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Imagic Announces New Games, ‘82 Sales

Imagie diselosed their
1982 fi1scal year sales re-
sults May Third, as well as a
preview of major product in-

leased yel. BEEZER will be
released for Intellivision
and NOVA BLAST, just released
for Intellivision, will soon

sales figures cannot yet re
fleet the consumer interest

in systems beyond Atari and

Mattel -- "a reason for con-
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 (MOONSWEEPER

troductions planned for un-
veiling at the June Consumer
Electronics Show in Chicago.
Imagic currently produces
software for Atari's 2600 VCS
and 400/800 computers, Commo-
dore's VIC-20 personal com-
puter and the Odyssey-2 video
game svstem,

‘In June we'll show more
dozen new titles com-
patible on six video computer
systans and personal comput-
ers,” said Imagice President
William F. X. Grubb. "Among
>ur introductions will be &
number of 'firsts.” We will
be launching games for Cole-
and will unveil our
{ licensed from a
*oin-operated game produc-
tion, BEEZER, a challenging

strategy game.,"
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rst game

Imagice also has announced
the unveiling at the June CES
f four new games for the
VCS, two for Intellivision
and one for Colecovision.
SOLAR STORM is a space attack
VS challenge where the play-
er must eliminate a colorful
wuneh of aliens who threaten

to overheat Earth and destroy
11, In MOONSWEEPER, coming
for the VCS, Intellivision
ind Colecovision, players
nust dodge asteroids to land
ne of Jupiter's moons and
ige alien ships and towers

to rescue some stranded min-
ers. VCS and Intellivision
players begin as a seagull in
FATHOM, then, after searching

for needed treasures, turn
into an enchanted dolphin
that must reach the ocean
bottom, dodging seaweed and
octopi If he or she can
rescue a trapped mermaid, she
will lead the dolphin to

Neptune's cave and countless
treasures. Details about TA-
RANTULA, another new Imagie
VCS game, haven't been re-

be available lor Colecovision
and for the VIC-20. TRUCKIN',
a new Imagic video simulation
for the Intellivision system,
has just seen release,
Grubb also announced that
Imagic achieved over $75 mil-
lion in sales during their
past fiscal year (ending
March 1983), "a volume sub-
stantially ahead of original
projections.," According to
the company president, these

stderable optimism at lLinag-
1e.™

"We are positioning our-
selves for a virtual explo-
sion in consumer demand for
home computer entertainment
sof tware," Grubb added. "This
new software generation has
just begun -- blending teech-
nology, art, practical appli-
*ation and fun. That's where
Imagie i1s headed."

5-6 New games from Starpath

Starpath Corporation, pro-
ducers of the Supercharger,
for the Atari VCS, Sears
Video Arcade and other simi-
lar systems, announced May
sixth that it will introduce
five or six new video games
at the June Consumer Elec-
tronies Show in Chicago. The
company also announced 1t
will debut all-new packaging
for its Supercharger unit.

"We anticipate an en-
thusiastic reception for
SWEAT and RABBIT TRANSIT, as
well as for the currently
untitled games," commented
Bob Brown, execulive viece
president of research, de-
velopment and engineering.

RABBIT TRANSIT involves
three separate game screens,
The player is a rabbit who
must avoid snakes and poison
moths, take a boat ride and
junp platforms while dodging
dropped objects. The third
sereen is a scoring display.

SWEAT is a Multi-Load de-
cathalon game. Up to nine
players can participate in
ten video decathalon events,

One of Starpath's untitled
rames is a Multi-Load chal-
%engc that pits the blue team

against the red team in high-
action party games for up to
four players. In another, the

—CONTINUED ON PAGE 72—

U.S. Games
Folded by Quaker

'he Quaker Oats Company
reported April 26 their earn-
ings for the third fiscal

quarter ending Mareh 31, The
results ineluded major write
ollfs for three of the com
pany's operations, ineluding
that of 1ts U,S, Ganes video
game eartridge business seg-
ment,

The U.S. Games substdiary,
a supplier of video game
cartridges, was acquired by
Quaker Oats a year ago, and
iIs being celosed ut a charge
of $.10 per share. "The ac
quisition of U.S. Games was
made to explore the possible

fit of video game technology
with the Fisher-Price 1oy
business,"” saird William D.

b
Smithburg, President and
Chief Executive Officer,
"However, we did not foresee
the rapid oversaturation in
the marker and have decided
that without major marketing
investments, continuing the
business was not viable,"

U.S. Games, a Santa Clara,
California-based company, was

founded in 1980 as a manu-
facturer of hand-held elect-
ronic games and introduced
its [irst home video game
cartridges at the January
1982 Consumer Eleetronies

Show. The company was ac-
quired by Quaker Oats in
April 1982,

Following acquisition,
market dynamics changed, --
from that of retail demand
for cartridges that outpaced
supply to "saturation of the
market,"” according to company
releases, Of the nine car-
tridges produced by U.S.
Games within the past year,
none achieved major "hit"
status. Some of the titles
included SPACE JOCKEY, WORD
ZAPPER, SNFAK 'N PEEK, TOW-
ERING INFERNO and OOMMANDO
RAID. Sales in ealendar 1982
were approximately $6 mil-
lion,
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The Editor Speaks

by Alan R. Bechtold

YOU SPEAK -- WE LISTEN!

The results of our last mini-survey are now in and
being tallied. I want to thank each and every one of you who
cared enough to respond, and all of you for your enthusias-
tic reaction to THE LOGICAL GAMER., We'll be covering the
results of that survey -- and running another -- next 1ssue,

Meanwhile, we've been watching your comments on our
publication closely, and it's been both enlightning and
heartwarming., It seems that THE LOGICAL GAMER is definitely
on the right track in most every way, with a couple of
possible exceptions, which we are trying to correect begin-
ning with this issue., Most of you said you love our reviews,
and the news pages are the best you've seen. We'll keep that
up, | promise. With so many of our readers saying we are
better than all of the video game publications on the news-
stands, we don't want to mess too much with a formula that
is obviously working well already.

