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animal represents? [




SEARS ELECTRONIC

CORRECTOR TYPEWRITER
With “Daisy Wheel” printing
system and your choice of

lift-off or cover-up correction.
Time-saving features include
automatic underscore,

automatic centering and

full line correction memory.

Save $100
Now %399

TEXAS INSTRUMENTS
TI1-99/4A COMPUTER

This personal computer has
built-in 16K Random Access
Memory. With the Tl
Memory Expansion Card
= Y. & e e b and Mini-memory Module
o W N AE e 1 (both sold separately), it’s
I N . i i expandable up to 52K.
P X 0 v & W o B e Includes alpha-numeric
- : keyboard; color, music and
E . sound capabilities.

— Regular price was $249.99.

149"

UNIDEN
CORDLESS PHONE

ATARI 5200™ | - Our convenient cordless

] phone gives you more
An exciting home video freedom to move about.
system with expanded You can receive and dial
electronic memory for sharp - ) calls up to 700 feet from
colo‘rjgrapll:ics. Thfe vlitl:l‘e;o R g Srapasd the base unit.
sounds make you feel like LA AAIARE
you're at the arcade. Comes LT L LT Save $30

with Super Breakout ™ ) $ 99
D ety . Now *119
Save $30 |

Now*199°\ <"
Sears

Proces vl ehabes agily only il
Cepn ALk Ay )
SAVINGS SHOW AT UL san g Wionally

© Scars, Rocbuch and Co. 1981
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FEATURES
18 Carnival Gaffs Why Can't You Beat Them at Their Own Games? Burt Hochberg

22 All Eyes on Indy Shift Into High Gear for This Speedway Puzzle

24 Chocolatrivia Some Savory Questions About America's Favorite Flavor Steven Clar

50 The Enchanted Garden Alice, the Rabbit, and the White Queen Find the Magic Stone  Walter Wick

53 Talking Back A Behind-the-Scenes Political Quiz

T WD CGDU e WN -

@ Find the Fake Ad Which of the Pitches Is Full of Hitches? (Answer Drawer, page 75) :
PEnciLwise | v o |
29 Word Pyramids 36 Short Circuit: Maze 45 Constellations

i 30 Cryptolists 42 Summer Days Crisscross 46 Diagramless Crosswords
Bl 32 Sherlock Holmes Word Search 43 Cryptic Crossword 48 Link-Letters
#l 34 On Broadway 44 Double-Crostic .=« and other pencil puzzles

[convesTs

15 Star Gazing The Skies the Limit as You Rearrange the Constellations

; 62 Contest Results Sand Castles, from July/August 1982; Gluttons for Pun-ishment, from February
DEPARTMENTS

4 Your Move 16 Logic 65 Wild Cards
3 6 Letters 54 Games & Books 70 Answer Drawer
| 8 Laundry/Events 56 Card Games: Solitaire Cribbage 76 Eureka
F} 12 Gamebits 58 Eyeball Benders
i Ditficulty Rating Smooth Sailing % Uphill Climb 4 # Proceed at Your Own Risk! % % % Mixed Bag % v

Cover lliustration Guy Biliout
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ONLY

ATARI GIVES YOU SUCH EASILY
ACCESSIBLE GRAPHICS AND SOUND
CAPABILITIES IN A 64K COMPUTER.

ONLY the ATARI 1200XL. Home Computer combines 64K
RAM computing power with outstanding graphics and sound
capabilities that are so easy to access. You can create sophis-
ticated graphics and sound effects using quick and simple
commands. This allows you to write complex programs in much
less time than with many other 64K computers.

ONLY the ATARI 1200XL Home Computer has a specially
designed keyboard which is fully redefinable and features 8
programmable function keys controlling 16 functions. That’
twice as many as the Commodore 64. In addition, the ATARI
1200XL keyboard locks and unlocks electronically to protect
your programs.

ONLY the ATARI 1200XL Home Computer provides a
revolutionary “help” key that performs two important functions.
First, it can provide the user with helpful instructions on
selected programs used with the computer. Second, the “help”

THENEW

C A Warner Communications Company  © 1983. Atari, Inc All rights reserved.  **Regustered trademark of VisiCorp.




key performs self-diagnosis—as requested by the user on the
memory, audio visual circuitry and keyboard—to ensure that
all components are in peak operating condition. And if you
need additional help only Atari gives you a toll-free “help line”
to call (800) 538-8543; in California 1-(800) 672-1404.

