you to play on a board with
up to 20 systems scattered through up to
58 distinct depth planes — might have
saved everything, except that it just
doesn't work as intended. Using only
standard alpha-numeric and/or punctua-
tion characters to represent the stars,
and with a viewpoint-rotation setup that
simply clicks from one position to an-
other without any transition, the tank
display not only doesn't feel 3-D, it's
actually downright confusing and irritat-
ing. After trying to play with it for over a
week, I finally gave up and just played on
a 2-D map.
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Others — especially 3-D “space
chess” fans — may have a different reac-
tion; though, I honestly doubt it. The
central interest here is essentially
theoretical, treating warfare as a species
of economics: How can you most ef-
ficiently maximize your use of material
and production capacity to achieve a cer-
tain military ojbective? That's something
any sword-and-sorcery role-playing
game will also let you play with, while
giving you the additional fun of strange
pictures and getting to pretend you're
Conan the Barbarian for awhile. If Von
Neumann's Theory of Games and Eco-
nomic Behavior is your favorite bedtime
book (and not because it cures your in-
somnia), this could be your meat. If not
...may I suggest a foaming tankard of ale
and a round of Wizardry?

(William Michael Brown)

THE ELECTRIC DRAGON
Programmed by Stephen Walton
Baen Software, 1984/IBM PC

and compatibles/96K disk/$34.95

If you know / Ching and want to have
itina computer-readable form, this is the
pick of the litter. ‘Course, the litter ain't
all that large; the only other such program
on the market that I know of is Warlock's
Soothsayer, which, for my money, is not
only a little strange in both set-up and
mechanics, but also hampered by its de-
pendence on the literal-minded James
Legge translation of the Chinese classic.
The Electric Dragon not only adopts the
more authoritative Richard Wilhelm
translation, it also comes with a bunch of
user features that really eliminate all the
more irritating mechanics of using / Ching,
and lets you concentrate on the main
order of business: unraveling your intui-
tion, coupled with the gnomic texts in
order to understand the present and pre-
dict the future.

If you don’t know the book, itis, brief-
ly, an ancient (over 2000-year-old) sys-
tem of divination in the form of a collec-
tion of brief epigrams, parables and com-
mentaries arranged around 64 “hexa-
grams,” or 6-line figures. For all of its
long history, wise men, fortune-tellers,
quacks and average folks have been con-
sulting it on important problems by, first,
asking a question, then generating a
specific hexagram by tossing coins or
counting random groups of yarrow
stalks, and finally reading and trying to

interpret the appropriate texts. Doing it
the old-fashioned way requires lots of
patience; the hexagram-generating
rules are very complicated and difficult to
remember, using them is time-
consuming, and you often end up with
more than one hexagram to read when
you're through. It also requires plenty of
practice; the texts themselves are very
abstruse. Most Westerners give up
when they find that, after all the diddling
around, they've got a few phrases that

refuse to yield a straight answer on, say,
whether you ought to quit that lousy job
and become a fireman,

The Electric Dragon understands that,
and manages to make it easy for you to
get into the book and its many meanings,
without sacrificing much of the au-
thenticity of using the book. The opening
menu presents you with 6 choices: con-
sult the oracle, review a reading, study
a hexagram, review last reading, a tog-
gle for turning extra prompts on and off,
and an exit option. Consulting the oracle
is beautifully done: you first focus your
mind, type into a little on-screen box the
question you want answered (or not, if
you're shy), and then begin pressing
any key at random to gen-
erate individual lines of the hexagram
(it takes a total of 18 key-presses
to generate a full hexagram, soit’s pretty
much exactly like using the coin-toss
method, only without the hassle of keep-
ing a record of each toss). So-called
“moving” lines, which generate a second
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hexagram, are highlighted on screen as
you build the figure. When you've got
your ‘grams, the program begins giving
you the Judgment and the Image for each
figure, followed by text focusing on in-
dividual moving lines. You can scroll back
and forth through all of this text, study-
ing any part of it for as long as you like.
When you're finished, vou can save the
entire reading on disk, along with the
date, time and any short comment you'd
like to make.

This diary feature, coupled with the
Study option, which permits you to ex-
amine individual hexagrams at length,
are the two friendliest and most worth-
while services designer Walton has per-
formed here. He includes a few of his
own readings at the beginning of the di-
ary so you can get an idea of how it's
done. The Ching really does seem to
answer whatever question you can come
up with — no matter how personal and
odd. After a couple of weeks of puzzling
over odd readings, then saving them
and watching what happened to me, I
found myself going back to the diary
and seeing a lot more in each reading
than | did originally—and bringing that
experience to each subsequent reading.

That's how one learns to use the
Ching in daily life — a not-unpleasant habit
that will probably not hand you a winning
lottery number, but can certainly calm
you down and let you approach the un-
certain future with a little more wisdom
and peace of mind than vou normally do.
Easy to use throughout, with a fine 8-
page manual by Steve Rasnic Tem, it’s
obviously a labor of love from someone
who really cares about this old book.
Very highly recommended.

(William Michael Brown)
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Tokens Accepted Here

By JOHN HOLMSTROM

MARBLE MADNESS
Atari

Hanging around Atari's Marbie Mad-
ness gave me the feeling it was 1981
again. People stopped in their tracks to
watch the play and stood around saying
things like “I can't wait until this comes
out for my computer.” Marble Madness
is so different and looks so difficult that
some people who watched were afraid to
play. Go on and give it a shot, though —
it'’s easier to play than it looks.

The object 1s simple — guide a mar-
ble, with the trak-ball, through a maze to
the goal before time runs out. The mazes
are where the madness comes in.
They're the closest thing to an LSD ex
perience outside of a rubber room.

The game's graphics are very realistic
— three-dimensional, with lifelike shad-
ing and movement. The marble is about
the size of a real one, and as you roll it
down a maze, the screen scrolls, and
scrolls, and scrolls. Each of the six
mazes (practice, beginner, in-
termediate, aerial, silly, and ultimate) is
constructed with walls, floors, ramps,
tubes, traps, cliffs, delays, and obsta-
cles.

In the middle of the beginner maze, for
instance, you encounter pools of acid,
which ooze around on the floor and dis-
solve your marble if it touches them. In
the intermediate maze, wormlike “mar-
ble munchers” hop around and try to
swallow your marble. (They have a high
success rate.) The aerial maze features
vacuum tubes, which play strange music
to disorient you, and suck up your mar-
ble if you get too close. In the silly maze,
where “everything you know is wrong,”
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you have to defy gravity and go up, not
down. The ultimate maze, whichis set in
outer space, has more of those pools of
acid, and much less room to maneuver.

There are nice little touches all over
the place in this game. The marbles
themselves contain some cosmic stuff
that moves around as the marble rolls. If
you break a marble, a tiny broom
appears and sweeps up the pieces. If a
marble suffers a nasty fall, stars and
planets spin around and the marble is too
dizzy to go anywhere for a few seconds.
The soundtrack changes to fit the mood
of the game. When the game is moving
along, peppy organ music plays, difficult
obstacles appear to chaotic music and
when the game weirds out, the music
goes with it.

This a very fair game. You'll never
lose a marble by sheer capriciousness on
the game’s part — nothing comes out of
the blue to bump your marble. Your time
runs out only if you don't move fast
enough. If you break or lose a marble,
you can always get another — there’s an
endless supply — and you start over
wherever you left off. What you lose is
precious time. Depending on the dif-

ficulty-mode vou've chosen, you're
given 30 to 60 seconds to complete a
maze, and every one is crucial. You keep
any left-over time after you complete a
maze, and once in a while, iIf fate smiles
on you, a magic wand appears and
awards vou ten seconds.

Marble Madness’s two-player mode
offers the best head-to-head competition
of any arcade game ['ve ever seen, turn-
ing the game into an exciting race. You
can knock your opponent’s marble off a
platform for extra points, or get in his
way and make life difficult. If you're up
against an expert player, you won't be
totally embarrassed, because they drag
vour marble down with them when they
get to the bottom of the screen, and all
you lose is five seconds. Experts can
also give you the chance to play the more
advanced levels, because if they start a
new level after you run out of time — and
if you care to pay for it — you can both
start the advanced level with the same
amount of time, The most difficult obsta-
cles are always right before the goal,
which keeps things honest.

Since the object of the game is to com-
plete the mazes, your score is not always
a reflection of how well you've played. It
does come in handy for deciding who
wins in the two-player mode, and, of
course, for entering your initials in the
high score table. You get 10 points for
every second vou use, a bonus for
seconds left over after completing a
maze, points for completing mazes
(1000 for the first, 2000 for the second,
etc.), bonuses for reaching the difficult
parts of mazes, and for performing
stunts, like jumping onto a platform in




the practice maze, or knocking off ablack
marble in the aerial maze.

Marble Madness’s biggest drawback is
that it's a quarter-eater supreme, no
game lasts more than a few minutes, and
it tends to be mildly addictive. Another
problem is that it can be a very physical
game. After a particularly frantic compe-
tition, my hands were so banged up, they
hurt for three days.

LODE RUNNER
Digital Confrols

Can you think of the last arcade game
to be translated into a successful compu-
ter game? | can't, either. The trend to
convert arcade games into home compu-
ter games seems to be dying out, but
now, there’s a reverse trend, to convert
computer games into arcade games. The
first computer game to make it into the
arcades was a great one, Boulder Dash.
Now there's another fantastic game
which has made the crossover — Lode
Runner.

The Lode Runner arcade translation
is very faithful to the computer original.
Many of the arcade maze configurations
are similar, or even identical. There are
a few twists — a 10,000-point bonus if
you don't kill any enemies, 20, 000 points
if you don't trap any, a 2X bonus if vou
complete a level before the timer is half-
way, 1000 points for landing on an
enemy’s head, and a “bonus” monster
hidden in a brick in each level.

Most of the play elements have sur-
vived the transition, like the iris scene-
change feature (after completing a level,
the screen breaks up into squares and

The Lode
Runner arcade
translation is
faithful to the
computer original.

disappears), but one of the more important,
the hidden trap doors, is missing.
Nonetheless, your skills in the computer
game can take you pretty far.