One suggested 1mprovement, ?{lowever. cropped up repeat-
edly enough to make us open our eyes. Many of you have
suggested that we shorten our game descriptions a little, to
make room for more reviews. This makes a lot of sense to me,
since writing those descriptions is probably the hardest
part of my job, so this issue refleets a change more along
those lines.

To be honest, we were always afraid that our game
deseriptions might be running a bit long from the beginning,
but have always felt that our readers deserve to know enough
about a new game to make up their own minds from the des-
ceription itself, with the added comments from Mike and
myself serving as additional help. You, on the other hand,
have told us time and again that it's more comments from us
you want to see, so this month's reviews feature shorter
deseriptions, of more games than ever before in one issue,
each with the same detailed, careful analysis from Mike and
[.
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Let us know il you like the difference | feel this
change has made. We worked very hard to shorten the descrip-
tions without losing any of the necessary details, but we're
always open to more changes if you, the readers, see the
need.

Despite the surprising number of you who also own home
computers, we will also be cutting back our coverage of
video games for those systems. As evidenced by the news
bages in this issue alone, there is still so much happening
or the dedicated game machines that [ am beginning to feel
they will always (H(‘s;crvo an entire publication devoted ex-
clusively to their offerings and their users' needs. Read
through this issue. A number of major announcements and
breakthroughs, like Gamel.ine, the new re-programmable car-
tridges from Romox, K-Tel's entrance into the cartridge
scene and new computer modules and systems that will utilize
your current game systems, to name just a few, will fill up
pages and pages of THE LOGICAL GAMER for many months to
come. | said a few months back that we would cover computer
gaming, as long as there was room after video game machines
and software were fully covered, but it doesn't look like
there will ever be enough room to do both and do either any
justice. Consequently, we'll continue to cover what we al-

ready cover best, and leave computer game coverage to all
the other fine publications out there who are already doing
such an excellent job,

This doesn't mean that we don't feel computers are
important, We just believe that both types of systems are
important, and will remain so for many years to come. THE
LOGICAL GAMER'S complete coverage of the home video game
systems and software is unique and should remain so. It
simply wouldn't be right any other way,

This also doesn't mean we won'tl be covering computers.
We will cover hardware and software for the computer add-ons
comning for your present dedicated systems., We'll also pub-
lish programs to run on them and soliecit them from you, the
readers, as well. | suspect that computers just won't serve
much purpose for many of the owners of game systems, so
there will always be those who just own those systems, Many
others will add computer capabilities to the existing sys-
tems they already own. THE LOGICAL GAMER will remain the
only publication you need for information and reviews like
no one else offers for these systems. You can count on that!

In the months ahead: Next issue will feature our own
exclusive and detailed coverage of the June Consumer Elec-
tronies Show in Chieago, Many execiting new products and
innovations are scheduled to debut this time around, so you
won't want tomiss that issue. You also won't want to mi
our special gala FIRST BIRTHDAY i1ssue and celebrati
August, when we'll give you a run-down of what's happened in
the past year, a wrap-up of the games we've covered so far,
and some strong opinions on where this crazy execiting hobby
is headed. Then we will begin our special Collector's fea-
tures, running monthly checklists of complete video game
catalogues from the various producers, with brief ratings
and descriptions, and information on how you can get into
video game collecting (and playing, of course!) and use our
pages to help.

We will also begin regular coverage ol what's happening
on cable services like The Games Network and others sueh as
GamelLine -- and, as always, a lot of what is coming will be
as much of a surprise to us as it will be to you. Believe it
or not, those reader-participation contests are also still
in the works, and the first one will debut next month, with
free subscriptions, back-issue collections, games and, yes,
even complete systems, on board for the winners. Stay tuned,
won't you?

-- See ya'

mlss

next month,

IMAGIC
—CONT INUED FROM PAGE

ultimate adventure game of
invisible mazes," involves
seeret rooms, treasure, magic
and eunning.

The Starpath Supercharger
increases the Random Access

11—

shipwrecked player must evade
shark attacks and conserve
food and water while trying

to reach an island refuge., Memory (RAM) of the Atari VCS
Trials en route to and within and similar systems, adding

high resolution graphies ca-
pabilities and giving the
unit "true computing power."

a secret temple on the island
complete the adventure. The
third game, billed as "an
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CVC Rolls Out Gameline,
Plans VCS Telecommunications

Control Video Corporation
(CVC) officially announced
May 5 the first interactive
telecommunications service
linkigg the popular Atari VCS
and VCS-compatible video game
consoles with a distant cen-
tral computer,

The service, GameLine,
will allow the estimated 12
million owners of VCS units
in the U.S. to tap a central
computerized library of video
games licensed from leading
manufacturers, on a pay-per-
play basis, Gameline will
begin operation this month,
according to William F. von
Meister, founder, president
and chief executive officer
of the Vienna, Virginia-based
company, who made the an-
nouncement.

Von Meister, 41, developer
of The Source, a pioneer home
information retrieval system
(subsequently acquired by The
Reader's Digest Association)
said GameLine is the first of
a number of CVC services
planned, including electronic
f , news and information,
home banking and financial
management .

Financial backing for the
lt’i('COlnll'llH]i('El[ ions venture
comes primarily from Imagice,
the video games manufacturer,
and a number of prominent
venture capital irms and
individuals, CVC's telecom-
munications link for the A-
tari VCS and other game units
with VCS adapters i1s its
Master Module, a unique de-
vice which is inserted into a
game console, just like a
game cartridge, and connectes
to a telephone or telephone
outlet,

The Master Module auto-
matically ealls the GameLine

‘entral computer and receives
8 video game program, all
within 60 seconds. Once the
game 1s transmitted and

in the Master Module's
memory unit (8k RAM), the
free to be used
the game can be

stored

ne is
igaln and
played

exactly as if it were

's new Gamel ine Master
iny telephone, bringing CVC's
~or to your video game system,

in conventional cartridge
form., Telephone calls are
always local or toll-free and
are routed either through
CVC's own data transmission
network or channelled via
standard IN-WATS lines.