ONLY the ATARI 1200XL offers you a home computer
compatible with virtually all ATARI Computer peripherals and
software (. compat/b///ty that other new computers like the
Commodore 64 don't offer). There are over 2,000 programs
currently available for the ATARI 1200XL, /nc/ud/ng the new
AtariWriter” word processing system and VisiCalc®*

ONLY Atari puts so much more in the new 1200XL
Home Computer so you get so much more out of it.

ATARI IZOOXL

Les wg:.:wﬁ“;’ j?ER
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Flip Service

Pinball has come a long way from the
days when machines gave two plays
for a quarter and scoring was record-
ed in the thousands, not millions. Un-
fortunately, not too many game
players have noticed. With video the
center of attention, pinball machines
are condescendingly viewed as an-
cient relics. But the reports of pinball's
demise have been greatly exaggerat-
ed. In facl, the last few years have
seen some of the most significant in-
novations in pinball's entire evolution.

The face of pinball changed forever
in the mid 1970s, when solid state
machines replaced electromechanical
ones. But it wasn't until the introduc-
tion of Williams's Black Knight in 1980
that, for the first time, the gimmicky
new electronic technology was inte-
grated into a well-designed pinball
game. And when it came to gimmicks,
Biack Knight threw in the kitchen sink.
Not only did it possess helpful elec-
tronic sounds and exira sets of flip-
pers, aliow you to play several balls
simultaneously, and, at the touch of a
button, activate magnets that kept
balls from draining, but the game also
incorporated a second, upper-level
playfield, a pinball first

If flipper aces
were having trouble
enough adjusting to
this new level of
play, a year later
Gottlieb made life
even more challeng-
ing with Black Hole,
which tucked a
second playfield
beneath the main
board. They soon
topped this feat with
a three-tier marvel
called Haunted
House.

However, interest-
ing as they were,
these models didn't
lurn pinball's for- /=~
tunes around, so
in 1982, the industry
radically modified
the standard pinball

machine. In Williams's new Hyperball
and Bally's Rapid Fire, for example,
players shoot a constant rapid-fire
stream of balls at different areas of the
playing field.

Stern took a different approach with
Orbitor 1, a pinball machine featuring
a molded playfield contoured to re-
semble the lunar surface; it made pre-
cision play virtually impossible. Other
machines added a host of innovations,
including buttons to control the se-
quence of light changes on the play-
field, targets placed in front of targets,
and more chances for extended play.

Meanwhile, Gottlieb became the first
to go directly after the video crowd by
combining video and pinball in one
cabinet, in a game called Caveman.
Shortly afterward, Bally unveiled Baby
Pac-Man, which went further in inte-
grating the two types of games—here
the pinball shots affect the video piay.

The pin/vid hybrid seems to be the
wave of the future, along with dramatic
changes in the size and shape of the
cabinets: Miniature and upright models
already exist. And even holographic
flipper games are on the horizon.

But the question remains, is newer
better? Certainly, today's games are
less repetitious than their ancestors—
players are rewarded during games
with ever-increasing point values, just
like video players when they

Py clear the boards
/) in Pac-Man. And
¥ the new playfield
£ designs creale
some ingenious
shots. Indeed, pur-
@\ ists concede that,
Zassah  except for lack of
ﬂ.d vibrations in the
SEd  cabinel (a sensual
pleasure), the

' w difference in play
( S¥a° s negligible. But
M they also complain

that the random ele-

like muiti-ball play,
don't reward skill.
More important, they
4l believe new games

|l are designed for the
average player—

d shots are easier to

il ments in new games,

hard, crucial shots included to reward
the highly skilled player. But purists
don’t grumble too loudly. After all, it's
better 1o have pinball in any form than
see it go tilt for good.

—Roger C. Sharpe
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Thumbs Up

The Twidd comes in handy for executives.

The time-honored art of twiddling
thumbs has just gone high-tech with
the Twidd, the “world's first thumb-
twiddling device." Invented by Horace
Knowles, a speechwriter for the De-
partment of Commerce, the Twidd is
a disk made of rock maple with off-
center thumb holes drilied part way
through it. This miracle product allows
the thumbs to twiddle with unmatched
speed, and prevents that old bureau-
crat's bugaboo, thumb-bumping.