Lode Runner was a brilliant computer
hack — it was meant for the computer.
The game generator, which allows users
to create and save their own maze crea-
tions on disc, lent a whole new meaning

to home computer games when Lode
Runner was first introduced. This ver-
sion of the computer classic plays more
like a souped up, deluxe version of Space
Panie, one of the first arcade climbing
games which was inspiration for Lode
Runner. The arcade game’s only im-
provement is its graphics, where the ori-
ginal Bungeling guards are turned into
cartoon cavement, spiders, and re-
tarded hillbillies. It's odd that Lode Run-
ner has been successfully translated for
every home computer system on earth,
but can't find an appropriate home in the
arcades. None of the imagination that
colored the computer classic is here.

However, to my surprise, most
arcade players I talked with had no idea
Lode Runner was originally a computer
game. | wasn't surprised that people
were lined up to play it. Even the com-
paratively disappointing arcade version,
Lode Runner is a fantastic game.

It's an encouraging sign that the
arcades are watching what home com-
puters are up to. Who knows? Maybe
someone will do an arcade version of
M.U.L.E. someday. Ccle
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HOME
LASERDISGS

e watch TV in a dream,

fooled into believing we're

awake. Images pass

through our eyes and set-
tle not into the logical, mathematical,
left-hand side of the brain, but into the
more abstract right-hand side where
dreams and emotions originate, where
logic does not hold sway. Television-
watching, evidence suggests, is a right-
brain activity — passive, even unthink-
ing. A good, stiff drink after a hard day’s
work.

Interactive video was supposed to
change that. Hungry pioneers promised
the tools (laserdisc players and accom-
panying discs) to not just watch tele-
vision, but to interact with it — control-
ling the images, deciding where stories
should lead, using the TV screen less as
a mirror than as a canvas. And interac-
tive videodiscs did indeed proliferate.
For a time, you couldn't walk into a
videogame arcade without stumbling
into more lasers than Luke Skywalker
does on a bad day.

The world of tomorrow, however,
never materializes as we expect. But it
seemed like it would this time. Even
today, if you walk into any store that
carries videodiscs, you're sure to find a
handful of “Level 1” interactive discs.
These are the most basic, the ones
broken down simply into chapters and
feeeze-frames and meant to be viewed in
a non-linear fashion just as you might
thumb through a picture book. Here
you'll find VPI/Vidmax's MysteryDiscs, a
groundbreaking pair of filmed, live-ac-
tion detective games, and The National
Gallery of Art's “coffee-table disc” of
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over 1600 laser-sharp works of art you
can freeze-frame for study or display. Or
Optical Programming Associates’ classic
How to Watch Pro Football and educa-
tional/recreational The First National
Kidisc; or Video Vision's Space Shuttle
series, which gives you interactive con-
trol over NASA shots of our solar sys-
tem. Arcade-game players (along with
educational/industrial/military users)
deal in “Level 2" discs, on which are
encoded computer data that automati-
cally play any of various possible “branch-
es’’ depending on your responses.

Further up the ladder are “Level 3"
discs, run by an external computer and
so capable of almost infinite branching
possibilities. “Level 4" discs, where
several electronic components join to
create almost-human interaction, are
barely more than a myth.

Yet interactive video didn’t ride in to
save us from Celebrity Blunders and
Bloopers. Today, the field is in as much
disarray as the Democratic Party. “Ex-
cept for industrial and military uses,”
concedes Gene Fairly, president of the
seminal interactive-video firm Videodisc

Promotional art for Simultron’'s now-abandoned “game environment centers.”



Publishing Inc. (VPI), “interactivity is
pretty much static at this point.” After
the rush of the first dozen or so laserdisc
arcade games, the few coin-ops intro-
duced since, such as Status Games'
Laser Shuffle, were developed for legal
gambling. Such grandiose plans as those
of Simutron, a Vista, CA company that
envisioned multi-player game “environ-
ments,” were dashed. “It wasn't the
promised land,” sighs veteran producer
Marty Perlmutter. “Lots of people
reached up on their tippy-toes, but they
didn’t have their stuff together to pull it
off.”” Yet interactivity, just like the
Democrats, is alive and scrapping, still
worthwhile, and still waiting for the
world to catch up.

The most ambitious new project,
perhaps, is the Halcyon system of Carls-
bad, California’s RDI. The company,
in near-bankruptcy two years ago, cre-
ated Dragon’s Lair — the first interac-
tive-laserdisc game to enter the
arcades. When it and the subsequent
Space Ace became sudden hits, RDI
president Rick Dyer began work on a
$2500, Level 3 computer/laserdisc
player system incorporating voice-
synthesis and voice-recognition tech-
nology. Dyer named it Halcyon, he says,
for a variety of reasons, but primarily
because, “The first syllable of ‘Halcyon' is
‘Hal’ ” — the name of the soulful compu-
ter in 2001: A Space Qdyssey. “With the
modules we'll be introducing, you'll be
able to control your whole house. You'll
talk to Hal, and it'll talk back. It'll be a
robot without wheels.”

Arthur C. Clarke aside, Halcyon
comes bundled — saddled would be more

If you want to
play the original
Dragon’s Lair
on your PC,
you're still
out of luck —
but at least
the hardware’s
here already.

like it — with a sword-and-sorcery
adventure game called Thayer's Quest.
RDI has also released its Raiders vs.
Chanrgers football game ($94), which was
sanctioned by the National Football
League and uses three seasons of live-
action footage. Dyer has plans for a Dal-
las vs. Washington game and a Thayer's
sequel, as well as for a pricey “Control
Module” that would allow unified remote
control of a variety of electronic gadgets.
But there are problems.

RDI, despite Dyer’s understandable
cheerleading, is in shaky financial shape
— common enough among young com-
panies, but especially important to con-
sumers when you consider the warranty
and servicing of a $2, 500 item (or $1, 700
for the computer portion alone). One
creditor reported being strung along
baldfacedly, and of suddenly receiving a
form letter asking him and all the other

THE HALCYON
INTERACTIVE
VIDEO SYSTEM
FROM RDI.

creditors to please hold off for 90 days.
Dyer, however, insists that “RDI is
doing well. We started shipping for real
the second week in January, and the cred-
itors unanimously voted to give us a
90-day extension.

Whatever the specifics, RDI isn't
alone in the squeeze. In June,
1984, Vidmax filed a $2.9 million breach-
of-contract suit against the once-mighty
Atari Coin-Operated Games (until re-
cently, a wholly owned Warner sub-
sidiary). According to Vidmax president
Eric Nowlen, “Atari signed a contract
with us in March, 1984, and we pro-
ceeded to develop Robot Rebellion,” an
interactive, laserdisc arcade game de-
signed largely by MysteryDisc design-
chief Norm McFarland. “Then Warner
sold Atari, Atari was falling apart, and
Atari just stopped paying the money
they owed us. We'd made extraordinary
commitments by this time."” The case is
scheduled for the U.S. District Court for
Southern Ohio, in Cincinnati, on April
29.

Vidmax, which has just relocated from
New York City to Toronto, is pushing
ahead with Robot Rebellion. Yet, like its
adversary Atari, the company has its
own financial burdens. As Vidmax, a part-
ner in the MysteryDisc venture, says,
Nowlen was “way behind on royalty
payments to Marty [Perlmutter],” the
producer of the two discs. “He
threatened a lawsuit and now we're
paying him. We're still amicable,” he
concludes and Perlmutter agrees,
although adding he had to swallow
almost $4,000 in legal costs.

Most interactive-disc producers are
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One of Video Vision Associates' laserdisc programs,
“Shuttle Downlink: The Repair of Solar Max.”

finding, in fact, that they have to accept
educational/industrial/military contracts
to keep their consumer projects afloat.
While, for instance, VPI and Vidmax
scored a critical coup with the Jerry
Whiteley-directed National Gallery of
Art, the $95 disc is designed to be time-
less and to make its profit in the long run,
not the short. VPI may currently be
whipping up a new, $135 disc of Venice
to be scripted by Gore Vidal and to con-
tain an interactive, first-person trip up
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and down the city’s Grand Canal, but
what keeps the company in bread and
butter are projects for the likes of
AT&T. Even Video Vision, with its con-
spicuously successful line of $40 Space
Archive discs — which use low-cost and
public-domain footage — has to keep a
hand in its original educational market-
place.

On the other hand, new and future
companies may duplicate the structure
of New York City’s Interactive Media

Corporation. Besides producing the in-
novative Philip Pearlstein Draws the
Artist’s Model — a combination
documentary and instructional disc
featuring the renown, realist painter —
Interactive Media co-founders Richard
Horner and Lynne Stuart are highly suc-
cessful theatrical producers. Though
this first of a projected “Genius in Our
Time” series is intended as much for
schools as it is for homes, Interactive
Media’s roots are, refreshingly, in the
creative professions and not the mili-
tary/industrial complex.

Yet despite such fancy flights, there's
been very little barnstorming. Interac-
tive video is largely in stasis, and the
reasons aren'’t difficult to fathom. Most
interactive-video projects were caught in
the tailwind of videogames’ sudden,
sobering dive to a lower cruising alti-
tude. And on the arcade side, frankly,
most of the laserdisc games simply
weren’t so hot. “The bulk of these games
could be played even if the disc player
were broken,” Perlmutter laments.
“The disc segments were just back-
ground.” Other producers carp almost
unanimously that the 50-cents-per-play
insisted upon by marketing mavens was
more than most people were willing to
pay.

Then there was the problem of “lag
time, " those seemingly interminable mo-
ments of blank screen during which the
laserdisc stylus traveled from one seg-
ment to another. “Pioneer [the sole
manufacturer of this country’s home
laserdisc players] hasn't busted its ass to
make life easy for us who use their
machines” seethes Perlmutter. “These
damn machines take about six frames to
figure out they’'ve been given instruc-
tions. And that’s a problem [Pioneer disc
chief] Ken Kai should have straightened
out, because as anyone who's worked
with Pioneer knows, the problem is cor-
rectable, but no outside producer wants
to take apart and modify every player he
or she uses.”

The answer to this problem may turn
out to be home-computer enhancement.
“The future not only of interactive video,
but of home entertainment itself de-
pends on the link between traditional
video and the capabilities of even newer
technologies,” asserts Vidmax's Now-
len. “The wonder factor of all these new
technologies becomes enhanced by the
superb data base of videodiscs.”