The Master Module and
GameLine will initially be
available directly from OVC
by cal ling (1-800-CVC-2100)
and then from consumer elec-
tronies and video game re-

tailers, beginning this sum-
mer. The Master Module is
expected to be priced to

retail for $50 - $60. A one-
time membership fee of $15 is
required and billing is via a
major credit card. Parents
will be able to establish and
change individual weekly
credit limits to regulate
their ehildrens' use of the
system, Von Meister said the
company expects to be in at
least 30 markets by the end
of 1983.

Generally, each game ses-
sion ordered through Gamel ine
will cost $1.00. Depending on
the game and the player's
skill, a session could last
from a minimum of about 40
minutes to hours. The number
of plays of each game is
determined in consultation
with i1ts manufacturers to
ensure sufficient play value
for the average player., Home
video games also usually have
a top score limit. Onece the
limit is exceeded, the game
"rolls over" and it restarts,
Rollover will also be con-
sidered one play.

In addition to providing
an enormous variety of games,
GameLine will also offer pre-
views of new games just com-
ing out on the market, a
chance to sample games before
purchase and a way for avid
players to mateh skills and
scores against opponents
throughout the nation,

GameLine is unique in its
ability to gather scores in-
stantly and let a player see

—CONTINUED ON PAGE 22—

Module hooks up
larqe
including a complete

to your Atari
Mainframe comput-
library

ind true telecommunications capabilities.
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***Another home video game has been purchased for coin-
op production, The first-ever home game purchased for arcade
release was Data Age's JOURNEY'S ESCAPE. The second, and
most recently-announced, is OOSMIC (HASM, originally re-
leased for Vectrex play. Cinematronic has purchased the
rights from General Consumer Electronics.

***Colecovision has now joined the ranks of the All-
Mighty, as far as game system sales go, by announcing the
sale, during the third week of March, of their one millionth
Colecovision game console. The company predicts sales could
reach 2.5 million by mid-summer.

***Telesys' FOOD competition, a Multiple Selerosis
benefit held for two weekends at Marine World/Africa USA in
Redwood City, California, was won by Ronda Kirby, a 33-year-
old lady from San Jose. First prize was a trip for two to
Hawaii. Ronda played FAST FOOD for 25 minutes, scoring
11,556 points, to win.

***Astrocaders unite! That's right -- now you can get
together with other owners of the venerable Bally system and
swap talk, tips and even software, thruughlﬂjg,the Bally
Users Group. Kevin O'Neill is President of the Niagara
Regional Ilf}.. Contact him at 6 Wood-dale Drive, St. Cather-
ines, Ontario, Canada L2T 1Y8, for information on joining
g:)\d participating. You'll get more from your system if you

***North American Phillips, producers of the Odyssey-2
video game system, have announced they are abandoning plans
to produce and market their previously-announced Odyssey-3,
an upgraded version of the earlier console. The Odyssey-3
was to have a typewriter-like keyboard and built-in telecom-
munications capabilities. It was also to offer gamers more
detailed graphies and play, on cartridges that would also be
playable on the Odyssey-2. Reports from company officials
indicate they are now working on a full-fledged home com-
puter, instead.

***Data Age has definitely filed for Chapter 11 Bank-
ruptey, after many rumors to such effect. Their initial
line-up of five games, including AIRLOCK, SSSNAKE, BUGS,
ENOOUNTER AT L-5 and WARPLOCK, generally received little
praise from crities, and didn't sell very well followin
their release. Data Age's three latest rereases,JOURNHY'
ESCAPE, FRANKENSTEIN'S MONSTER and BERMUDA TRIANGLE, fared
better, but industry rumors have it that pramotional efforts
on their JOURNEY'S ESCAPE game outstripped sales at a time
the company was swamped with returns on their earlier re-
leases, and the pressure was just too much.

***Spectre Systems, an independent software publisher,
has released a new game for the Astrocade system. TREASURE
QOOVE is a one-to-four-player game where gamers must retrieve
ocean treasures and avoid contact with 25 different types of
sea life, any five of which can be on-screen at the same
time. A limited oxygen supply and mean boat captain must
also be dealt with. The game features continuous music and a
unique mode for tournament competition. It's available from
Esoterica Ltd., Box 614, Warren Ohio 44482.

***N.A.P. Consumer Electronics has announced plans to

roduce new video games for the Atari VCS, Intellivision and

lecovision systans. They have picked up home game rights
for the Pink Panther character who should star in their
first releases.

***Imagie's new game, NO ESCAPE, includes an unusual
enticement to purehase. The company will send gamers who
return a proof-of-purchase seal from the VCS-compatible game
a free Zirecon gourmet joystick, valued at $15.95 retail.
Designed by Michael Greene, the game pits playvers against
the Furies in the Temple of Aphrodite. The Furies must be
destroyed by throwing rocks at them. The cartridge offers
eight levels of play.

***North American Phillips has sued Bally, for royal-
ties they say are coming to them fram profits earned on the
Bally/Midway arcade phenomenon, PAC-MAN. Phillips claims the
exclusive license for cireuitry used in such video games
belongs to them, and was licensed to Bally/Midway in 1976.