The idea for the Twidd, says
Knowles, came to him in a “'flash of
genius. My thumbs spoke to me one
day—something more was intended
for twiddling. In a few minutes | had a
vision of millions of people twiddling."”
Thus inspired, Knowles didn’t sit
around doing you-know-what, but
quickly patented his creation.

If you're an inveterate thumb-
twiddler, send $6.50 to Twidd Manu-
facturing Co., P.O. Box 6100,
Washington, DC 20044. In addition to
your very own Twidd, you'll receive a
copy of the Thumb-Twiddling Times,
which delivers such Twidd-news as
the fact that Nero twiddled, not fid-
dled, the possible effects of zero grav-
ity on twiddling, and the efforts to
convert thumb-twiddling into a clean

2l make, with almost no

source of energy. —C.S.
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{LLUSTRATION BY CARTER GOODRICH
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Reach Out and Ask
Someone

“If a male lawyer is an Esquire, what's
a female lawyer called?'’ asks the
voice on the phone. “Esquire,” an-
swers the expert at the other end.
“The law is neuter.”” Such are the syn-
tactical sublleties one can learn by
simply dialing (212) R-E-W-R-I-T-E, the
Grammar Hotline.

A public service offered by York
College in Queens, New York, RE-
WRITE began as an idea for a news-
paper column—a sort of *'Dear Abby"
for troubled writers. What developed
instead was a radio program that an-
swered callers’ grammar and usage
questions on the air. Last fall, RE-
WRITE's staff of volunteer English pro-

4 ( to spell out Mrs. (answer: you don't)?

fessors began to answer the questions
over the phone, from Monday through
Friday, 1 to 4 .M. During those hours,
they receive calls at the rate of one
every 40 seconds.

Who are the people who call RE-
WRITE, needing to know, for instance,
how to divide the word English, when

to use "‘which’' and "that,” and how

Business and professional people,

in their work. One such was the
Pennsylvania state govern-
& J‘{f mental agency that
placed < '{0!' oy
a conference = SAERSCANIEE
call from their boardroom to clarify the
wording of some official guidelines.
But there are also calls from stu-
dents, writers, word-game players,
and people wanting to settle a dispute.
(“I've been trying to beat William
Buckley for years—he says ‘if | was'
and | say ‘if | were,' " cried one caller.
“You're right," pronounced the expert.)
For some reason, the intricacies of
hyphenation are a hot topic for ques-
tioners, as is word origin. At the re-
quest of one woman, REWRITE spent
10 days researching the roots of the
phrase '‘going to hell in a handbas-
ket.” When they finally told her the an-
swer, she paused. "By the way," she
asked, “‘what's the origin of ‘so

long'?" —S.C.

eyTim e .=,

Video Jock Yocks

What does a video game insider see
when he peers out from behind his

blip-filled screen? Timothy Skelly, the
game designer responsible for Star-
castle, Rip-Off, Armor Attack, and Re-

actor, is also a cartoonist with an eye
for the crazed side of the craze. His
collection of video game gags—Shoot
the Robot, Then Shoot Mom (Contem-
porary Books, Chicago, $4.95)—
should provide some late-night laughs
after the arcades have closed. Below
1S one example. —R.L.

Over Byte
Every year in New York, the American
Toy Fair exhibits the industry's hottest
new toys and games for members of
the trade and the press. This year, it
also turned up a tongue-in-cheek mini-
exam on basic electronics, courtesy of
Entex, makers of Adventure Vision and
other games. If you have difficulty with
any of these questions, forget about a
career in computer programming.
1. A large scale integrated circuit
(L.S.1.) is:
a) A global jazz tour
b) The school bus route in
Boston
c) Several large circuit boards
shrunk down to a pinhead
2. A microprocessor is:
a) A Pygmy writ server
b) A small computer stored
inside an L.S.I.
3. A semiconductor is:
a) A one-armed band leader
b) A part-time railroad
employee
c) A piece of material part-way
between a resistor (ceramic)
and a conductor (copper)
4. A chip is:
a) What Limeys eat with fish
b) Vegas wampum
¢) A tiny piece of semi-
conductor material that has
one or more semiconduc-
tors formed on its surface
5. A RAM is:
a) A member of an Anaheim
football team
b) A hotel suite in Boston
¢) Random Access Memory
6. A ROM is:
a) A member of an Anaheim
football team of British arigin
b) The Pope's turf
c) Read Only Memory
—Saul T. Prince
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i i by Barry Simon
Short Circuit »»