Soon we’ll grow a little bored
with our computers, and start realizing that a laserdisc
can play things a floppy never could.

==
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Pioneer’s 1U-04, like most other video disc systems, is designed to interface with a computer.

In this, at least, Pioneer and fellow
laserdisc marketers Magnavox, Sylvania
and Teac are anticipating the demand.
All current laserdisc players, except for
Pioneer’'s $299 LD-660, come with
an 8-pin jack designed to accept specific
models of computer interface devices.
These devices each carry a standard
RS-232 interface allowing hookup to vir-
tually any home computer.

By interfacing a laserdisc player with a
computer you can combine the disc play-
er's prodigious storage and playback
capabilities with the interactive capaci-
ties of the computer. Depending on the
particular interface — with most models
ranging from $85 to over $1,000 —
these devices can let you not only alter-
nate between computer and video im-
ages, but even integrate them, allowing
you to create your own highly interactive
games, instructional programs and
artwork. Letting you leap, m other
words, to Level 3.

Pioneer sells the most widely avail-
able interface module, the $250 model
[U-04. Other such interfaces are avail-
able from Allen Communications in Salt
Lake City; Micro-Ed in Minneapolis;
New Media Graphics in Cambridge,
MA; and Video Vision in Madison, NJ,
among other companies. (Interface de-
vices for industrial VCRs exist as well,
but they're limited by the VCRs' slow
random accessing.

What does the computer factor pro-
vide? Ambivalent Pioneer itself provided

one of the best examples of down-home
Level 3 interactivity at a trade show
sometime back. Picture this scene:
You're staring at a TV screen, and see
the video world in first person, as
through your own eyes. “Your” hands
are on the screen in front of you, holding
up a poker hand. A cowboy across a table
from you asks how many cards you
want. The screen flashes a list of discard
choices. You — the real you — press a
button and see your on-screen hands
drop one card and pick up another to hit
an outside straight. A dance-hall girl
standing beside the poker table kisses
“you” in delight. Her face fills the screen
and leaves an imprint of lipstick.
Frivolus as this example may seem, it
points out the degree of true-to-life re-
sponse capable with the merger of com-
puter and laserdisc. Just as importantly,
it underscores the arrival in the home of
what was, until very recently, a labora-
tory jaw-dropper. It recalls, almost chil-
lingly, MIT’s turn-of-the-decade laser-
disc tour of Aspen, CO, which let you
vicariously tool down streets, explore

Interactive video
Is a mutant,
the first of a new
species.

alleyways, and scope out menus in res-
taurant windows. And while Perceptron-
ics’ $20,000 LaserTour — an exercycle
with a projection monitor showing first
person biking trails from Switzerland to
the moon — may only have pedaled from
Neiman-Marcus into a handful of homes,
the fact is it is for the home, and not the
lab.

Something as literal as first person,
Level 3 interaction isn't something to be
taken lightly. Potentially, it’s as signifi-
cant a perceptual leap as that from
radio to television. Narrative
— whether a novel, a documentary,
pantomime or anything else — has been
linear since the beginning of civilization.
The storyteller speaks, the audience lis-
tens. Interactive video, on the other
hand, is a mutant, the first of a new
species.

As thousands of people around the
world learn how to use their VCRs to
control TV schedules, there is a new
trend coming. Soon we'll grow a little
tired of our home computers, and we'll
start realizing that a laserdisc can play
things a floppy never could. Interface
devices will flourish, and today’s
interactive-video efforts will bear fruit.
“1984 and 1985 will be looked on as the
interregnum, " predicts Perlmutter, “the
stage between revolutions. A time of
consolidation, not innovation.” In the fu-
ture, TV won't be just a right-brain thing
anymore — left will be right, and right
will be wrong. ce
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And the answer is. . .

ow, take it easy, son. | know it all

seems hopeless: the joystick’s

broken, you can't find a self-
centering trackball for your T199, you're
still searching for the hidden library door
in Deadline, and your dad’s howling that
he wants to use the PC for something
besides King's Quest for a minute.
Worse, you've written me sixteen
times, the last three times you included a
pencil and paper (not to mention a self-
addressed, stamped envelope), and the
last time you sent the whole thing off via
Federal Express with an armed guard —
and | still wasn't able to reply.

Relax; Mikey understands how tough
it is out there. Maybe this time, you'l
get an answer. So sit down, take it easy-
...look at the pretty scenery...try to
keep that trigger finger from twitching
uncontrollably...and tell me all about it...

Q: I own an Atari 800XL, and I am a
little curious abowt why there aven't many
new games from Atari or from third-party
software compantes coming out for the
Atart computers. Advertisements for
games like Pitfall II, The Heist, Miner
2049er 1l and many others say they are
available for Atani, but so far I've only

seen them for the Commodore 64. Why
does everything seem to come out so much
faster for the Commodore than for the
Atari computers?

(Steve Holm, Salem, OR)

A: 1t does seem that way, doesn’t it?
But not to worry, Steve; Pilfall Il is
indeed out, in cartridge form, for the
Atari computers, and 1 expect most of
the other games you mention will be
available either by the time you read this
or soon after. As for the delays that
seems to plague Atari releases. . .well, as
you no doubt remember, the company
itself went through quite a few changes
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very recently. For a long time, in fact, it
looked as though Atari might actually
disappear, or at least get out of the com-
puter business — and once a company
does that, software for their machines,
especially from third parties, just dries
up. You'll also remember that the com-
puter games business was in a fair
amount of trouble itself this tme last
vear. That was because of a general fall-
off in sales of home computers; just
about the only one still selling at the time
was the Commodore 64. So it was natu-
ral for some of the games companies to
hedge their bets until they were more
certain that things would pick up. The
recent announcements that the new,
Jack Tramiel-owned Atari will continue
to support the older Atan products, as
well as introducing several new
machines, seems to have allayed fears
about that company’s future, and with
game sales up again, most of the third-
party companies I've talked to seem
much more confident about rushing Atari
versions of their games onto the
shelves.

Q: /'ma pretty good BASIC program-
mer, and over the years I've assembled a
big collection of magazines with all kinds
aof type-in BASIC game-program listings.
I've only got one computer though — an
Atari 800 — and not all of the listings are
written in Atart BASIC. I know that there
are different dialects of BASIC, but aren’t
they pretty much the same? Is there any
way I can translate some of the non-Atan
games so that they'll run on my compudter?

(Chuck Durning, St. Lowis, MO)

A: A tal order, Chuck. There’s no
guarantee that any specific game written
for a specific machine can be translated,
since many rely on special hardware fea-
tures of that machine that aren't found in
others. It can also be a lot of work, too,
since some dialects of BASIC have com-
mands that require new subroutines
and even complete restructuring of
the whole program in order to be du-
plicated in another dialect. But if you're
serious about this, and very handy with
BASIC, you might want to take a look at
The BASIC Handbook by David A. Lien
(Compusoft Publishing, $19.95 paper-
back). It's a 480-page encyclopedia of
over 50 BASIC dialects, including those

provided with most popular home com-
puters, that indexes and explains every
single command and function they con-
tain, and (where possible) gives cross-
references and equivalents in other di-
alects. It also contains a very helpful
section full of tips on how to convert
programs from one dialect to another.
As far as [ know, it's unique, and a worth-
while investment even if vou aren’t going
to do anything more than go on program-
ming in Atari BASIC. If you can’t find it in
your local computer bookstore, drop a
line to Computronics Inc., 50 North Pas-
cack Road, Spring Valley, N.Y. 10977.

Q: I am the proud owner of a Macin-
tosh, and a big adventure fan. I've already
purchased many Infocom games in
Macintosh versions. Right after last
Christmas, Penguin released Transylva-
nia and The Quest, and [ found these two
graphics adventures a wonderful change
Sfrom the scrolling text of, say, The Wit-
ness. Then I bought Broderbund's Lode
Runner, and was amazed again at how
much can be done with the Macintosh’s
graphics capabilities. What 1 want to
know 1s, why can't games like the Ultima
and Wizardry series, or even Choplifter,
be played on the Mac? So there's no color
— big deal. The Mac more than makes up
for that with stunnmingly precise black-
and-white graphics.

(Jay DeCooyer,

Bethesda, MD)

A: No reason at all, Jay; I'm sure that
Chaoplifter would look fine on the Mac, if
not better than it does on the C-64 or
Atari 800. It's really a matter of the pub-
lishers of these games deciding to do it.
So far, I've seen no signs that the pub-
lishers of Wizardry are ready to jump on
the Mac bandwagon — but a Mac version
of Exodus: Ultima 111 s already out,
there's also Pryority Software’s Forbid-




den Quest for graphics-adventure
freaks, and Sierra On-Line has even put
out a version of Frogger for the Mac. Sir
Tech has done a version of the Proving
Grounds chapter of Wizardry for the
IBM PC, so their Apple II chauvinism
could be changing. My advice is: wait
and see. I'm sure that these now-older
classics will be available for the Mac fair-
ly soon.

Q: I own a Commodore 64 and the
game Blade of Blackpoole, and I'm really
stuck. At one point in the game, a man-
eating plant asks a rniddle: “Give me that
which I have in the spring, and you shail
pass.” The player has to answer this riddle
fo get to the next screen. [ have owned the
game for over a year, and I still haven't
figured out an answer. Could you please
tell me what the answer to this riddle 1s?

(Jeff Schlamp, Baileyville, IL)

A: 1dont usually dignify such whining
with a response, but since your cry is so

piteous (you've spent @ year on this
thing!?), I've decided to fork over a cou-
ple of hints, anyway. First: Have vou
ever considered that the plant may sim-
ply be asking you to bring him something
he likes? Now, ask yourself: What is it
that plants like that comes back in the
springtime? That should get your brain
buzzing. Once you've figured out the
name of that thing (it's a four-letter
word, by the way), vou may need some-
thing sweet to capture it and bring it back
to the plant. Sorry, that's all I'm going to
give up; questions like this give me
hives....