**K-Tel has announced their entry into the video games
market, under the Xonox label. The record giant has an-
nounced plans to market a number of double-header cartridg-
es, each with a completely different 8k game at each end.
They'll use their already-familiar late-night TV format for
the ads, which will begin running right after Labor Day.
Titles already announced include SPIKE'S PEAK/GHOST MANOR,
SIR LANCELOT THE JOUSTER/ROBIN HOOD, HERCULES vs. THE TI-
TANS /CHUCK NORRIS - SUPFRKICKS and THUNDARR THE BARBARIAN.
Rumor has it that Xonox will release games for the VCS and
Colecovision systems. Stephen Beck, author of an upcoming
Fox release, SAVE THE WHALES, is one Xonox designer who has
been named. The company claims their games will feature
particularly strong graphies. Many will feature multiple-
sereen challenges, The carts will sell for the same price as

—CONTINUED ON PAGE—©6
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New VCS Add-Ons, Games Coming From Amiga

Amiga Corporation, a manu-
facturer of video games and
controllers, has announced a
three-pronged product line
for the last half of 1983,
ineluding an Atari Memory
Expander and several new vid-
eo games, a new Professional
joystick and an innovalive
video game controller that
allows players to use their
entire bodies as a joystiek,

"The Power," i1s a RAM
(Random Access Memory) module
that allows loading of games
into the Atari VCS with any
standard audio cassette play-
er or recorder. It plugs
directly into the VCS. In-
stead of using ROM (Read Only
Memory) which cannot be
changed -- "The Power" uses
RAM , which can be., After
"The Power" is purchased the
first time -- at basically
the same price as a ROM car-
tridge the software is
changed with inexpensive
"Power-Play" game cassettes,
which are loaded through any
cassette recorder or player.

When the program 1is
loaded, the Atari then fune-
tions the same as if a ROV
cartridge were in place.
Loading time averages between
15 and 30 seconds.

Another feature ol The
Power is ils interactive
game-playing capability. When
combined with individual mo-
dems (computer telephone com-
munications devices, which
can be purchased separately),
two Power modules can "talk'
to each other over any dial-
up phone line virtually
anywhere, One player can be
the submarine commander, an-
other the destroyer -- each
with their own display and
commands. The modem handles
the transfer of information
between player's machines,

Power-Play ganes also of-
fer additional features. A
unique programming procedure
allows games to be played in
3-D, with the same red/blue
rlasses (included with the
Power Module) used to watceh
3-D movies. This option
brings a new dimension to
video game play. Other lea-
tures include expanded sound
capabilities and more complex
graphices,

The Power module comes
packed with two Power Play
game cassettes: 3-D GHOST
ATTACK, the first true 3-D
video game, and DEPTH CHARGE,
the first machine-interactive
video game. GHOST ATTACK is a
search-and-destroy challenge
that takes place in a haunted
mansion. DEPTH CHARGE is a
one- or two-player subma-
rine/destroyer battle that
can be played head-to-head or
even through the telephone
lines, with the optional mo-
dem.

Other games are also com-
ing soon for the Power Mod-
ule. STRAFE is a graphically
detailed shoot-em-up offering
play that is similar to Acti-
vision's RIVER RAID. 3-D HAV-
OC is an ASTEROIDS-type game
for use with the special
Module-included glasses for
depth. S.A.C. ALERT is a
first-person airplane dog-
fight. SCAVENGER HUNT asks
players to locate a number of
hidden objects before the sun
goes down.

The game casseltes are set
to retail for under $10.00.
Most of Amiga's games will
also be available in VCS
cartridges and for lhntknnno-
dore VIC-20 and Atari's
400/800/1200XL home compu-
ters.

Amiga has also announced a
precision joystick for use
with the VCS, and for Atari
400/800/1200 and Commodore
VIC-20 home computers.

Dubbed the Power-Stick,
the new controller employs a
dynamically different tech-
nology than other Atari-com-
patible joysticks do. The
Power Stick differs from con-
ventional joysticks in that
Il provides true eight-way
response. Most other joy-
stieks -- which use only four
switches -- require that two
of these switches be acti-
vated to achieve 45 degree
on-screen direction changes.,
According to the company, the
Power Stick's precision de-
sign can actually increase a
player's scoring potential on
virtually any video game,

l'he Power-Stick features a
one and one half-inch handle,
for "faster, more direct con-
trol of screen objects," The
company says the shorter joy-
stieks will be more durable,
as well as more responsive,
"Joysticks whieh use a longer
handle are more prone to
failure because of the lever-
age which can be exerted upon
the internal switehing mech-
anisms." Two fire buttons

will accommodate both left
and right-handed players.
Individual Power-Sticks are
set to retail for a suggested
$9.95, pairs for $19.95.

The Joyboard is another
new Amiga controller that
utilizes the gamer's entire
body. It can be stood on to
simulate skiing, sat on for
bobsledding or even layed on
for body-surfing. In fact
Amiga has produced a complete
line of first-person video
ganes Lo utilize the board,
The games announced so far
include skiing, surfing and
bodx pluy party games,

cecording to the company,
the Joyboard can also be used
with many currently available
video games, to add an ex-
citing new twist, Used with
"Maze-type" games such as
Atari's 'I?AC—&)[AN and M-Net-
work's LOCK-n-CHASE, the Joy-

bhoard introduces a whole new
control element., Or a conven-
tional jJoystieck can be

plugged into the Joyboard and
used with "invader-type"

games such as Imagic's DEMON
ATTACK and Activision's MECA -
MANIA. The joystick trigger
button is used for firing and

the Joyboard controls the
lateral movement of the
shooter,

I'he Joyboard comes with

MOGUL: MANIAC, a lirst-person
skring/slalom simulation
game, Other planned game i

tles include SURF'S UP and
OFF YOUR ROCKER. Additional

rames are under development.,
4 f

Re-Programmable
Game Cartridge
by Romox

Soon, trading in your
games could take on a whole
new meaning. Romox, Incor-
porated, a volume manufact-
urer of computer games, has
announced the first 100%
guarantee on computer soft-
ware ever, based on a new
programmable cartridge tech-
nology that promises to revo-
lutionize the distribution
methods of the entire com-
puter/video game industry.

