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Can you name these fnonumenfs fo civic pride
: (shown here out of scale)?
11 .

And rank them in order of height ?
Answer, page 72
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TAKE STOCK IN YOUR FUTURE.

With an ATARI®* Home Computer, your life begins moving briskly toward tomorrow.
And you begin doing things in new ways. Keeping ahead of what’s happening around you.

Take ATARIs Investment Analysis Series. While you take care of market strategies, it
takes care of all the numbers. From the daily worth of — ey
your portfolio to the options on your Options. - ;

The ATARI Stock Charting™® program gives you
another way to look at your finances. With colorful
graphs and every decimal point in place.

There are hundreds of ways an ATARI Home
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Computer can open your eyes and your mind, easily

and inexpensively. Because owning one isn't like

having just another possession. It's discovering

abilities you didn’t know you possessed. : / \

Jlk For more i"f(mnatiun.gg 'g-_: :'\"f"- lm‘.' P:."[r!._(i;#.\', !’}3 BL;.\' 16525, ® -

Za SELERERG L. ATARI HOME COMPUTERS
! from Control Data Corporation © 1980 We've brOUght the computer age home™
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THE GAME
TO PLAY
FOR §14995

Video Computer System comes

with joystick and paddie coniroi-
lets, Combat Game Program car-
fridge, TV switch and AC adapter.

ATARI

Atari Cartridges
.8 from 7%
We carry Street Racer, Pele's Soccer,
Space Invaders, Warlords, Indy 500,
Asteroids, Home Run, Football,Pac
Man, Othello, and much, much,
more.

5a

of miams, 1w

CALL TOLL FREE

1-800-327-0596

744 N.E. 167th STREET
NORTH MIAMI BEACH, FLORIDA 33162
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This is Not

aTrue Title: rrue or False?
| ——
As logicians go, Raymond Smullyan is
an unusually prolific puzzle construc:
tor. The author of many logic collec-
tions—What Is the Name of This Book?,
The Chess Mysteries of Sherlock
Holmes, and The Chess Mysteries of the
Arabian Knights, to name just a few—hg
has been grinding down our pencil
points for years.

Sniullyan delights in posing paradox-
es and creating controversial puzzles, as
you will see in the puzzles adapted here
from his forthcoming book, The Lady or
the Tiger! But let’s begin with one of
his “old chestnuts,” a logic puzzle of a
type that's been argued about for dec-
ades. Answer Drawer, page 68

The Politician Puzzle

Imagine a convention attended by one
hundred politicians. Each politician is ei-
ther crooked or honest. We are given the
following two facts:

1. At least one of the politicians is hon-
€SI,

2. Given any two of the politicians, at
least one of them is crooked.

Can it be determined from these two
facts how many of the politicians are
honest and how many are crooked?

= e W
e Lady or the Tiger
e e -—

I. You come to the e
and see two doors, Y
door and enter thar
either a lady or a tig:
could be ladies in

both rooms, or a g
ip the other. You

nd of a passageway
Ou must choose one
room, knowing thar
€I awaits you, There
botl} rooms, tigers ip
dy in one and 4 tiger
T only clues are the

—

IN THIS
ROOM
THERE IS
ALADY,
AND @

INTHE
OTHER
ROOM

ATIGER.

A

IL. You come to tyg more doors, T3
. This

- =

time, you know that if a lady is in Roor
C, then the sign on that door is true, by
if a tiger is in Room C, then the sign on
the door is false. You also know thgt if
lady is in Room D, then the sign on chit
door is false, but if a tiger is in Room p
then the sign on that door is true. Agaip,
assuming you want to find the ludy:
which room do you choose!?

BOTH BOTH
ROOMS | ROOMS
CONTAIN CONTAIN§
LADIES LADIES.
(o] D

L. This time you come to three doors,
knowing that behind one is a lady and
behind another a tiger, and that one
room is empty. The sign on the door of
the room containing the lady is true.
The sign on the door of the room con-
taining the tiger is false. And the sign on
the door of the empty room could be ei-
ther true or false.
Which room contains the lady?