Q: Thisis my second request for at least
a few rare hints for Ultima 111. I know that
Origin Systems has a map book out, but 1
already have most of the cities mapped.
I've also found the hidden city of Dawn,
marked all my characters (which are now
on the 99th level) with the marks of Kings,
Fire and Force, have tons of gold laying
all over Sosaria, mostly solved the mystery
of the Moongates, have around 25 ships
docked in the water, eic. What I really
need to know is: Where is the Mark of the
Snake? Where can I find a shrine? [ust
what are these Cards? How can I get more
magic? Since I already have “exotic”

armor and weapons, what are they used
for? When am [ going to stop asking ques-
tions?

(Mike Lee, Eau Claire, WI)

A: Desperate, huh? Well, you're doing
just fine already, Mike; best thing for the
stuck adventurer is to wipe off the
sword, unbuckle them rusty greaves,
and relax for awhile with a couple of
Rhine maidens until the old inspirational
faculty gets working again (my standard
prescription; mail in the five dollars,
OK?). But since you're such a stiff-neck
about this, here's a few hints: Don't be
so greedy for extra magic (vou don't
need it that badly), the cards are to be
inserted into Exodus when you find it,
and the mark of the Snake is at the very
bottom of the unnamed “clues to follow"”
dungeon on the southern-most island
(accessible by sea, Moongate, and the
M21 bus on alternate Wednesdays). You
ought to consult the oracle in Dawn more
often, and pay more frequent visits to
Devil Guard and the montors. And while
[ don’t know when you'll stop asking ques-
tions, I know I'm going to stop answer-
ing them right here (otherwise, Lord
British'll kill me).

Q: I own an Apple lc, and I've found
that some of the Apple 1le software doesn't
work on it. Why is that?

(Steve Lee, Torrance, CA)

A: For a vanety of reasons, some
software (especially third-party soft-
ware, and even more specifically games
software) originally written for the lle
took advantage of portions of unused or
usually unoccupied memory, data entry
points, and other “hidden” features of
the Ile that were suddenly changed,
occupied or moved to other locations
when the llc was developed. Most of
that 1s easily correctable; the program-
mer just has to change certain instruc-
tions so that the computer does the
same job, only in a different place. Most
new copies of [le software that had this
problem incorporate the necessary
changes; Apple has encouraged third-
party manufacturers to make them, and
the increasing popularity of the llc
helped things along. If you're buying a
new game or program for your llc, and
the package doesn't specifically state
that it’s Ilc-compatible, try shopping at a
store that will either let you return it, or
let you give it a spin on their llc before
you buy.

Q: My mom and I recently acquired an
Apple I, complete with disk drive and
several other peripherals, but without any
software at all. Since the Apple I isn't

betng built anymore, is there any software
around that will run on it? Please help —
we're really in a jam!

(Donovan Dzurkovich, Reading, PA)

A: Aot of the older Apple I software
will run on the Apple I, I'mtold, but since
I don't have a complete list, I can’t make
any specific recommendations. 1'd sug-
gest you contact an Apple users group;
many of them have members who've
been through the same problem you're
encountering, and can help you find what
you need. One good one near you would
be the North American Computer Soci-
ety Apple Users Group, c/o Francis
George, P.0O. Box 2129, Wilkes Barre,
PA 18700.

Q: I own an Apple Ilc, and I've been
wondering why it doesn’t have the really
greal sound that some of the games I play
on it are supposed to have. Will the Ilc
take a Mockingboard sound-enhancer? If
it won’t, what can I do to make the sound
on my games better ?

(Bill Leaf, Cascade, 1D)

A: Sorry, Bill, but you're pretty much
out of luck. The Ilc has no open internal
slots to support the Mockingboard, and
without such a hardware attachment,
there isn’t much you can do to improve
on the sound coming out of that teensy
speaker in the Ilc. I hear tell that the

guys who built the Mockingboard are
working on something for the Ilc; as
soon as I get the details, you'll read
about it in CE.

Q: Doc, can you tell me if any of the
Commodore “speed-loading” programs
such as Epyx’s Fast Load cartridge, will
foul up the Commodore 1541 disk drive in
any way? If so, is there any safe way to
speed it up?

(Ron Lopez, Visaha, CA)

A: Feeling a little superstitious this
month, eh, Ron? Frankly, there’s no
way a software-only disk-drive manipu-
lator like Fast Load could do anything
harmful to the 1541, so long as the drive
is in good repair to begin with. Relax.

cle
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THE MUSICAL
COMMODORE

By Hal Glicksman, music arranged
by Laura Goodfriend
Datamost, 1984/$14.95

A frequent problem with textbooks
(I've noticed this especially in mathe-
matics and music theory) is that, instead
of teaching the subject, they actually just
outline it. This may be useful to those
who already know the material, and only
need to review it; the rest of us are left
to struggle through as best we can.

This book takes the problem even
further. As expository writing, it is rem-
iniscent of a mediocre high school
composition: just clear enough to show
that the author probably understands the
material. Worse, he manages to com-
bine this lack of clarity with a conde-
scending tone. Despite promises to
teach both “the principles of BASIC
programming,” and “a basic introduction
tomusic,” he delivers neither. Admitted-
ly, these are not easy tasks, but they
have been done better.

A few examples: the first printed line
of BASIC contains a REM statement,
but there is no explanation of that com-

mand. The next two contain a FOR-
NEXT loop, also unexplained; followed
by a PRINT statement, ditto. This lack
of exposition makes the (many) mis-
prints in program listings very incon-
venient. In the final program, a keyboard
organ, I found eight of them: two caused
the program to crash, five ruined the
graphics, and one was simply mis-
leading. The back-of-the-book help is no
better. The “BRIEF GLOSSARY OF
BASIC COMMANDS" includes words
like DOS and ADDRESS, without any
indication that these are not commands.

If the principles of programming are
absent, the introduction to music is often
just plain wrong. For example, “When a
note is held over to another measure, a
curved line called a tie will join the notes
together. These notes which are tied
together are called slurred notes.”
Nope. They're called tied notes. Slurred
notes are another creature. Besides,
what’s a measure? Check the glossary at
the back. “MEASURE — The musical
interval that marks a repeat of the
rhythm.” As a professional musician, |
should be ashamed to admit this, but this
definition really had me stumped. So I

by Hal Glicksman
Music arranged by Laura Goodfriend

Turn your Commodore 64 into a Keyboard Organ!
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checked a few more definitions. “KEY
SIGNATURE — The sharps or flats
places at the beginning of a composition
after the clef sign indicating the key of
the music to follow."” Not too bad, if you
add a few commas and read “placed"” for
“places.” “KEY — The tonal center of a
series of notes.” Huh? “HALF STEP —
Each key on the piano is a half step
apart.” Right. And every street in
Manhattan is a block away. You can't get
there from here.

The good points? The keyboard organ
program is not bad, once you get it run-
ning. Some of the illustrations are amus-
ing. That's about it. The author says,
“The description is hard to follow, but
the programming is very easy. " You bet.

—Henry Jones

MORE FROM

YOUR MICRO
By Charles Platt
Avon, 1984/$2.50

Author Platt says he wrote More from
your Micro because he was dissatisfied
with commercial software and dis-
appointed with the programs in compu-
ter books and magazines, which
“...turned out to be crude games that
moved slowly and looked ugly...or arith-
metical exercises of no use to anyone.”
So he became a programmer, and com-
piled 15 of his BASIC programs into a
book. Platt’s directions are explicit and
exact, the programs (at least the ones I
tried) bug-free, and there’s plenty of ini-
tial explaining about what’s going on.
And he's always careful to specify just
what changes have to be made to adapt
each for the IBM PCs, Apple IIs, Com-
modore, or over 10 other personal com-
puters. Unfortunately, his programs are
mostly just as trivial and useless as those
he execrates.

This is a short book — it could be titled
A Little More from your Micro — and
much of it is wasted. One program,
“Travel Quiz, " challenges you to chart a
route from New York to San Francisco,
city by city. The gameplay, if you can call
it that, has the computer list cities for
you to catalogue in order: Des Moines to
Omaha to Cheyenne...Pretty lame,




& UNLOCK THE HIDDEN POTENTIAL IN YOUR HOME COMPUTER!

il .

rom your

Gutss
Typing proi
Tutorral
Name
Ink
_— Phane Annely
e Words Prubie
Story

even for an “educational” game.
“Predictor,” a more interesting but
equally useless program, has you input a
series of zeros and ones. Then it tries to
guess your next pick by checking your
last five choices and searching for uncon-
scious patterns. Psychologists theorize
that we cannot create a truly random
sequence, but this baby Al program
couldn't predict my moves any better
than blind chance. Another winning pro-
gram turns your computer into a ... not-
very-accurate, marginally functional dig-
ital clock.” Well, at least he's honest.
But More from your Microisn't a com-
plete loss. Though the interesting pro-
grams — such as an interactive game,
and an “oracle” that gives spurious re-
sponses to questions — are too simplis-
tic to be worthwhile, they can be ex-
panded into something reasonable. The
hardest part of non-trivial programming
(save debugging) is designing an efficient
logical flow. Platt is a good programmer;
his routines run smoothly and intuitively
from step to step. This is top-down pro-
gramming, the way you were taught to
do it, though in reality most of us just sit
down at the kevboard and start typing.
If you want to be a game designer, and

Micro is a
short book
and much
of it is
wasted.

you're not a natural programmer, you
might want to use one of Platt's pro-
grams as a model. His “Interactive
Story” is especially helpful, despite its
not being worth the typing time to play.
Platt also includes a section on going
further with each of the programs, which
suggests possible routes for improve-
ment.

The other possible use for the book is
as a reference for translating between
PC BASICs. But there are more com-
plete texts for that purpose. So unless
you're looking for examples of good
logical programming structure and are
prepared to do some serious work mak-
ing something out of these skeletons of
programs, you don't need More from
your Micro.