{ i or le h the side pas-
See if you can complete the circuit by finding a white path  bottom. Dor] ttry to er;tegﬂo: ellu;\rlgwggggg
from any opening in the top of the maze to any opening inthe  sages—ihat's a sure way to get grot T ver Crawen paga
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PHOTOGRAPHS BY SIAN FELLERMAN
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Do you wake up at night screaming that aliens are after you?
When you eat a banana do you think, **4,000 points"'? Have
you begun calling your kids Inky, Blinky, Pinky, and Clyde? If
S0, maybe you need a long ocean voyage

In Seaquest, a one-variation game for one or two players,

you command a submarine deep in enemy waters. Your mis-
sion: Rescue divers by touching them with the sub. When
you've touched six—the sub's capacity—rush them to the
surface. Then go down again for six more. You have only half
a minute's supply of oxygen, and if you don't come up for air
before the gauge at the bottom of the screen runs out, you
lose a sub (you start with four). You also lose a sub if you sur-
face before you've touched any divers. You can come up
safely with one or more, but if you don't have all six, you lose
one of the divers you've got.

Though the surface appears safe, an enemy trawler
passes by every few seconds; if it happens to pass while
you're up top laking on oxygen, you've had it. Down below
there are sharks, and enemy subs with torpedoes. If your
ship so much as grazes either of them or gets torpedoed,
you're fish food. You can earn a few points, and vital maneu-
vering room, by destroying them with your torpedoes (fire
button), but the big payoff comes from bringing divers up
quickly—you get 600 points for each full group rescued, plus
bonus points based on how little oxygen you've consumed.
Each 10,000 points buys you a new sub.

Seaquest is a challenging, exciling game, the more so as
your score mounts and the sharks and subs get faster and
more numerous. lts bright graphics and sound effects are a
welcome change from the usual munch and crunch. —B.H.

Herewith the Clues by Dennis Wheailey and J.G.
Links (Mayflower Books, 1983, 90 pages; $18.95)

"Poirot leans over and picks up a small piece of fluff from
beside the murdered man. He places it in a small envelope.™
Lives there a mystery buff who wouldn't want to see that
piece of fluff for himself?

OK, mystery buffs, here's your chance to read a mystery
and inspect the objects found at the scene of the crime. The
whodunit, fourth in a series of reprints of 1930s mysteries, is
called, aptly, Herewith the Clues, and it's a fascinaling
package.

The crime is presented in the form of police reports from
Scotland Yard. The owner of a posh London nightclub has
been shot in the back, apparently by one of 15 members of a
terrorist mob of which he was also a member. You are pro-

vided with a photograph and a complete bio of each suspect,
plus a scale diagram of the club. Then comes the real fun.
Tucked in little glassine envelopes are 21 actual clues for you
to feel, smell, and puzzle over—cigarette butts, wisps of
feathers, a blank piece of notepaper, an ounce of some pow-
dery substance, and so on. Given all this, plus a facsimile of
each suspect's signature and some data on where each clue
was found, you must figure out where to point the finger.

When you give up and break the seal at the back of the
book, you may find the solution slightly less than satisfying,
since it's far from easy to arrive at. The author must have
realized this, because he has set up a scoring system that
awards points for each suspect eliminated.

Some hints: Don't just sit there puzzling; manipulate the
clues in any ways you think might help. And remember to
cast your mind back to the 1930s, when the book was origi-
nally printed; unraveling some of the clues can depend on
this mental time travel. —M.E.S.

Phase 10 (K&K Enterprises, Box 821, Southfield, Mi
48037; $3.50 plus $1 postage)

Though essentially a variation of rummy, Phase 10 has an
interesting *'progressive" structure that offers great opportu-
nities for dramatic comebacks. Two to six players are each
dealt a hand of 10 cards from a special 108-card deck that
consists of cards of four different colors and 12 different
ranks (plus some ‘“'skip' and “‘wild" cards). in turn, each
player draws a card from the top of either the deck or the
discard pile, then discards a card. The winner is the first play-
er to complete 10 different types of hands, or “phases,” in a
specific order, each phase harder to complete than the last.
For example, the first hand to complete is two sets of three
(such as 5, 5, 5, 8, 8, 8); the second is a set of three and a
run of four (2, 2, 2, 8, 9, 10, 11).