Romox's patent-pending
"Edge Fonnpolor Programmable
(urtildg (ECPC) the
first "returnable" cartridge
-- differs from eonventional
video/conputer game cnltrtd%
es, which usel (Read Only
Memory) chips that cannot be
repr urrmnmed The ECPC car-
liidwvs use EPROM (erasable
prnwrmnnuhlv read-only mem-
ory) chips that can be pro-
grammed in minutes without
being removed from the car-
tridee, Because programming
is now practical and economi-
cal, Romox ecan accept the
return from any retailer of
any of 1ts current 19 game
titles that remain unsold
after 90 days.

Romox is also making BCPC
technology available, under a
licensing arrangement, to
software producers in the

—CONTINJED ON PAGE 5—

New Games, Hardware, Name for Vectrex

General Consumer [Llec-
tronies, the Milton-Bradley
company that created and now
markets their Veetrex pro-
grammable stand-alone arcade
system, has announced a num-
ber of new game cartridges
and hardware add-ons to be
unveiled at the June Consumer
Electronies Show, and a sub-
tle name-change for the unit,

e california-based com-
pany has begun referring lo
its system as a "Graphices
Computer System," rather than
the "Arcade System" it has
been referred to in the past,
The emphasis has been put on
the graphies, a company re-
lease stated, because of the
system's ability to create 3-
D images, fluidity and speed
-- all graphie ecapabilities,

The new Vectrex Light Pen
will be a new add-on that
will allow users to partici-
pate in direet interaction
with the built-in secreen.
Specially-developed cartridg-
es will work with the pen to
allow Vectrex owners the a-
bility to create their own
brilliant graphic effects,
compose musie, play educa-
tional games and even create
real animation.

The Veetrex %ht Pen
should be avallub this
fall, with the following car-
tridges: ART MASTER, an in-
troduction to the Vectrex's
graphic capabilities with
rames like "Conneel the

ots," "Sketehing" and "Be-
ginning Animation." MUS-
IC??7%, a Vectrex introdue-
tion to the fine art of musie
composition, ANIMACTION, a

’

TER,

step animation

skills

beyond the

available in ART MAS-
with "unlimited graphic
opportunities," and MAIL
PLANE, a game that instructs

as it entertains, with graph-
ic depietions of the world's
geography. The ART MASTER

—CONTINUED ON PAGE 5—

Farr,

for the Atari
systems,

2600,

M*A*S*H star Jamie Farr autographed a copy of Fox
Games of the Century's M*A®*S*H game for a fan duriq& a
personal appearance at Gimbels Department Store in New
York City.

the official spokesman for the game,
proximately two thousand people to the Manhattan store,
despite a torrential rain storm.

The Gimbels appearance was part
tour he made on behalf of tLe g
included a stop in Farr's hometown of Toledo, Ohio.

A free M*A*S*H T-shirt is being puckaged with the
game as an introductory offer. It
VIC-20 and Atari 400/800 personal computer formats,
Intellivision,

drew ap-

of a major US. city
ame, The tour also

1s now available in
and
and Colecovision
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‘On The Road’
with Inn-Room
Games

Thanks to Inn-Room Video
ames, Ine., now you don't
have to take your video games
with you when you travel.
Begun just about a year ago,
the innovative new company
has begun making Colecovision
game consoles and cartridges
available to hotels and mo-
tels across the country. Many
roadside inns have, for some
time, debated the option of
providing video game rooms
for their clientel, but found
the i1idea impractical. In
stepped Inn-Room Video Games,

T'hey chose the Colecovi-
sion units "because of the
playability of the
o4 excellent graphies and
effects as well as its dura-
bility in a commercial set-
ting...they are also stream-

ed and attractive, which
makes it suitable for a va-
room decors."

The idea should help alle-
viate boredom among travel-
ling business people who must

spend a lot of time at the

superilior

v + f
eLy (]|

hotel or motel, and provide
travelling parents with some
low-cost entertainment for
the kids. Hotels and motels

providing their customers
with the service will gener-
ally charge an additional
$5.00 rental per day for the
units, with one or two games
included, Additional games
can also be rented at a nom-
inal charge., If you already
have a Colecovision in your
home, the rental units will
allow you to play while you
are away, by only bringing

your cartridges along for the
ride. Plans are in the works
to of fer the computer modules
when they become available,
to turn the game units into
practical in-room work-mates,

too.

When planning your next
trip, check with the hotels
and motels along the way. If
they don't have Inn-Room
games, they should. Or -- you

can call Inn-Room Video Games
at 408-559-4811, to find out
which inn chains are current-
ly offering the service, The
call might just brighten up
your next trip.

Activision Contest,

Activision has just re-
leased ENDURO, a single-play-
er road racing game, designed
by Larry Miller, for the
Atari VCS and Sears Tele-
Games Video Arcade. It was
released in late May and
carries a suggested retail
price of $31.95. The object
of the game is to pass as
many cars as you can and
survive as many days of driv-
ing as possible.

Using the joystick con-
troller, the player drives a
super-charged roadster that
dodges to the left and right.
The red button is the ac-
celerator. There are 99 days
of racing possible. A guage
counts the days and counts
down the number of cars
passed. A serolling odometer
racks up the miles. On the
first day, 200 cars must be
passed. On each day there-
after, 300. Every new day the
cars get faster and spread
across the road, making it
harder to pass them,

Scenery and road condi-
tions throughout the game
include the different times
of day from sunrise to night-
fall, snow, the blackness of
night and even fog.

Activision also announced
it will be giving away a
Datsun 280 ZX Pace Car and
thousands of other prizes in
a nationwide $75,000 ENDURO
"Bace-for-Rieches" Sweep-
stakes, The Sweepstakes
started May 29 and ends July

~

‘harles Compton, 30, of Santa Monica, California,
r solved the RIINLE OF THE SPHINX but won $1,000

for his efforts, Representing first place in Imagic's
RITDLE OF THE SPHINX contest,

nt to Compton by Bob Smith,

4 in the appropriate surroundings of Egyptian

and antiques in San Jose's Rosierucian Mu

that
"but have
guing answer." Compton presented his answer in
a papyrus-like 12-foot-long scroll

rating firm, Compton admits he began playing video

OF THE SPHINX contest was a natural

1
\ rules dictated
explains Compton,
on
Egyptian hieroglyphies. "I
e ancient Egyptians might
company had existed then," he said.
r of Immaculate Reception, a
help him give up smoking.
ved a long=-time interest
RIMNLE

the eash prize was pres-
designer of the popular

you not only solve the
the most creative

using
even came up with
have written 'Imagic'

special-events
Ironiely, he has

in egyptology. "Answering
] | for me,"

Race-Car Sponsorship to Promote ENDURO

15.