—Dan Goldberg

ZORK: THE
INTERACTIVE
NOVELS

By S. Eric Meretzky
Tor Books/$1.95 each

For years now, Infocom’s Zork games
have maintained their status as the most
popular computer adventure games of all
time. Even novice computer users who
know nothing about the world of adven-
ture gaming have heard of Zork; in fact,
many of those novices cite Zork as one of
their reasons for buying a home compu-
ter in the first place. So it made sense for
Infocom to branch out, and convert its
famous games into the perfectly suited
“Choose-Your-Own-Adventure” book
format. Now that they have finally done
it, only one question comes to mind:
Why did they wait so long?

| INFOCOM BOOK (by S. Eric Meretzky

The Zork Interactive Novels are part of
Tor Books' ““What-Do-1-Do-Now”
series of adventure novels for young
adults. As is characteristic both of the
publisher and of Infocom, they are ex-
cellent. One factor that raises them
above the level of most interactive fiction
is the variety of action which the books
allow. Obviously they can't be nearly as
intricate as the computer games, but
they are complex and non-linear enough
to approximate the atmosphere of a com-
puter adventure game very well.

These books are not merely adven-
tures that have nothing to do with Zork
except a licensed title; written by Steven
Meretzky, award-winning author of In-
focom’s Planetfall and Sorcerer, they are
pure Infocom from start to finish. Not
only do they take place m Zork's Great
Underground Empire, but they actually
lead the reader/player into some of the
same locations that are found in the
games. Veterans of Zork have an advan-
tage over newcomers to the magical
realm, and they will enjoy the many sub-
tle references to other Infocom games.

The four books of the series are titled
The Forces of Knill, The Malifestro Qu-
est, The Cavern of Doom, and Conquest
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at Quendor, and each one follows the
adventures of two ordinary kids, Bill and
June, as they get transported to the
world of Zork. There the two are known
as Bivotar and Juranda, the brave and
courageous adventurers whose quest it
is to save their “uncle” Syovar’s kingdom
from a variety of evil beings (Infocom
fans may recognize Krill as the evil war-
lock from Enchanter and Jeearr, the vil-
lain of Congquest at Quendor, from
Sorcerer).

As each adventure unfolds, the reader
is drawn nght into the action by Meretzky’s
felicitous use of the present tense
for narrative. At important plot junctions,
decisions are left up to the reader, and
the choices that the reader makes in-
fluence the outcome of the story.
However, unlike most interactive
novels, there isn't always one right and
one wrong choice, and when there is, the
wrong choice doesn’t always mean cer-
tain death. Many choices are sur-
prisingly broad (“Should we use magic or
weaponry in this adventure?” for in-
stance), giving the reader a real feeling
of control over his fate. Open-ended
prompts encourage imaginative re-
spones rather than passive page turning,
and add to the overall enjoyment of the
stories.

All of the books are good, and it is hard
to single one out as the best. However,
my personal favorite was The Malifestro

AN INFOCOM BOOK (by S, Evic Meretzky)
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Quest, an excellent example of Meret-
zky's innovative writing stvle and unique
sense of humor. In The Malifestro Quest,
Bivotar and Juranda have to rescue
Syovar and the entire land from the
clutches of the evil wizard Malifestro. En
route to the castle of this nefarious char-
acter, you must cross the Great Flat-
head Mountains, avoid a band of thieves,
conjure up a demon, outwit a cyclops,
and try to control a bizarre flying carpet,

courtesy of the Frobozz Magic Flying

Carpet Company.

The Malifestro Quest is logical and
enjoyable, much more so than many
other mteractive novels which have un
interesting choices for the reader to
make like “Should we go right or left?".
What's more, it has the best climax of the
four — a wild wizard's duel between
Syovar and Malifestro.

The illustrations that are sprinkled

These books
are pure
Infocom

from start
to finish.

throughout the stories are very good,
and the cover paintings are magnificent.
And if you've always wanted to know just
what a lurking grue looks like or how
Krill looks bedecked in all his finery, you
have to look no further.

The only problems with the series are
the inconsistencies. There aren’t too
many, but when they do crop up they
detract from the stories. For instance,
the cover of The Forces of Krill shows
Krill to be a human, while interior illus-
trations depict him as a fiery demon. Krill
gets killed at the end of the book despite
the fact that he is alive and well in
Enchanter. A Frobozz Magic Wizard Es-
cape Potion in The Malifestro Cuest in-
vokes the presence of a gnome if Bivotar
drinks it but not if the demon does.

More importantly, there are some in-
structions in the books, most notably in
Conquest at Quendor, that are simply
incorrect. A prompt may tell the reader
to turn to page 114 when in fact page 114
has nothing to do with the situation in
question.

Other than that, the series is ex-
cellent, It is certainly far superior to
most other books of the same kind. But
now there’s another question that needs
to be answered: How long will fans have
to wait for the next nstallment? And
what about Planetfall?

—Charles Ardai

A WHAT-DO-1-DO-NOW BOOK
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ELECTRONIC
TRIVIA

Continued from page 47

game with your computer intriguing, but
aren't ready to part with a lot of cash,
Cymbal Software offers a complete line
of inexpensive trivia programs including
Children’s, Entertainment, Sports,
General, and World Facts Trivia. For
only $9.99 each, don't expect to get a
huge number of questions or fancy fea-
tures. Answers, for example, must be
typed into the computer in full, and the
difficulty level of each question is
randomly-selected by the computer.

If you're not bothered by these limita-
tions you may want to consider Cymbal’s
Master Trivia. You should be warned,
however, that while it costs twice -as
much as these other versions it comes
with only 500 more questions. A far bet-
ter deal is Cymbal's Entertainment
Tonight trivia game which delivers the
same amount of questions as Master Triv-
i (2000), but is priced at only $12.99.

Finally, if you're still not sure whether
you would prefer to conduct your trivia
contests around your home computer or
the game table, there are a couple of
trivia packages which let you do both.
Trivia Fever by Professional Software
offers gamers the best of both worlds by
including a spinner for category selec-
tion, a question book with thousands of
questions, and a pad of tally sheets in
addition to the game disk itself, thus
making it playable with or without a com-
puter. Professional Software even offers
a $5.00 rebate to buyers who wish to
return the game disk. PSI has packed the
game with a variety of features. For ex-
ample, the points needed to complete a
category and time limits may be adjusted
individually and you may elect to have
the computer select each player's
categories randomly, or let players
choose their own categories. In addition,
players decide, on every turn, the dif-
ficulty level of the question they will be
required to answer. Since easy ques-
tions are worth only one point and the
most difficult are worth three, this fea-
ture adds a whole new strategic element
to the game.

If you feel, as I do, that Trivia Fever
really shines brightest as a computer
game, you'll not only want to hang on to
the disk, but pick up Volume 2 as well.
There’s also a Super Sports Edition
which can be played without the original
disk.

Avalon Hill's Computer Trivia is sim-
ilar to Trivia Fever in that it can also be
used with or without a computer. Com-
puter Trivia was originally a board game,
and the floppy version never quite lives
up to its more traditional counterpart.

Computer Trivia's main problem is
that often, when played in the multiple-
choice mode, most of the ten possible an-
swers can be eliminated immediately be-
cause they bear little or no relation to the
question. For example, it doesn’t take
many players too long to rule out Don
Knotts, Richard Nixon, Lassie, or the
vernal equinox as possibilities for the
player who hit two home runs in the 1976
World Series. While this kind of type
mismatch can often result in some
hilarious combinations, the challenge of
the original board version will have most
players returning there for their trivia
fix.

Whether the pursuit of trivia is a pas-
time better suited to the computer
screen or the game board, is really a
matter of personal taste. Douglas
Gunther, trivia show host for a New
York radio station, commented in The
New Yorker, “a good trivia player must
know everything from Greek philosophy
to Dobie Gillis, and from Godzilla to Ein-
stein.” A good trivia player usually en-
joys a challenging trivia question no mat-
ter where it comes from — especially if
he knows the answer. ce

WORLD WAR III
AND COUNTING

Continuved from page 25

scribe the mathematical relationships at
the heart of any computer game, rows
and columns of input and possible out-
comes had to be studied. Ultimately,
gameplay would have to be tested by
some of The Other Side's eventual users.
Notes Snyder: “Games really aren't de-
signed by individuals, but by their cul-
ture.”

In the process of play-testing many
early concepts had to be abandoned.
“Our generic model was originally much
more real: the countries looked more
like the U.S. and Russia, the fuels were
specific resources like uranium and
bauxite. But players’ political pre-
conceptions forced us to get away from
reality.” Almost from the first, Snyder
was troubled by how to make the ul-
timate downside risk — the end of the
world — from seeming an attractive
alternative in this computer game. “I
wanted to raise the stakes so high you
would never be tempted to sacrifice the
world. | was toying with the idea of a
software routine that would jam yvour
disk drive and ruin it if the world ended.”

Game theory, a branch of mathema-
tics that deals with decision making, pro-
vided a neat solution for explicity placing
a premium on cooperation by reference

to what decision theorists call the
“prisoner’s dilemma."” Originally formu-
lated by A.W. Tucker, the “prisoner’s
dilemma” problem weighs the relative
merits of playing a strategy cooperative-
ly or uncooperatively with an opponent.
In the original prisoner’s dilemma, the
choice involved betraying or not betray-
ing a fellow crime suspect. In Tom Sny-
der’s game, each team must start play by
deciding whether to build the bridge
through collaborative effort or in compe-
tition to be first to complete it. “The only
way for both sides to communicate is
over the Hotline,” Snyder explains. “So
your first exchange is something like
‘How are you playing this game?’ If
you're playing cooperatively, you'll say
so. But if you are playing competitively,
you won't want your opponent to know,
so you'll still say you're playing cooper-
atively.”

Strategies were rendered even more
complex with the addition of a deus ex
machina called C.A.D., the Computer
Assisted Defense system. “C.A.D. will
make your country behave in ways you
can't anticipate. My wife cried when
C.A.D. betrayed our opponents, who
were playing cooperatively with us,”
Snyder recalled. Then again, the amount
of information that must be weighed in a
three-minute turn can also lead to mis-
takes of omission. Snyder says that on
one occasion “my wife got pretty upset
when we forgot to send money we had
promised our opponents and they
started to think we were lying to them.”

With all these subtleties, can even the
most generic of war games really teach
today's children to wage peace? Snyder
is quite candid on this point: “All you can
wish in any teaching or software is to
create a stimulating environment. The
Other Side is like a field trip, which is
totally dependent on having a good
teacher along. It's not an ultimate tool.
But over the next twenty years we may
change things if we keep designing
games like this.”