]
ROOM TlT:E THIS
G = ROOM
s § IS N6 s
EMPTY, R%OM EMPTY.
E F G

.- "
The Case of Karl and Martha
S O Sar and

Transylvania is inhabited by vampires
and humans; the vampires always lie and
the humans always tell the truth. How-
ever, half the inhabitants (both human
and vampire) are insane and believe l
true propositions to be false and all fals€
Propasitions to be true, The other half of
the inhabitans are completely sané a0

now all true statements to be true and
all false Statements to be false.

Karl and Martha are twins from Tran-
Sylvania, Whyy's interesting about them
18 ot only that one of them is a humat
and the othey 4 vampire, but also thit
one of them is sane and the other insane:
It is nor known which is which. Givel
these two Statements:

Kaarl: }:Vly sister is a vampire.
™tha: My brother is insane!

Which ope i the vampire?

3
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ISTHEIR BEST
ME EVER,

NG ROOM IS
b5 MPH?”

Aliens up ahead. Aliens attacking from the rear.
Alien ships on every side. Meanwhile, the earth is
moving steadily into range of enemy missiles, as the
alien planet rushes by below.

Presenting Star Strike: The exciting new space
game complete with brilliant colors, gripping tension,
and special effects so realistic they appear three-
dimensional. So you almost feel like you're flying.

Be careful, though, and don’t lose your concentra-
tion. You've got to destroy the enemy planet. Before it
destroys the earth.

~ battle’s over and the dust is clear, compare it to other
space games. We think you’ll agree that color, excite-
ment and special effects make ngme £ 2rraonIcse

Star Strike the clear winner. INtElli\/iSi 0N®

INteligent Television



KITES TO MAKE AND FLY by David Pelham (Penguin, 1982,
50 pages, $14.95 large paperback).

The trouble with this book is that when you've finished it, you
don’t have a book anymore. What you do have are ten brightly
colored paperfolded kites that you can fly.

Actually, you will still have the first six pages of the book,
which give general instructions and comments on flying loca-
tions, lift, and stability. But the bulk of the book is meant to be
cut apart, folded together, occasionally glued, and then ulti-
mately flown. You will need a few extra things 100, like match-
sticks, thread, and pins, but nothing fancier.

Skyskid, the first kite in the book (shown at right) was as-
sembled for this photograph in less than ten minutes. Some
are more intricate to build, but none are difficuit to fly. —P.M.W

How to Beat the Video Games by Michael Blanchet (Fireside
Books, 1982, 128 pages, $3 95); How to Master the Video
Games by Tom Hirschfeld (Bantam Books, 1981, 177 pages,
$2.95); The Winner's Book of Video Games by Craig Ku-
bey (Warner Books, 1982, 288 pages, $5.95), Mastering Pac-
Man by Ken Uston (Signet, 1981, 128 pages, $1 95); How to
Win at Pac-Man by the Editors of Consumer Guide (Pockel
Books, 1982, 32 pages, $2.25); all paperback.

The first phalanx of video books has begun, predictably, to
invade bookstore shelves. Some players we talked to feel that
studying a book takes the fun and discovery out of playing:
others hold that the whole point of playing is to get the most
mileage out of a quarter, and they welcome practical advice.
Three of the books—How to Beat the Video Games, How
to Master the Video Games, and The Winner's Book of
Video Games—are general guides !0 the arcade world. Each
explains the play and strategies of a number of popular games
well enough so that you'll no longer have to learn how to play
Centipede or Defender by looking over some 10-year-old's
shoulder, or worse, by spending your hard-earned quarters
Both the Blanchet and Kubey books offer comprehensive
lips on established favorites like Asteroids, Berzerk, and Pac-
Man, bul they're weak when discussing newer hits such as
Donkey Kong, Tempest, and Qix. In addition to its useful itllus-
trations, Bianchet's book offers valuable advice on how to find
a machine in good working order and how to overcome prob-
lems like static overload. Kubey's book has almost no dia-

grams, but he sounds as if he's spent his entire life in arcades,
and his humorous style makes the lessons go down easy. Ku-
bey also reviews home video systems and about two dozen
popular cartridges. The Hirschfeld book succinctly covers the
most con-op games, but because it was released earlier than
the other books, it omits some of the newer games.