In addition to the Pace
Car, Activision will be giv-
ing away a Datsun 200 SL
Hatehback SX, six trips for
two to the Caesar's Palace
Grand Prix in Las Vegas (Oc-
tober 8 and 9), 50 radio-
controlled cars, 500 Activi-
sion GRAND PRIX video game
cartridges and 2,000 Datsun
racing posters.

To enter the ENDURO Sweep-
stakes, participants must
complete and mail in entry
blanks which can be found
only on special ENDURO dis-
plays at participating Acti-
vision retailers. A drawing
will be held and winners will
be notified by August 15.

To further promote ENIUHD,

Activision will also be a
major sponsor of the 1983
Nissan Motor Corporation's

Racing Team. The four-driver
Nissan Racing Team will drive
Activision-sponsored cars and
trucks in several classes in
more than 50 races this rac-
ing season, including the GTO

class, the GTU class, the
Championship Series and e-
vents of the Sports Car Club
of America and the High Des-
ert Racing Association. The
team is headed by Don Deven-
dorf, the defending Interna-
tional Motor Sports Associa-
tion champion for 1982, GTO
class. He drives a specially-
prepared turbocharged Datsun
280 ZX.

ENDURO, Activision's new VCS

racing game, is the subject of
a national contest and some
real auto racing.

VECTREX — CONTINUED FROM PAGE 4—

cartridge will come free with
the Light Pen during a spe-
cial introduetory promotion
and the others will be priced
comparably with other Vectrex
cartridges. The Light Pen is
set to retail for under $40.

A 3-D Imager will also be
made available. This periph-

ROMDX
-=CONTINUED FROM PAGE 4—

form of a Cartridge Program-
ming S¥5t0n1for the produe-
tion of software. The Romox
Cartridge Development System
is now available to software
>ublishers, priced at
%150“JHL The device will
allow publishers to duplicate
their proprietary programs on
blank Romox cartridges. It is
designed to be operated by
any non-technical person. The
system features two "loeks"
to prevent copyright abuse: a
hardware circuit built into
all ECPC cartridges and a
software code that can be
inserted by the publisher.
The system offers publish-
ers, especially small com-
panies, a solution to costly
overproduction and the 13-
week lead-time for ROM mask-
ing. Also, if an error is
found in traditional ROM pro-
duction after masking, the
manufacturer must live with

it; the new Romox rechnology
allows for changes at any
time.

The development could well
mean a lot to small producers
-- and to home gamers every-
where, Now even companies
that lack the resources to
produce large volumes of
games, and the ability to
speculate on what will sell
in large quantities, can en-
ter the market, offering the
same 100% replacement guaran-
tee Romox now offers.

eral will plug into the Vee-
trex's second hand controller
port. When used in conjune-
tion with special cartridges,
it will allow owners to play
in real 3-D and full color
with the standard Vectrex
unit. The 3-D Imager will be
given away free with the
purchase of a Vectrex system
during a special promotion
this fall. The 3-D Imager
will also sell for under $40.

A computer keyboard for
use with the Vecetrex system
will also be introduced. When
the keyboard is used in con-
junction with an expander, it
will add 16K ROM (Read Only
Memory) and 16K RAM (Random
Access Memory) to the system
with a 65-key full-travel
keyboard, The system will use
built-in BASIC and memory
storage will be provided with
the use of a wafer-type stor-
age device (also known as a
stringy floppy), a storage
mediun that 1s as easy to use
as a cassette and provides
128K bytes of storage. The
retail price is set to be
under $80. Five cartridges
will also be made available
with the introduction of the
unit, offering musical compo-
sition, exploration of the
solar system, the ability to
create maze games and learn
how to program, the ability
to ereate basic animation and
lessons in the basic laws of
physies. A wordprocessing
program is also under wraps
for early 1984, able to hand-
le a full page of text.

Six new Vectrex games are
also set to debut at the
Chieago Consumer Electronies
Show this month, ineluding
POLE POSITION, STAR CASTLE,
DARK TOWER, POLAR RESCUE,
BATTER-UP and another 1li-
censed game, to be announced
later.
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GAMEL INE
—CONTINUED FROM PAGE 35—

his of her up-to-the-minute
local, regional and national
rankings 1n monthly competi-
tion. "On-Line" contest par-
ticipation will cost $1 for
the play session plus 50
cents to enter and register a
high score in the GamelLine
central computer. These con-
tests will also qualify play-
ers to participate in"live"
or "off-line" regional and
national competitions to be
held at selected sites around
the country.

Prizes will range from
certificates and free-play on
the GameLine system up to the
first "video game" college
scholarship, world-class
sports cars and, ultimately,
to a World Video Game Cham-

ionship award of an expected
100,000.00 in gold.

Control Video's chief ex-
ecutive emphasized that the
system is not just for video
games. "By offering an inex-
pensive link between a stand-
ard game console already in
place in more than 12 million
American Homes and a powerful
distant central computer," he
explained, "we are, in ef-
fect, turning those dedicated
game units into multi-purpose
communications terminals and
bringing the benefits of so-
phisticated computers within
the reach of the average
household. A video game con-
sole ean now be a real teach-
ing machine,"

The development of a low-
cost, high-speed modem -- a
unit which converts the elec-
trical signals transmitted
via telephone lines into di%—
ital signals understandable
to a computer, and vice versa
-- is the major technological
breakthrough involved in al-
lowing CVC to bring the tele-
communications revolution

Funtastic Signs on with
The Games Network

Funtastic, Ine., has li-
censed cable television
rights for its games to The
Games Network, the new cable-
delivered video games pro-
gramming service that is a-
bout to begin delivery. Jim
Summers, Vice President of
The Games Network Program
Acquisitions, added that Fun-
tastic's bestseller, SNACK
ATTACK, would be one of the

ames included in the premier
aunch of their service.