FINLANDIZE NOW

Creating the first “adult” un-war game
was the goal software innovator Chris
Crawford set for himself in the design of
Arms Race. “My motivation was artistic
rather than political,” he admits. The
former head of computer game develop-
ment at Atari also chose to program this
as his first work on the Macintosh, a
machine with a more adult ownership
than low-priced personal computers.
The result of his efforts will be published
by Random House, but at the moment,
Crawford has reached the point in the
design process where he just wants to
tear the game apart and start over
almost from scratch.

“It happens every time I design a
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game,” he says. “l feel like Dr. Franken-
stein. The monster is on the table with all
its organs in place. The lightning bolts
are flying around. The body will convulse
and the heart start to beat and then stop.
When this happened with Eastern Front.
I got very depressed. Then I nipped
whole chunks out and rewrote it. The
game was ready for shipping ten weeks
later.”

For Crawford, designing a computer
game is an organic process that begins
with a message he wants to convey to
the player. In his pioneering war game
Eastern Front, a simulation of Hitler's
1941 campaign against Russia, the mes-
sage was the relative importance of mili-
tary effectiveness vs. firepower.
“Americans often confuse the two,” he
contends. “Hardware can't replace the
skill with which it's used. In weapons
negotiations, we tend to think only in
terms of numbers of warheads and throw
weight.” Crawford's subsequent games
evolved from Legionnaire, which pitted
Caesar’s armies against barbarian
attackers; to more interpersonal scenar-
ios like Gossip, a variation on the old
party game of Telephone, and the epic
Excalibur, a simulation of King Arthur’s
efforts to unify Britain. “Excalibur took
ten hours to play. Its message was that
leadership is a combination of brute force
and graciousness.” Though neither Gos-
sip nor E xcalibur received wide distribu-
tion, they set the stage for Arms Race —
“a second generation product,” accord-
ing to Crawford.

“] wanted to work in a new artistic
genre. War games all had the same goal:
kill or be killed. I wanted to work with a
wider array of conflicts, to create tense,
gripping, moving entertainment that did-
n't require shoot-'em-ups. Every game
must have conflict to force interaction
between players. But there are other
areas of conflict in life besides shooting
and killing."”

When he set about writing Arms Race,
he found the game's central message
evolving and changing. “At first | wanted
to teach Americans about the complex-
ities of global geopolitics. I wanted to
make players more sophisticated about
such facts of life in the world as
Finlandization, a concept few Americans
are aware of."” Named after the
neutralization policy followed by Finland
after World War 1, this tactic involves
maintaining a nation’s independence by
remaining non-aligned while in the shad-
ow of a superpower.

Though details of the game are still
unfinished, the playing field of Arms K ace
consists of today’s world map. Opposing
blocks of nations are faced with such
contemporary policy issues as sending
troops to foreign countries and managing
global resources. Insurgencies crop up
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to tilt the balance of power, while the
U.S. and Soviet Union cannot declare
war without putting the rest of the world
in danger. By the time the game was first
implemented, its message was the need
for multi-polarity in what has been a bi-
polar world of East-West confrontation.
(“A tri-polar world would be more
stable,” Crawford observes.)

As gameplay evolved, Crawford real-
ized that the message had become one of
crisis avoidance. “I wanted players to be
aware of what are known in military anal-
ysis as ‘soft factors,’ the intangibles
that make for the balance of power.” In
Arms Race, the soft factors include
“pugnacity” (how tough both sides act),
“integrity” (opponents’ credibility) and
“nastiness” (the level of weapons and
confrontation in the world). All these soft
factors have enough randomness thrown
in to keep players on their toes as they
maintain competition while trying to re-
duce confrontation.

“Both liberals and conservatives
should be satisfied with this game, " says
Crawford, “because I'm not pushing any
particular political point of view. I want
people to look at complex issues in a
fresh light. Basically, our current poli-
cies on armaments have been carried
along by every Administration since
Eisenhower. But they haven't made the
world a better place to live. Even very
ethical people have problems in defining
the issues. Just wringing our hands over
the arms race won't help.”

Perhaps he should send copies to
Reagan and Chernenko? ce
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HIPPIE IN
YUPPIE’S
CLOTHING

Continued from page 29

taught nine and ten year-olds there.
Tom, a science and music teacher, was
offering such experiential learning as
wiring his kids to lie detector probes,
then linking their hands to create differ-
ent kinds of circuits.

Anne and Tom wrote musicals for
their fifth-grade students to perform.
One play was about a washed-up in-
ventor who tried to rip-off the students’
ideas. Says Anne: “The plays helped in-
dividuals soar ahead in confidence and
really got the class to cohere.”

Since Tom's mom was a Broadway
musical actress, this particular approach
doesn’'t come as a surprise. Indeed,
Snyder took a shot at a recording career
— his band, T. Fenimore (he’s distantly
related to James Fenimore Cooper) re-

leased a couple of “dramatically un-
successful” singles on Capitol Records
— before he heard the “calling” to teach.
“I'm addicted to teaching,” Snyder ex-
plains. “I used to teach my little sister
before she went to school. And my older
sister was math-phobic: [ liked to explain

things to her.”
He describes himself as “a bad student
who hated school — nothing seemed

more arbitrary to me than a teacher’s
assignment.” Snyder switched majors at
Swarthmore several times, settling on
French, because, he says, “It was the
only subject | was any good at.”

Snyder's transformation from bad stu-
dent to good teacher occurred when he
walked into Shady Hill's science lab for
the first time. “It was a magic day,” he
recalls. “They showed me the lab and |
thought, “This makes sense.’” The kids
come in and do things, and I have this
responsibility to teach them. From that
moment, [ became the hardest worker
I've ever known. When [ became a teach-
er, | think my Dad (a banker) thought it
was a wussy thing to do, though he was
very supportive. [ think he's glad now.”

He immediately started working on an
octopus-looking contraption that crudely
simulated the human brain. Each arm
had knobs which controlled part of a
robot. His students had to work together
to get the robot to accomplish certain
tasks.

Personk, as he called it, attracted the
attention of Parker Brothers, who at-
tempted to meet with Snyder to discuss
buying the product. “I purposely missed
the meeting,” he says. “I think I knew it
was going to be a big change in my life
once | started producing outside my own
classroom. I wasn't ready, but | knew it
was time to get ready.” Shortly thereaf-
ter, he bought a Radio Shack computer
and began designing simulations. The
result was The Search Sertes (archeolo-
gy, geology, geography and other
“learning through doing” programs) that
McGraw-Hill subsequently marketed,
and which still accounts for a hefty per-
centage of TSP’s revenues (1.2 million
dollars in 1984).

Admirers of his work say Snyder’s
programs involve and inspire kids and
get them to cooperate with each other.
Critics, however, argue that they take
too long to play, are difficult to learn and
are inappropriately competitive for the
classroom.

“What 1 dig in a program is excite-
ment,” he says, “l consider what extra
element human beings can bring to the
software — what can make it come alive.
As a byproduct we often expose the kids
to certain human values.”

You don't kill aliens in TSP games, but
there’s practically no limit to what else
you can do. In The Halley Project the goal



is to travel to destinations in space, using
real constellations to navigate. In Search
of the Most Amazing Thing takes the
players though alien cultures where they
trade with the natives and write them
songs in exchange for clues. Playing
Agent USA, kids learn U.S. cities and
relative distances as they track down the
Fuzzbomb (an itinerant TV), which is
turning citizens into Fuzzbodies.

Tom Snyder Productions may sound
like a one-man show, but it's not. Omar
Khudari, a 25-year-old Harvard philoso-
phy graduate, helped design The Halley
Project, In Search and Agent USA, and
there are other Dartmouth, Brown and
Brooklyn College graduates, who fill out
the staff. Men outnumber the women.
Everyone (except vice president Rick
Abrams) is a designer, an artist or is
apprenticing to become one or the other.

Snyder sees himself as more of an
artist than a manager. He prefers to
leave people alone, which he concedes
has been frustrating for some of his em-
ployees. Many designers have come and
gone at TSP and Tom says the main
reason for this has been their inability to
motivate themselves. “Nobody takes
care of you here. You have to motivate
vourself without any upper management
pushing you No one has ever left, but
we've let a lot of people go.”

Those who can motivate themselves
get a long leash. Snyder indulges his
staff's “emotional excesses,” which he
contends are part of the artistic process.
If the excesses get in the way of work, “I
wait it out. You have to trust them. If you
treat people like artists, they'll act like
artists.” The policy seems to work.
Morale is high, and so are the profits.

Still, financial gain is not Snyder's bot-
tom line. As he says, “I grew up in the
rock 'n’ roll, drugs and free-thinking
'60s, when we thought property was
evil. I still live with cinderblock book-
cases.” Symbols of success don't seem
to interest him, except as a target of
contempt. He did, however, recently
give in to Abrams and accept a bigger
salary; Abrams wanted to make sure
that his partner was fairly compensated
just in case the company goes bust.

“Occasionally it drives me nuts when |
find out one of my competitors has a
Rolls Royce,” Snyder says. “I say,
‘screw him,” I don't want to compete with
him anymore, 1lose respect for people to
whom signs of wealth are important.”
Instead, he defines success as “recogni-
tion of a measure of someone's energy
and the misguided notion that they're
going in the right direction.”

According to Anne, her husband’s
success stems, in part, from “daring to
follow his convictions.” On a less heroic
level, she points out, “He knows kids so
well and he knows what teachers need.”
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“His genius is his ability to understand
what engages kids,” Abrams adds.
“Something [ might think is boring or
weird, when kids come in to playtest,
they love.”

The quality that devotees call “follow-
ing his convictions,” some detractors
have called ego. His sometimes over-
bearing defense of unpopular positions
can make him seem smug. “People are
unnerved by the way he overstates the
negative to elicit a response,” says
Anne.

But his stance on the software biz is
anything but smug — he’s got too much
at stake. The Other Side exposes the
company-to risk as never before. There
are the constant worries: changing com-
puter formats, a school market that's
notoriously slow to respond. Though
TSP will market The Other Side cautious-
ly at first, the shift for the company from
purely creative work to manufacturing
and marketing has Snyder relying even
more on Abrams. Tom says, “Left to
my own devices, [ would sign deals too
fast.”

