02811 CEED

March /April 1982 FRANKLY WERE PUZZLED $1.50

Canyou
tell the real
celebs...

tfrom the

look-alke
imposters’?

.vi

MARIE OSMOND *

Announcing Monthly Publication

0"



Two pictures are worth

Atani vs. Intellivision?
Nothing I could say would be more
persuasive than what your oun
two eves will tell vou. But I can't
resist telling you more.

— George Plimpton —
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a thousand words.

It's obvious how much more realistic Intellivision graphics
are. But take a closer look. Notice the Intellivision players.
They've got arms and legs like real players do. Look at

the field. It actually looks more like a real baseball field. If you
compare the two games, I think you'll find that Intellivision
looks a lot more like the real thing.

Intellivision Las Vegas Poker &
Blackjack. You play cards
with a shifty-eyed dealer.

Atari Castno™ No dealer.

More about action
You can see how much more

realistic Intellivision looks. .‘. .‘. i
What i Cfmt show }-f().u h?re Atari Peles Championship
is how much more realistically Soccer™ players

it moves. If you could compare
the two, I think you'd see _,h h h

that Intellivision has sroother
and more life-like movement

than Atari. Intellivision NASL
Soccer™* players

More about control
If you've ever played a video game, you know how impottant
control is. And if you held these two control units in your

hand, you'd know Intellivision gives you more. The Atari

hand controller offers only 8 positions and one button.
The Intellivision hand controller has 16 posi-
tions and 4 buttons. So Intellivision allows

Action

8-position
joy stick

button

Action
buttons

7
Game cartridge

16-position
overlays

control disk
'Action buttons
12-key

input key pad

ATARI JOY STICK
HAND CONTROLLER

INTELLIVISION
HAND CONTROLLER

MATTEL ELECTRONICS?

I NtElllVl SlON Fur}u\lr nearest dealer call 1(800)323-1715

Inteligent Television

you to maneuver players and objects in more directions
with greater precision and accuracy. And the Intellivision
controller is compatible with the entire library. With Atari,
some games require the purchase of additional control units.

More about challenge

You can't see it here, but I have found that in many of the
Atari programs, the game play is rather simplistic. With
Intellivision, the game play is more sophisticated. And that
makes Intellivision more challenging. With Intellivision PGA
Golf for instance, you get nine different clubs to choose
from. With Atari Golf, you have to make do with just one
club. Greater attention to detail is a quality [ have found

in all of the Intellivision games. Making them more realistic.
And more challenging.

Intellivision PGA Golf ™*

Atari Golf

More about libraries

Both Intellivision and Atari have large libraries. But there
really isn’t any way you can tell which library is better,

until you play with both. Once you compare the two systems
for challenge, sophistication and continued interest, 'm
confident you'll choose Intellivision. But don't just take my
word for it. Visit your local dealer and decide for yourself.

Hlinois 1 (800) 942-8881

*Trademarks used undee license from designated owner
@ Mattel, Inc. 1081, All Rights Reservel.
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HOAX: The Game of Imposters (Eon Products, around $10),

This game is a liar's dream come true. Fast-paced, it accommodates a
crowd of four to eight, and the best bluffer wins.

To start, each player is dealt one of twelve character cards, and thus
becomes a King, Vicar, Judge, Wizard, Peasant, or Thief, without revealing it
to any other player. The winner is the last one to have his true identity uncov-
ered.

Each character has a unique ability to enchant, tax, earn, or steal in an
effort to accumulate tokens. The tokens are used to extract information from
opponents. A player can adopt the role of any character whenever he choos-
es, both to obtain tokens and to disguise his true identity. But he must be
quick and convineing in his impostures, because the other players can try to
prevent him from acting a part if a majority of them accuse him of being a
fake. If the accused player was indeed hoaxing, he must admit it and lose
his turn. But if he was playing his true character, he automatically wins
the game.

Eventually players acquire information about what their opponents are not,
and the game becomes one of deduction as well as bluffing. Blessed with
simple mechanics and only a few rules, Hoax can be played several times in
an evening.

—J.A.

THE JIGSAW BOOK by Linda Hannas (Dial Press, 1981, 96 ishly illustrated, most of the book's 120 plates are in color.

pages, $19.95 paperback). The delightful themes of the puzzles covered run from folk-
lore and fantasy (“‘Mother Hubbard™ and ‘‘Mickey Mouse") to
: : slices of history (““The Coronation of Queen Elizabeth” and
The Jigsaw Book is actually a boxed set of one book and o winston Churchill at the War Front'’) to education (" The Com-

puzzles—Tom Kitten and Ocean Liner. The puzzles are simple, parative Sizes of Thirty-Nine Animals, From the Elephant to the
but interesting as faithful reproductions of jigsaws from the Mouse™).

1930s. : . \ : i Every library with a section for puzzle books should have
The well-written book is a unique celebration of jigsaw puz- this one.
zles from their invention in 1760 through the early 1900s. Lav- —P.M.W.

STAMPEDE (Activision, for use with Atari's Video Computer
System, $22.95).

One of the most amusing and challenging video games to
date, Stampede has the unigue object of roping cattle from
horseback. Three points are scored for a Hereford, 15 for a
Guernsey, 25 for a Jersey, and 100 for the famed Black Angus.

All dogies run in the same direction but not at the same
speed, and because the lasso can't be thrown on an angle,
you've got to maneuver your horse horizontally and vertically
to rope in any points. And there are two hazards to avoid: old
skulls left in the trail and an occasional Black Angus that stops
and turns to face you.

The game requires a lot of hand/eye coordination, and at
first you may feel like a suburban cowboy, barely able to keep
up with the pack. But Stampede is the type of game that keeps
you hitting the reset button long after the saddle sores appear
in the center of your palm. B MW
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_ ATOUGH TRYOUT FOR ICE HOCKEY BY ACTIVISION:

You can't be nice on the ice. You have to be fough.

S0, we've devised this liftle test to find out if you're tough
enough for Ice Hockey, Activision-style.

It's one of the most head-to-head competitive video
games ever designed for the Atari* or Sears video game systems.

How fough is it?

Face-off. Breakaways.
Stick-checking. Body-checking.
Truy)mg Battling the boards.

no referees.

S0, go on. Give this maga-
zine your best shot. We know it
won't be easy.

But then again,
neither is our game. ‘ I I ON
€ Activision, Inc. 1982 *Atan, Inc. 15 not related fo Activsion, Inc