When a player completes a hand, he spreads it out on the
table. He must then try to get rid of his remaining cards, one
per turn, either by discarding them or, if possible, by playing

them off onto other players' spread hands. Once any player
has gotten rid of his cards, the deal ends. Players who have
not completed a phase when the deal ends must try again on
the next deal; successful players move on to harder tasks.
Those who complete a phase without getting rid of all their
cards still go on to the next phase, but incur penaity points
that decide the game in the event of a tie.

Phase 10 is fast-paced, easy-to-learn, and a diverting
change from more familiar card games. —Paddy Smith
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Design the best new M-A SH
video game, and yo ‘.’ll . ge
something money ca




Fame.

That's right. F-A-M-E.

Because if the game you design
is good enough, we'll make it
and put your name on every one
we sell.

And remember, you don't have
to be a computer programmer to
come up with a great game. You
just have to have a great imagina-
tion, and give usashortdescription
of your idea.

IF FAME ISN'T ENOUGH,
HOW ABOUT A FORTUNE?
$25,000 to be exact. That's how

much the game contract will
bring you. Guaranteed. What's
more, we're giving away a whole
list of prizes for the other great
game ideas we get.
e Four First Prize AMC Jeeps®
¢ 400 Second Prize Texas Instru-

ments 99/4A™ Home Computers.
¢ 4000 free Fox Video Games.

EVERYBODY WINS.

Because the new M*A-S-H
game comes packaged with a
smashing M*A+S+H T-shirt.

Absolutely free.

HOW DO YOU GET STARTED?

Just buy the original M+A+S+H
game. The contest rules and entry
blanks are in every package.

And if you win, you might say
the rewards are monumental.

MASH

THE M-A-S-H CONTEST.
IT’'S A SMASH.




WLUSTRATION BY PETIR BLLGVAD

NUMBER PLAY L
An Omnipotent Ruler

given an u U
ly four marks on

ere placed so he coulc
y ral length from
one to 12 inches. The first mark
was one inch from the end of the
ruler. Where were the other

marks D.P

HALL OF FAME

i Daddy Dearest

heard the pitter-patter o

8. Maureen
Michael
Patricia
Ronald

Dweezil
Ahmet
Winthrop Emuukha
David Rodan
Diva
3. Jane
Pote: 10. Frank
Amy t{aﬂ(y
£ Ina
4. Regan Wayne
(::«f: ii’;:}a 11. Keith
) David
5. Michael Bruce
Jack John
Steven Christopher
Susan Robert
6. Julian 12. Elizabeth
Sean Mary
7. Orestes S
Iphigenia 13. Susanna
Electra Hamnet
Chrysothemis Judith

—Anne and David Griswold

TEASERS
Great Prime Problem

Start with the normal backgammon
opening setup as shown. In just
three legal moves of your choice,
doubles included, build a six-point
prime (at least two of your men on
each of six successive points) from
your two-point through your seven-
point inclusive. Your opponent's
pieces don’t /€

T 8 s %o
—Bill Davis
Answer Drawer, page f"éj

T ¢t 3 4 & &

Answer Drawer, page 76)

g

tournament
joystick

A RUGGED, FAST ACTION
JOYSTICK, the Discwasher®

PointMaster Pro.. tournament

joystick has the famous
Discwasher © PointMaster con=
toured hand grip
and bright red thumb
trigger fire button,
A BUILT-IN CON-
STANT FIRE CIRCUIT
lets your thumb rest as
PointMaster Pro con-
stantly fires for you. All
you have to do is hold
down the fire button.
Turn off the circuit and
PointMaster Pro be-
haves like a traditional
Jjoystick controller.

HIGH PERFORMANCE SUC-
TION FEET attach PointMaster
Pro to any smooth, flat surface,
giving you easier one-handed
operation.

THE POINTMASTER
PRO TOURNAMENT
JOYSTICK ISCOMPAT-
IBLE with the Atari*
2600 game console,
Atari 400/800 compu-
ters, Commodore Vic-
207 and Sears Tele-
Games#,

®arart Is a trademark of Atari, Inc.
TVIE-20 is « trademark of Cam-
modive tiveroational, Lrd,

Slele.Cames s + rademack of

Seans, Roebuch, and Co.