Nevertheless, on the eve of the new
venture, morale isn't just high at TSP —
it's giddy. Insecurities are necessarily
channeled into competitive wisecrack-
ing. These kids are talented and charm-
ing, and one can understand why Snyder
gives them so much slack. Over lunch on
a slow and snowy day, they wolf down
pizzas and watch videotapes of Saturday
Night Live. Anne amuses their three-
month-old son, Tim, on the floor of the
conference room, as the pizza is inhaled.
Abrams jokes that in a few weeks Tom
should have the kid completely figured
out.

Snyder flicks off the VCR and puts a
CD on his new disc player. His office is
cluttered with sound equipment: key-
boards, synthesizers, mixing boards,
amps and a big Tascom reel-to-reel. The
sun breaks over the conference room as
Tom blisses-out on Steely Dan. Baby
Tim squeals on the floor.

It's a good time to lay back. The
crunch of programming The Other Side is
over. This afternoon it will be playtested
and find-tuned some more. “What you're
seeing today,” Snyder says, as he sur-
veys his slap-happy staff, “is the result of
a lot of difficult years.”

Some of TSP's most difficult times
may lay ahead in his new role of pub-
lisher, but you'd never know it today.
Everyone is just too intoxicated with
their own rosy futures. The music on the
new CD plays immaculately. Donald
Fagen’s voice cuts clear and harmonious
through the room: “The danger on the
rocks is surely past. Still I remain tied to
the mast. Could it be that [ have found
my home at last. Home at last.” Tom
Snyder can’t help but sing along.
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MSX:
JAPAN’S
COMPUTER
GAMSBIT

Continued from page 51

program samplers, with snippets of 50
programs in each book. One features
games and the other business programs,
though the MSX is selling almost exclu-
sively as an entertainment machine
overseas. Nishi says it will also be pre-
sented as a game machine here.

The MSX machines are also consi-
dered faster than most popular game
machines, bringing quicker screen reac-
tions to speedy-fingered players. The
video chip has its own memory, offering
more room for more programming code
and hence more complicated and better-
looking programs for the player.

MSX developers also say the
machines on the market now in Japan and
Europe are just “first generation” the
second generation is being readied for

It's likely you'll
find all your
favorite
Commodore
games quickly
available on
MSX cartridges,

disks
and cassettes.

America and will offer more memory and
a new graphics chip that will let the
machine display 526 colors on the
screen. Some developers are especially
looking forward to that improvement,
saying the existing models’ 256 by 192
pixels screen isn't adquate. One com-
pared the graphics quality of the basic
unit to that of the TRS 80 color
computer.

Even peripherals are getting into the
MSX act. SVI (Spectravideo)'s Quick
Shot joysticks, available now for Com-
modore, Atari, Nec and Colecovision
systems, are out in three versions
(Styles 1, II and V) for MSX. Two fea-
ture handle buttons, one a base button,
and all have grips; and SVI promises
more as the MSX machines — including
its own — arrive.

Some developers say they’ll jump on

board because of the machines’ familiar
names. “These companies already
dominate the technology in televisions, ”
says Leonardo Jacobs, marketing mana-
ger for the Dutch company Radarsoft,
which is converting its Commodore soft-
ware line to MSX. “It’s logical to be part
of what they do.” Radarsoft’'s Maps is
already a hit in Europe and i1s being
adapted not just in format but in content.
The game features a whirring helicopter
crossing distant landscapes, and the
player guides it to cities or geographical
sites in the world, Europe or — in the
newest version — the United States.
The already clean, colorful graphics can
only improve on MSX machines, they
say. Radarsoft also plans to produce its
Tempo Typing learning game and a data
base program, now on the Commodore
64, for MSX.

It's likely you'll find all your favorite
Commodore games quickly available on
MSX cartridges, disks, and cassettes.
The hardware has a built-in operating
system that easily runs most programs
written for such CP/M machines as
Osborne and Kaypro. Commodore soft-
ware is easily converted to MSX format;
Atari follows closely.

“In the short run,the large software
base of [Commodore and Apple] will give
MSX difficult competition in the home
market,” predicts Robert Chapman
Wood, consultant with Modern Econom-
ics Co. of Scituate, MA and author
of The MSX Standard, being published
by Tab Books this spring. “But in the
long run it is hard to imagine how Apple
and Commodore could defeat the entire
Japanese electronics industry.”

The impact of MSX is being felt all
over, not just among software manufac-
turers. Some industry watchers specu-
late that IBM introduced its recently res-
urrected PCjr not to make life miser-
able for Apple, Atari or Commodore, but
to keep imports off its turf. True, the
PCjr still has a higher price tag than any
of the MSX army, but the wide selection
of both business and entertainment soft-
ware could sway some buyers.

“I believe in MSX because all those
manufacturers are traditionally good in
the audio-video business, so they have
good distributors and familiar names,”
says Gabor Renyi of Andromeda Soft-
ware in Budapest, Hungary. His firm is
adapting its largely Commodore-based
software selection to the MSX system,
to be prepared when the machines enter
the U.S..

They're finding that finely-tuned
games lose little in conversion, says
Jeannette McNeil, Andromedia’s vice
president. “It's not like converting from
Commodore 64 to IBM, when colors
sometimes change,” she says. In fact,
they're keeping changes to a minimum.



In the Andromeda game Traffic, being
sold by Mirrorsoft in Europe now, the
player directs cars and people on busy
London streets. Andromeda toyed with
switching the scene to famous Tokyo
streets when the game was exported to
Japan, but decided to keep London in the
picture in all versions. “London is one of
those cities where the streets are
known,” McNeil says. At least one new
Andromeda text-and-graphics adven-
ture game, White Viper, will be released
first for MSX systems, McNeil adds. “If
and when MSX comes to the U.S., we'll
be ready.”

The MSX concept is getting a helping
hand from its impressive escort, Micro-
soft, which claims it is merely playing
gatekeeper. But the software company
is lining up other prospective MSX de-
velopers across the country to be sure
the systems won't be short on software
when they arrive.

“We hard an overwhelming message
that a standard is certainly welcomed by
everybody, and a standard supported by
these plavers [Japanese firms] would be
a very, very powerful one,” says John
Sabol, systems products marketing
group manager, who is the liaison with
Microsoft Far East. “The computer is
working its way into a place as an inte-
grated component of the home enter-
tainment system. We're not going to
compete with Commodore.”

But even Nishi says otherwise. He
compares the capacity and function of
the MSX standard to the new Commo-
dore 128, more than any other American
machine. Apple’s lle and llc are the
other prime competition, he says; the
Macintosh and PCjr are not. “Atari is a
vertical computer maker: high, medium
and low-end,” he says. “MSX is dif-
ferent. We'll be constantly spreading
...video disks, video cassettes, but all
low-end. All consumer products.

“In the first phase, MSX will sell be-
cause it's cheap,” he says. “In the
second phase, customers will like it and
customers will increase.”

But the days of a computer just invad-
ing the marketplace may be over. The
hardware business is a slump now, and
the odds are long of a Commodore 64,
Apple 11 or IBM PC gaining immediate
and large audiences. It took Apple’s
Macintosh the better part of a year to get
a solid “installed base,” and nearly that
long before there was a broad repertoire
of useful software.

Wood, after watching the MSX sweep
through Japan, disagrees. Even initially-
low MSX prices will drop, he says.
“Though some 4 million [Apple and
Commodores] have been sold, they are
present in much fewer than 10 percent of
American homes,” he says. “Most
homes either haven't yet bought a micro-

computer or have only experimented
with a Timex-Sinclair or Texas Instru-
ments toy. Even many Commodore 64
owners who don't yet own a printer or a
disk drive will be able to upgrade to an
MSX for only slightly more money than
adding Commodore peripherals.” At
least, he says, MSX will force Apple and
Commodore to upgrade their home pro-
ducts. At worst, he says, their days of
home market leadership “are num-
bered.”

Luc Sala, a European journalist who is
starting an MSX magazine, says MSX
will have to improve to impress the
American buyer. He says they'll want
faster, more versatile machines once
they’ve bought their first MSX. “A driv-
ing factor is the interfacing with other
home/recreational and videogaming
equipment,” Sala adds. “MSX has come
to age in a rather unstable environment.
American game computer companies
have been having a tough time of it.”

He believes MSX will become the big
entertainment machine in the U.S. be-
cause of its big-name suppliers, their
financial backing and the machines’
price. “The support for MSX has to
come from outside the U.S. and will
hinge on its success in Europe, " he says.

We'll see soon. Spectravideo, which
already has facilities in Fremont, Califor-
nia, was expected to release its first
MSX machine this spring. Wood says
Matsushita, the world's largest consum-
er electronics producer, and Sony will
likely lead the 1985 charge. He foresees
some 500,000 homes opening to MSX in
1985 — even more optimistic than
Nishi's forecast of 200,000 sales — and
says the numbers could swell to be-
tween two and three million MSX com-
puters finding a place in American
households in 1986, and even double
that the following year.

This will be a test year for the compu-
ter business. Amiga, the Atari ST series
(the Macintosh look-alike), and the MSX
all face big challenges. The tough ques-
tions remain: are the people who already
have computers interested in changing
or upgrading? Do the people who don't
yet have them want one? Is good enter-
tainment software enough to sell a low-
priced machine? We should have an idea
of the answers to these questions when
we chime in 1936. c€

FINDER OF
LOST ARCADES

Continued from page 42

In my search for lost arcade games, 1
stumbled upon one that, three vears af-
ter its disappearance, still has game de-

signers and executives who worked for a
certain company shaking their heads and
pointing fingers at each other. Because
of the sensitivity of this matter, every-
one involved asked that they not be iden-
tified. The company and the game in
dispute will remain nameless as well.

According to one of the game’s pro-
grammers, whose credits include the de-
sign of a particularly popular game (let’s
call him Ted), this game was “better
than any other game” that he had work-
ed on. “One of the reason the game
wasn't produced,” Ted insists, “was
political. The company’s stringent hard-
ware requirements was one problem we
ran into, and then there was the political
stuff.”