Even if you're a novice, these books will let you walk up to
most machines knowing what to expect—which is, after all,
haif the space-battle. But don'l plan to initial your high scores
right away: None of the books provides the kind of in-depth
strategies found in the two hitles devoted entirely to Pac-Man.
The more rigorous of these is Mastering Pac-Man, by
blackjack authority Ken Uston. Uslon, whp owns his own ar-
cade-size Pac-Man, offers playing tips and detailed diagrams
of seven different movement patterns that wilt enable you to
survive any board on either the “'fast™ or the now rare "‘slow"
machines. The patterns work, and the publisher's claim that
readers will be ““doubling, tripling, and even quadrupling’* their
scores is, if anything, an understatement—if readers are willing
to put in some work. Uston also provides patterns to be used
on Coleco's portable Pac-Man. How to Win at Pac-Man gives
only four patterns, ali different from Uston's, but they work well
enough to make you an expert. The book contains neither the
pattern needed 1o navigate the first board of the “'slow' game
nor the special patterns for the Coleco version.

These books are only the beginning. With many similar proj-
ects on the way, best-seller lists may soon contain only books
on video games, Rubik's Cube, and cats. —C.S./J.A./R.W.S.

ETCETERA

Mercury Maze (from Sointu,
20 E. 69th St., New York, NY
10021; $15 plus $1.50 postage)
is @ maze of only medium difficul-
ty, but the task of coaxing a fluid
“ball” of mercury through the
winding paths is very hard in-
deed.

Pyraminx (Tomy, $12) has the
feel and fascination of a cube
puzzle. But with only four sides
instead of six, you can probably
solve it without buying a book.

GAMES May/June 1982

Grandpa's Puzzle (Neico Ent.,
555 Pier Ave., Hermosa Beach,
CA 90254; $11.95 plus $2 post-
age) makes a free-form sculpture
when you set it up on its hard-
wood base, or an absorbing
three-dimensional puzzle when
you try to fit the seven pieces into
the base to form a cube.

The Balancing Act (Reiss, $6)
is a magnetic base and ten metal
acrobals that can be balanced in
endless ways. A steady hand is
helpful for this tesseilating toy.
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Give your mind
some fresh air
and exercise.

Only ATARI® could combine so much learning with
so much fun. ATARI professionals have designed a com-
prchensive computer curriculum offering practical,
state -of-the-art theory and hands-on experience for be-
ginner o advanced levels. Experienced camp directors
have been selected to coordinate a full program of sports.
recreation and social activities. Young people 10-18
can attend two 4-week sessions in July and August at four
camp locations in Pennsylvania, North Carolina.
Wisconsin and southern Califorma. Space is limited, so
register now For a full color brochure and application,
write Department BE |, 40 East 34th Street, New York
NY 10016. {Please include your phone number.) Staff
applicants should apply in writing et
Call toll-free 800-847-4180 (N.Y. A
State and Canada call collect AJARI
212-889-5200)

The camy experre r rhar kb ' ses of wns Yoe

A Wacoat G st Commio

JOIN THE ONE SCHOOL THAT'LL
GIVE YOU A “PORPOISE” IN LIFE

For ages, the dolphin has been known as
“man’s aquatic cousin.” Now you can be-
come a certified expert on this intelligent,
fascinating mammal. Our home correspon-
dence course not only provides in-depth
study of one of the world’s great species, but
it teaches you to speak conversational Dol-
phinese like a native. Practice with our series
of casselles (prepared by U.S. Navy marine
biologists), and you'll master the whistle,
click, and creaking language of Delphinus
delphis and Tursiops truncaius as easily as
French or Spanish—and without immersion
or echolocation! If you're not satisfied after 6
months, we'll give you a full cash refund.
Get your feet wet: enroll now and receive a
free English-Dolphin dictionary. And swim-
ming pool owners, take advantage of our hu-
man-dolphin student exchange program.