PENDING

For people who take theirgames seriously.-.

DISCWASHER

1407 NOATH PROVIDENCE ROAD
A DIVISION OF JENSEN

PO BOX 6021, DEPT GA COLUMBIA. MO 65205
an ESMARK Company
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ANSWER DRAWER

4 Your Move

Shopping Maul

These are the answers to the quiz. You can
probably think of many other examples
Music store: Lena's Hornes

Marina: Roger's Moores

Clothing alteratons: Elizabeth's Taylors
Construction equipment: Bo's Dereks
Frunt stand: Jack’s Lemmons, Ken's Berrys
Bank: Johnny's Cash

Pel shop: Waller's Pigeons

Travel agency: Billie's Hohdays

Slacks: Timothy's Bottoms

10. Golf equipment: Jeremy's Irons

11. Machire shop: Tuesday's Welds

12. Securities: Ward's Bonds

13. Jewelry. Neil's Diamonds, Minnie's Pearls
14. Notions: Red's Buttons

15. Goll club: Lorne's Greenes

A Puzzle With Merit

T
M
R
I

E

CINDO AN~

— |V (Z |4 m
~|m|— ]|z
DiZ (4 m|—

</ Hm|—|D]

ET. Itisn’t

Little Boy Blue

The Three Little Pigs
The Ugly Duckling
Three Blind Mice
Humpty Dumpty

Old Mother Hubbard
Puss In Boots

16 Logic

A Hole in One
Dr. Feelgood was playmg Conway, with Dr
Pepper

The Boys in the Back Room
Phil Thomas of Texas won $3.000
Bud Elhott ol Nevada won $2.000
Jefl Barnes of Calforria won $1.000
Dave Embry of New York lost $2,
Bill Byrne of New Jersey lost $¢

A Slow Day at the Library

Jane. the plumber, arnved around noon
The Castie

Rose, the lawyer, arrived around 1 PM
Erewhon

Nora, the teacher, arrrive
Dubliners

Maureen. the st

and look

Fran, the cri
and o

ng guard, arri
Buddenbrooks

36 short Circuit

Sleeping Beauty

Old King Cole

10. Lifile Red Riding Hood

1. Little Jack Horner

12. The Emperor's New Clothes

What's the Score?

The scores of the seven games actually
played, and the leams thal actually played
them:

WONOO BN =

1BM 15 CBS 0
FCC 45 ERA §
PDQ 38 ERA 12
COD 23 PDQ 13
PTA 38 RCA 7
IBM 34 RCA 3
COoD 37 RCA 21

COD, Washington; IBM, Arizona State; FCC,
Stanford; PTA, University of Southern Califor-
nia; PDQ, University of Arizona; CBS, Universi-
ty of California; ERA, Oregon Stale; RCA,
University of Oregon

‘53 Talking Back

The world leaders are: 1. Idi Amin 2. Dwight D.
Eisenhower 3. Bemito Mussolini 4. Nikita Khru-
shchev 5. Winston Churchill 6. Harry S Tru-
man 7. Richard M. Nixon 8. Adoll Hitler 9.
Ronald Reagan 10. Jmmy Carler.

Eisenhower, Carter, and Hitler by Wide World Pho-
tos, Nixon, Churchill, Reagan, and Khrushchev by
UPI. Truman by Ed Clark, Life Magazine © 1959,
Amin by Camerapix. Mussolini by The Penguin
Photo Collection.

44 Double Cross

A. WITHOUT M. MOTHERHOOD
B. INUNDATED N. OPPORTUNE
C. LAUNCH 0. FORTHRIGHT
D. KHAKI P. HASH

E. TENNESSEE Q. ORGANIC

F. HEATH R. LATHERING
G. EFFECTUATE S. LUTHERAN

H. WASPISH T. YOUTH

l.  INQUISITIVE U. WORTHWHILE
J. SUNUP V. ODDS AND ENDS
K. DEARTH W. OSHKOSH

L. QUT-OF-DATE X. DAGGER

When Howard Hughes took over the RKO studio,
he made a lour of the property and then lefi. Later
the studio head called to ask Hughes what instruc-
tions he had for the running of his new acquisiion.
“Paint 11," said Hughes and hung up.—(Max) Wilk,