An executive at the company, who
appeared disturbed that Ted had discus-
sed the matter with me, offered the fol-
lowing explanation:

“In this particular case, the reason
[the game] was cancelled was not be-
cause the game was not a very good
game or a very good idea. It had to do
with the personnel (the programmers)
not meeting their commitments. The
head programmer was actually fired be-
cause he was not doing what he was
supposed to be doing. He was screwing
around, and he was into some drugs and
things like that. And Ted almost was
fired at the time for some of his antics.

“It's very touchy — the reasons why
he [Ted] thought a game might be can-
celled versus what really happened. And
I think you're going to find that true of
not just our company, but of some other
companies.”

We've all heard of drugs in the
arcades, and drugs at the arcade com-
panies are no surprise, either. “There
was a time,” Ted says, “that a lot of
drugs were floating around, and not just
at our company. If they fired everybody
who was using drugs, there’d be about
one person left. Some people took them
recreationally, and some people took
them to stay awake. They [the com-
pany] wanted games out by tomorrow.
Sometimes half the staff would be up for
36 hours straight to make a deadline.”
Drugs are one way to stay awake.

“Everyone was aware of the goings-
on, and it was becoming a problem. Ex-
ecutives often didn’t even allow games
to come to completion. Most companies
would shove a game out the door as soon
as a game was running. And what I mean
by running is just getting something
moving on the screen. So some pro-
grammers actually would leave bugs in
the game and not show it during the
daytime when people were there — just
to be allowed to work on it.”

Ted has since left the arcade game
business, and now works for a computer
software firm. He admits to missing the
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industry and says he'd like to someday
finish up that game, but shudders at
the thought of working under the sort of
pressure he just described. Another de-
signer who recently abandoned the field
entirely is Tim Skelly — one of those
“superstars” who had his share of hits
and misses during an eventful tour of
arcade duty. Now in the film industry,
Skelly fondly recalls the success of such
games as Starhawk, Rip Off, Star Castle
and Reactor, but it’s the failure of one
game that’s left him with a bitter taste
about the arcade business.

“Screwloose was the best piece | ever
did, bar none,” Skelly sighs. “I'm a car-
toonist and it was the first cartoon game
I ever did.” The main character was a
robot, who wore sneakers. Objects flew
around the screen, aiming for the robot's
hands, which would fall off if hit and be
swept away by an inchworm hanging out
at the bottom of the screen. Each time
you hit one of the objects — records,
bees, snipes — a bulb lit up on the side of
the screen.

Says Skelly, “It didn’t get built be-
cause | finished it up just about the time
the industry was finishing up [late 1983].
Screwloose went out on test, but it made
the same dismal collections as every-
thing else that was going out then. Noth-
ing was making money."”

For a short while, laserdisc games did
create interest and temporarily lifted
spirits in the sluggish arcades. But it
wasn’'t long before that bubble, too,
would burst. Owen Rubin was one of
many game designers who was assigned
to a laserdisc project in 1983, only to
have it canceled a year later. “l was
going to do one based on ‘Knight Rider,’
the TV show, " the King says. “There’sa
million hours of footage and outtakes —
point-of-view shots from the driver’s
seat, stuff like that — that you'll never
see. | had a bunch of things choreo-
graphed for it. Like you'd be chasing the
bad guy and a train would come along;
you'd have to push the turbo button at
the right time to jump over the train. If
not, K.LT.T. (the ‘Knight Rider’ car)
would slam on the brakes and you'd have
to watch the train go by. 1 was really
excited about it.

“Atari was ready to do the videodisc
thing like crazy,” Rubin reveals. “They
had a state-of-the-art video lab, which
they've since sold. When they released
Firefox, the hardware failed terribly.
Then the whole thing fell apart with War-
ner’s financial problems.”

Ed Logg, another Atari game design-
er, is hoping that his laserdisc effort will
have a better fate. For two years he's
been working on a Roadrunner cartoon
game, but “it’s sitting here and market-
ing’'s hemming and hawing again,” he
groans. If there's anyone at Atari who
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deserves respect, it's Logg — after all,
he was the one who made Asteroids and
Centipede household names (and ulti-
mately household games, once Atari
converted them for home use),

“] gave it (the Roadrunner game) to
them in two flavors,” he explains. “The
videodisc as well as the non-videodisc
version, and both did extremely well out
on test. It might come out — all we have
todois get over the arcades’s reluctance
to buy another laserdisc game. That’s
what we're up against right now.”

Well, it's always something. This year
you can't give away a sophisticated laser
video; a few years back it was nearly
impossible to sell a game that advertised
“vector graphics” (line-drawn images as
opposed to filled-in raster graphics).
Dave Nutting, one of the industry veter-
ans (he's responsible for such prehistor-
ic videos as Gunfight and Sea Wolf, as
well as Gorf and Wizard of Wor), found
himself stuck with Earthfriend, a color-
vector flying game similar to Atari's Star
Wars, when the arcades balked at the
game's pricetag ($3500-$4000).

Surprisingly, Nutting wasn't bitter
about this turn of events. Nor was he
speaking doom like so many of the other
design people I interviewed. “When we
started with Bally back in 1973, the Mid-
way division was doing about $50 million
a year. By 1978, we were up to $80
million. In 1979, it jumped to $120 mil-
lion, and then in ‘81 and '82 the business
took off like a rocket — to $430 million.
And now everybody’s saying the busi-
ness has collapsed. It hasn't collapsed,
it's just retreated back to what we
thought were fantastic years. Now
we're back to $80 million and every-
body’s moaning and groaning. In reality,
there's a good business out there.”

But today's business upturn won't
resurrect vesterday’s lost arcade
games. Many of them sit quietly in base-
ments of the no longer rich and famous
game designers; others don’t even exist
anymore. Says Ted sadly: “There were
some great first-generation games, but
we never really scratched the surface of
what could be done in this new medium. ”

The arcade business is small and man-
ageable again, and the rock-star mental-
ity has vanished as if through a black
hole, but are the arcades better off for it?
Not according to Ed Logg. “I'm really
turned off by the arcades,” he says. “All
the games are old. To me, there’s no
reason to go to an arcade anymore.”

Actually, there are plenty of new
games to be played in the arcades these
days, and there seems to be a renewal of
interest among players. Recently, I've
found arcades almost as crowded as they
were back in the old days. Who knows?
The craziness could be starting all over
again. cle

RUN, JOG, BOOT

Continued from page 34

Rohrer. It will allow exercisers to print
out a detailed (by five-, fifteen- or sixty-
second intervals) analysis of their heart
rate during workouts. This nvaluable in-
formation will pinpoint workouts, or
specific times during an individual work-
out, that are not aerobic-efficient. “It's
roughly like an EKG being done while
you exercise,” Rohrer says.

The Quantam SL package includes a
modem (for interaction with the watch
after your exercise — you simply plug it
in, type a few commands and soon you'll
have the printout), the software itself
and a printer. Of course, the Quantam
XL will also be able to perform all the
usual functions of a Commaodore 64.

Another company with futuristic in-
tentions is Bio Technology, Inc. (6924
NW 46th St., Miami, FL 33166), which
makes portable bike computers and
other sports training aids. It will soon
introduce The Fitness Game ($99.95,
versions for IBM, Apple and Com-
modore planned), the first of a series of
products that wiii eventually lead to its
on-bike units’ computer compatibility .

The Fitness Game uses an exercise
module to record your workout data dur-
ing a home workout, on an exercise bike,
rowing machine, treadmill or even Jane
Fonda’s aerobics routine. The module,
which will not work out-of-doors, re-
ports your exercise data to your compu-
ter. The computer screen will con-
tinuously show indicators for caloric ex-
penditure, distance, speed, elapsed time
and target heart rate. The program will
store all such data, making a convenient
log of at-home exercise. This log also
calculates a “Fitness 'Quotient,” which
provides you with an educated gdess
about your maximum oxygen intake (an
increasingly agreed-upon optimal meas-
ure of fitness).

All these programs add up to an ever-
changing, ever-improving market for
those of us interested in both fitness and
computers, from people like Roger Bodo
in suburban Detroit to progressive
sports-computer scientists in the Silicon
Valley. And if it’s all the same to you,
triathlete and insurance agent Crosby
McDowell of Phoenix will keep with
Bodo's simple intentions for now, thank
you. “We've (his son also) been using
The Aerobics Master for more than two
years, particularly for running,”
McDowell explains. “I hope somebody
will soon develop a triathlete-oriented
software package. But I'm happy with
The Aerobics Master; it's made me a bet-
ter, more consistent runner. In fact, it's
the most-used program in our house.”

cle]
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To many, the workings of a
car engine are cornpiicated.
- iy ‘ To most, unfathomable.
P T e : If this makes you think
, mechanics are magicians in
coveralls, we've got something that

will break the spell.

INJURED ENGINE from IMAGIC brings the

auto shop into your home. No axle grease on the armchair, no oif on
the ottoman. Just you and the engine.

Learn how a car engine operates. Brilliant screen graphics allow you to take a visual tour of the engine, its

. systems and parts. A clear, uncomplicated on-screen tutorial explains how systems and parts work and how to identify
' and locate the cause of common problems.
asics, try your hand at some troubleshooting. Diagnose computer-generated engine problems. Inspect and
test parts, replacing them when necessary. Working quickly and efficiently keeps costs down.
The next time you visit the repair shop, you'll be talking their language.

Available for the Commodore 64™ and Apple® Il series.
pvrnemsl dealer, call B00-654-7340. In California, call 800-824-9839.




Sort of sinister, PN A
sort of spellbinding, _ &
sort of sensational, | R
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a fantasy action adventure
by Chris Cole, dynamix
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ﬂ'\ Y&* Sword of Kadeash #
is available for the Apple and Commodore 648,
See your favorite software velailer.

NEW FROM
@ IZ\J sm‘m

the graphics people -
»
830 Fourth Avenue, PO, Box 311, Geneva, 1L 60133 (312)232-1981

Apprte is af Cretelvaecerk of Afspde Conmfrter. e Comrmsdory i3 a Dadentark of
Cennmodiore Business Machines, bite., Penguin software and Sword of Kadash are
trecdtenrarks of Penguin Software, e Penguedns distike seord in their sneakers.