SNACK ATTACK was used on
one of the new service's on-
line tests, conducted on the
Group W Cable system in Ful-
lerton, California, Aecording
to Summers, "SNACK ATTACK was
one of the most popular games
with our test families.,"
SPACE CADETT, a new game from
Dan Illowsky, SNACK ATTACK's
designer, will also be of-
fered on the new cable ser-
vice,

The Games Network will
offer a variety of video
games in both educational and
entertainment formats. For a
monthly fee, cable subserib-
ers will be able to choose
from a selection of 20 games,
with at least five rotated
every month, The service is
scheduled to launech during
the fourth quarter of this
year.

home, according to von Meis-
ter. A comparable modem, de-
signed for use with a per-
sonal ecomputer, ranges in
cost between $100 and $300,
and operates at less than
one-sixth the speed.

In order to [urther reduce

telecommunications costs, CVC
1s building its own data
transmission network. The
company 1s selling "multi-
plexors" to private invest-
ors, known as CVC Affiliates,
in major population eenters,
as well as operating its own.

The units, which make use of
local telephone lines and
microcomputer controlled mod-
ems, are capable of handling
multiple telephone requests
simultaneously.

—CONTINUED ON PAGE 22—

Starpath’s Dr.Robert Brown Interviewed

Before the arcades became
popular, video games were
played on $20,000 computers
by hi-tech engineers on cof-
fee breaks. It was here that
one man, Dr, Robert Brown,
saw their potential for home
entertainment and launched a
career which put the Atari
VCS in the living room of
every dedicated game player
in the nation. Today, he is
executive Vice-President of
Starpath Corporation, a Santa
Clara, California firm which
has succeeded in expanding
the capabilities of the VCS
with graphic quality equal to
that of many computers,

Reminiscing about the ear-
ly days of the video game
industry, Bob recalls that at
first it did not seem pos-
sible to produce a system
inexpensive enough for mass
consumption. Nevertheless, in
1974, Dr. Brown and another
engineer, Harold Lee, sold
Atari on the idea of develop-
ing a custom chip which wou?d
yield a practical consumer-
affordable video game system.
First, there was -- then
SUPER PONG. In just four
short years, Dr. Brown was
Director of Corporate Re-
search and Development and
the Atari 2600 Video Computer
System was on the market,

No one predicted the video
game boom which started in
1979. Regarding it as more
than a fag which had seen its
time, companies which had
previously curtailed produc-
tion of their own video games
and systems suddenly seramb-
led to meet the overwhelming
demand from an eager public.
As consumers became more dis-

cerning -- demanding higher
quality graphies and more
intricate game play -- a new

company rose to fill the
need.

In June of 1981, Bob
Brown, a graduate of Stanford
University, gathered together
some of the best minds in the
video game industry and
founded Starpath Corporation,
Their concept was straight-
forward -- bring the VCS to
state of the art graphies by
the use of a Supercharger,
which turns the basic system
into a powerhouse with 48k
bits of RAM. In September,
1982, they shipped their
first product, ushering in a
new era in video game enter-
tainment.

Plugging the Superchar%er
unit into the cartridge slot
of a VCS immediately gives it
the capability to run games
with outstanding graphic qua-
lity and more complicated
game play. Since the games
are produced on cassetlte
tapes, they are cheaper and
can run longer than the basic
cartridge. Some Starpath
%ames are even longer-running

han the basic cartridge most

by Deborah Wickert

companies now sell. Star-
path's new multi-load games
even allow a series of inter-
related game segments to be
loaded from a single tape.
This makes it like having
several games in one.

Starpath has already re-
ceived awards for three of
their games, PHASER PATROL,
[IRACONSTOMPER and ESCAPE FROM
THE MINDMASTER. Other Star-
path games which are avail-
able 1nclude FIREBALL, SUI-
CIDE MISSION, KILLER SATEL-
LITES and COMMUNIST MUTANTS
FROM SPACE, a game which
surely could win an award for
its intriguing title.

When asked how Starpath
comes up with names for their
games, Bob laughed and com-

Y HUTANYS

ki

Starpath Corporation's Dr.
Robert Brown.

mented, "With great difficul-
ty." In top secrecy, meetings
are held, ideas are proposed
and the lengthy process of
evaluation begun. Weeks la-
ter, the final decision is
made. Since there is no pro-
tection on the name until the
ame is shipped, only a se-
ect few know in advance what
you will see on the shelves
of your video game store.
gtarpath has its own sys-
tem for testing the new
games. As the concepl 18
being developed, it is con-
stantly tested in the plant.
Later, it is sent to indivi-
duals who typically score
high points on video game
play. This is to insure that
the game operates properly at
the higher-scoring levels.
Since Starpath produces
all the games for its Super-
charger unit, the core of
their success lies with their
design group. Bob has been
particularly careful to Ero—
vide a congenial atmosphere
for his designers, one that
allows them the freedom to
create in a professional man-
ner, both individually and as
a group. Group effort 1is
important here, establishing
a comaraderie among the de-

signers whiech has led to
their success.

It takes a certain kind of
person -- one with a 'special
spark' -- to be a Starpath
designer. They are few and
far between. Bob looks for a
person who is an artist,
creator and programmer all in
one, relying upon his 'gut
feel' to tell him if an ap-
plicant has these qualifica-
tions. One of his designers
has a Master's Degree - an-
other only one year of junior
colle%e. Nevertheless, all of
them have one thing in common
-- they know how to get the
most out of a computer sys-
tem, Bob feels that it is
essential to know both the
capabilities and the limita-
tions of the hardware so that
new ideas for using the sys-
tem can be developed.