The (Wit and) Wisdom of Hollywood

31 Horsing Around

¢ horse’s mouth
ferent color

- OOV NDOC HEWN —

forseman
ar! before th

o

-alypse
h

42 Summer Days Hint

The first word Across s HEAT WAVE

6 Letters

I've Got Another Secret
I Vera Wallis ian, 7-25
2. Lee Radner

cial worker, 7 30 P M

A
5PM

22 All Eyes on Indy

The close-up scenes were viewed by the various

F-6,

cameras as follows® A-7, B-10, 5, D-3. E-1
G-4, H-8, I-9, J-2

48 Link-Letters

! FIOIR[T[H]R] I[G[HIT
ClA[P[A[C|T[TIY
B,R|O|K|E|R|A|GE]
G|R|AIN[DIM|O[T[H|EIR
D[ 1 [S|R|O|NIE[S]|T
C|O|M|M/A[N|D[E[E[R
HIOIN|E[Y|C|OIMIB
2 [SIWIETEIP[SITIAIKIEIS
NI T [GHITIM[AIRIE
P|A[N|T|A[L[O[OIN,S
LIAIN/D[S|C|AIP[E
B|O[O|K[P[LIA|T.E
BIU[L[L[E[T[T|N
DITIVIEIR|GIEIN[T
3 [EIN[TIER[PIRTTISIE
C|A[S[TI|AIN[E[T[S
G| [[N|G[H[A[M
LIT[T|E[R[A|L[L]Y
PIA[R{A[M[OIU[N|T
D] [SIC[O[N|TIE|NIT
MIA[T[N[S|TIR[E[AIM

70 JUNE 1883 GAMES




SATVISION.

We put you in the game,




ANSWER DRAWER
Not Just Another 42 SummerDays | ‘50 In the Enchanted Garden |

HIEJA[Tw]AIV]E AlR[M] [LTAIWIN[CIH[ATI[R The position of the characters al the times the pho-
AlEALC A CImLY 5 : . 1os were laken are shown in the diagram below
RN A e Note Ihal all three characters have fiished the
game one move away from the Magic Sione, which
1s shown in red in their final move, seen in the pho-
lo below, they all land on lhe Magic Stone—with
consequences that remam o be seen
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Learning is part of the fun.
® Coed, ages 10-16 @ 2, 4, or 8 week
sessions ¢ Convenient locations
® With or without computer skills
® Traditional camp aclivities
® Professional Camp Directors

N
ATARI

COMPUTER CAMPS

O A Warner Communicalions Company

CALL TOLL FREE 800/847-4180

For more inlormation and a Iree, color brochure, write
1o 40 East 34th Street, Dept FT, New York, N.Y. 10016
(please include age and phone number). Outside U.S
orin New York State. call collect 212/889-5200 Stafl
applicants should apply in writing.

MIND EXPANSION
IN MINUTES . .. | .,
OR YOUR MONEY |
BACK!

The Tibetan monks
have striven for cen-
turies to master it.
Philosophers, sages,
scientists — all have
dreamt of it. And now,
for the incredibly low,
low price of under $50, you can tap the
SECRET POWER of your imagination with
any of Infocom’s six MIND EXPANSION KITS. A

They may look like mere computer games. M
Doa not be deceived! Instead of primitive graph- c
ics and sound effects, we use pure prose to im-
merse you in epic interactive challenges. And
we bring to life situations, personalities, and
logical puzzles the like of which you won't find Uusi
elsewhere. The secret? We've found the way to I
plug our prose right into your psyche, and cata- |
pult you into a whole new dimension.

Step up to Infocom games. The ZORK®
Trilogy, DEADLINE”™ STARCROSS™ and
SUSPENDED™™ The secret reaches of your
mind are beckoning. The next dimension is in
there waiting for you.

INFOCOM | !

The next dimension. t
Infocom, Inc., 55 Wheeler St., Cambridge, MA 02138
For[gour. Apple 1I, Awari, Commodore 64,
CP/M 87 DEC Rainbow, DEC RT-11, IBM, NEC APC,
NEC PC-8000, Osborne 1, T! Professional,
TRS-80 Model 1, TRS-80 Mode! LIl
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The Game Is Afoot!
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