U.S. SCHOOL OF DOLPHINS

40° 20" N, 60° 50' W, Atlantic Ocean.
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Flying Games
from November/December 1981

The 52 game pieces defying gravity on
our November/December cover also de-
fied all popularity records for a Games
contest. We received over 152,000 en-
tries, more than three and a half times as
many as in any previous contest. Well
over half of them correctly identified the
52 games to which the pieces belonged;
the most frequent error was to mistake
the clear purple Pente piece (item num-
ber 8) for an Oh-Wah-Ree stone.

The winner, chosen by random draw-
ing, is Michael Christopher of San Die-
go, CA. He is pictured above, along with
the grand prize—all 52 games he identi-
fied.

Ten runner-up prizes of a game from
our grab bag go to: Alisa Bedell of Cen-
terville, UT; Linda Bingham of Perry,
AR; Mark Boyd of Whiteman A.F.B.,
MO; Julie and Amy Demarco of Genese,
Belgium; Peter Goldstein of Huntington,
NY; Rita Madrigal of Loudonville, NY;
Hardy Meinke of Orange, CA; Lauralyn
D. Siordia of Carden Grove, CA; Mi-
chael J. Sullivan of Baltimore, MD; and
Robert M. Tiette of Milford, MI. And
our special thanks to Buddy Compton
and CMC Inc. of Ellijay, GA, who sub-
mitted an entry in the form of an en-

Michael Christopher with his “winner takes all" prize in Flying Games Contest.

graved plaque bearing our loge (but
which, unfortunately, contained one er

ror in the game list) —R.W.S.

The winning entry

1. IMPUZZABLES 28. SHUFFLE SHOT

2. TRIPPPLES 29 SCRABBLE BRAND

3. QUIRKS CROSSWORD

4. FEUDAL GAME

5. KANGAROO 30. RISK

6. NUCLEAR WAR 31. WAR OF THE RING

7. FORE-PAR 32, GRASS
TABLE GOLF 33. RUBIK'S CUBE

8. PENTE 34. DIPLOMACY

9. JUNTA 35. SUDDEN DEATH

10. WORD RUMMY 36. MASTER MIND

11. SHOG! 37. INNER CIRCLE

12. BLACK BOX 38. TWIXT

13. LEVERAGE 39. COSMIC

14. CLUE ENCOUNTER

15. MILLE BORNES 40. TOTAL CONTROL 4

16. BRIDGE 41. NO JIVE YO-YO
CHALLENGER 42, IMPERIUM

17. THE GENERALS 43. 4000 A.D.

18. KINGMAKER 44. QUINTESSENCE

19. ACQUIRE 45. CONQUEST

20. COMPULSION 46. WATERWORKS

21. THECREATURE  47. QUINTILLIONS
THAT ATE 48. REMOTE CONTROL
SHEBOYGAN VIDEO COMPUTER

22, PASSING SYSTEM®
THROUGH THE 49. ELECTRONIC
NETHERWORLD DUNGEONS &

23. MONOPOLY DRAGONS

24. BIG BOGGLE 50. CAN'T STOP

25. CAREERS 51. CAPSELA,

26. DOMINIQUE 700 SERIES

27. DARK TOWER 52. SKYRO

* Since Alari cancelled plans to produce this sysiem,
their existing VCS was substituled in the grand pnze
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EVERYTHING YOU NEED TODAY
10 UPYOUR VIDEO SCORES
~AND WIN TOMORROW"

Pac-Man . ..Asteroids...Space Invaders...Defender...Galaxian. ..
Tempest. ..Donkey Kong...Missile Command...Berzerk. .. Centipede.
Craig Kubey decodes them all in the most complete video game book ever!
Includes:
e Specific strategies for over 50
games, both home and arcade
® Hot tips from champs and e A look at the games of the
game designers future
...and much, much more!
Read The Winners’ Book of Video Games
today and score big, play better, and win
—tomorrow!
THE WINNERS’ BOOK
OF VIDEO GAMES
by Craig Kubey

A Quality Paperback
$5.95 288 pages 5%" x 8"

T0 ORDER. send $5 95 pius $1 00 for shipping and
handhing to Dept. PAA { GM ) 37-115-7 Warner Books,
75 Rockeleller Plaza, New York. NY 10019 Check of
money order only Allow 4-6 weeks for delivery

e Game histories, quizzes,
video humor, videomedicine

WIiLD CAR

Say %oodbye to words caught™© B 1P O JUeNOwW, Just a4 simple twist of our
word wheel and the word you're looking for comes to life! When you see the letters start to
come together, you'll remember the word.

A brand new product idea, EYE-CUE is NOT sold in stores. Only available through mail
order. Great for crossword puzzie and word game enthusiasts; makes a wonderful gift.

Only $5.85 each, including postage and handling. Two for $10.00. Send for yours today!

—— e e m—— . — o — — — — — — —— — — —- —

Orders only, send to: Squaw Brook Enterprises, Inc. Box 1918, Marion, Ohio 43302
[ Send one EYE-CUE™ Word Finder™ for $5.95
] Send two or more * [] EYE-CUES at $5.00 each * indicate quantity desired

Price includes postage and shipping: Allow 4 to 6 weeks for delivery. Limit 5 per order: Offer only inU.S.A.

Enclosedis S________(check or money order only, please, payable to EYE-CUE)
New Jersey residents add 5% State Sales Tax

Name.
Address.

City. State. Zip.

Orders subject to acceptance by Squaw Brook Enterpnses, Inc. in New Jrsey. 14 DAY RETURN PRIVILEGE DC2IA

1 you are not compietely sausfied, you may relurn ’gloduct within 14 days and obtain a full relund For refund or other correspandence.
wiile 16° Squaw Brook Enterpuses, Inc Box 5116, Ridgewood. New Jersey 07451
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Amerlcan Expressed

1. Ecuador 4. Buenos Arres

2. Casablanca 5. La Paz
3. Puerlo Rico 6. Minnesola

it Al Adds Up
The solution will be EIGHTY if you wrile out
each number and add and subtract letlers,
rebus-style. Add new words at the end of ex-
ssting words, and subtract letters working
from left to right with 1 new letter (which
N SOmMe cases pro an anagram)
TWO
+THIRTY
TWOTHIRTY
+ELEVEN
TWOTHIRTYELEVEN
—THIRTEEN
TWOYLVE
+ SEVENTEEN
TWOYLVESEVENTEEN
~TWELVE
OYSVENTEEN
+NINETY
OYSVENTEENNINETY
+EIGHTEEN
OYSVENTEENNINETYEIGHTEEN
—NINETEEN
OYSVENTYEIGHTEEN
—SEVENTY-ONE

YIGHTE =EIGHTY

7 Turnover
8. Opaque

oobswn

Panoply
. Abscond 12

Carbuncle

Our Money's Worth

In descending order of the costs of metal and
manufaclure, according to the Bureau of the
Mint, U.S Treasury Department, a quarier is
worth 2.4¢, a nickel 1.4¢, a penny and a
dime each .6¢.

How Are You?

. Fine (Judge)
Bushed (Landscaper)
Sew-Sew (Tailor)
. Antsy (Exterminator)
. Recovering (Upholsterer)
. Pooped {Dog Trainer)

DD WM -

They Kiss Horses, Don't They?
1. e, Trigger (Roy Rogers)
. b, Diablo (The Cisco Kid)
. a, Scout {Tonto)
. ¢, Champion (Gene Autry)
. g, Tony (Tom Mix)
. h, White Flash (Tex Ritler)
1, Silver (The Lone Ranger)
. d, Topper (Hopalong Cassidy)

DN D WA
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Aaii* and Video Computer System™ are
frademarks of Atorl, inc.

ACTIVISioN.

PRESENTS

Flying out of the heavens and info
your heart, comes Barnstorming™ by
Activision® A new video game of action
and adventure you piay on your Afari®
Video Computer System:

Zoom yourvintage bipiane through
barns and over windmills. Marvel as
you defy both gravity and geese. Try
aerobatics so thrilling your ears will pop!

Prepare for takeoff with Barn-
storming by Activision. It's seat of the
pants aviation so real, you'll actually
believe a video game can fly.
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