Bob believes that video
game playing helps bridge the
gap into the computer age by
removing the fear of the
machine through an under-
standing of how it works.
Playing the games can also be
very challenging. Starpath's

STOMP 15 an example,
In this game, you have Lo use
your ingenuity to figure out
how to get out of the forest
while deciding which items to
colleet in order to capture
the dragon. It takes a lot of
puzzle solving -- a valuable
mental technique which just
haggens to be a lot of fun.

Starpath plans to release
five new games for their
Supercharger this summer, at
just about the time they
start selling to the interna-
tional market. Further plans
include adapting their games
for the Atari 400 and 800
camputers.

Bob feels, however, that
the Atari 2600 has yet to be
matched in the marketplace,
Not only is there a tremen-
dous amount of software a-
vailable now, but the design-
ers are still finding new
ways to perform better graph-
ics. He would suggest that
anyone buying a game system
should start with the VCS.

And Starpath is there, to
expand your VCS horizons,
stretching for the innovative
and creative in both software
and hardware. This can only
result in the consumer get-
ting a better product for his
money. Aptly named, Starpath
is truly treading a "starry
path."

Starpath Corporation 1is
located at 2005 de la Cruz
Blvd., Suite 121, Santa
Clara, California 95050, or
bg phone, at (408) 970-0200.
The Supercharger unit, which
comes with PHASER PATROL,
retails for around $40. Star-
path's single load games sell
for a suggested $14.95 re-
tail. Multi-load games retail
for $17.95.

PACE 6 — THE LOGICAL GAMER



HOME VIDEO GAMES REVIEWED

by Alan R. Bechtold and
Mike Wilson

Yorer

NOTE: THE LOGICAL GAMER's reviews now leature an additional combined rating, covering
four mportant aspects for each cartridge reviewed.

Ports covered include Concepl, Sound/Graphics, Skill and Interest. Concept is ranked by how
new to the home vdeo games markel the game is, either “new,” “familiar” or “too familiar” A
farmeiar arcade game brought to the home front for the first time will still earn a “new” rating. A new
twist on a familiar theme will be ranked as “familiar.” A familiar theme done with no real improve-
ments or magr changes will be ranked as “too familiar.”

Graphecs and Sound are self-explanatory. These ratings will be based solely upon the reviewers'
opewons and will be expressed as “Excellent,”

For the Skill rating, the reviewers will carefully consider the amount of skill generally required
o play and enpy the game by ranking players according to the amount of general video games
expenence they have had These ratings will include "Master," “Graduate,” “Student” and “Begin-
ner " A “Begnner rating © not always bad, since many games are better for the fact that total
nescOmens can st sit down and start having fun right away.

The Interest rating 15 possibly the most important. This is based on the length of time both re-
wewers think the game will be played offen by the average gamer. Ratings here will run anywhere
from 1 Week 10 1 Year at the reviewers’ discretion. Games they both think will simply not wear
aut will acteeve a rating of “Infinity” Those which hold absolutely no interest will be ranked as a

"Very Good,” "Good," "Fair" and “Poor.”

The st of four ratngs for each new game will be compiled from the separate rankings of the two
reviewars. combined mnito one set of averaged ratings. The addition of this system will, it is hoped,
betier enable our readers 10 see whal we think al a glance. Let us know if you like it!

CENTIPEDE

From Atari, for their 2600
VS, Sears' Tele-Games Video
Arcade and other similar sys-
tams.

CENTIPEDE is the VCS ver-
of Atari's arcade clas-
sie, for one player at a time
using the joystick or option-
al trackball controller. The
this game is the
for the popular ar-
5200 versions: shoot
eliminate
scorpions and
as, and avoid touching all
inimated creatures on the
while doing it. Play
yoi1nts.

ot i

slon

ohject of
S AME as
ade and

entipede,

enters at
t sereen and
thers 11s way down between
nagic mushrooms that are
1ttered liberally about the
tire display. The player
ves his or her magic wand
icross the bottom and up and
) lower 1/3 of the
pushing on the
¥ or rolling the op-
trackball controller
e desired direction. The
iz1e wand fires upward at
the on-screen creatures when
t fire button is

nede

the

ct 1

s b

red

Fach time a segment of the
centipede is hit, the insect
plits and the remaining
rts keep coming. When one
centipede is completely e-
new one enters at

p, coming at the play-
fiercer con-

nated a
'

er's wand in a

"ation., Mushrooms are
inated when hit three
times, but touching them

won't harm the wand.
A\ spider almost constantly

bobs up and down the area in

which the player must maneu-
ver his or her magic wand. It
eliminates the wand if it
touches 1t, and earns the
plaver more points the closer
it 1s when it is hit., If most
all of the mushrooms near the

playver's wand are destroyed,
fleas will drop rapidly from

the top of the screen, plac-
ing more mushrooms as they

fall and eliminating the wand

if they hit it. The player
must shoot a flea twice to
make it disappear. After the
third centipede wave, scor-
pions run across the screen.
They will make any mushrooms
they touch poisonous, unless
the player shoots the scor-
pion in time to undo their
evil magic. When a centipede
touches any poisoned mush-
room, it goes completely wild
and drops toward the bottom
of the sereen at an alarming,
erratic rate,.

VCS CENTIPEDE can be
played in color or black and
white. Two skill variations
are offered on the cartridge,
one for beginners and young
children and another for
skilled arcaders. Different
point values are scored for
hitting centipede body seg-
ments and heads, spiders at
different ranges, fleas,
scorpions, and for partially
or completely destroying
mushrooms (poisonous or
plain).

Players start with three
wands and earn an extra bonus
wand every 10,000 points. The
game is over when all the
wands have been eliminated.

OPINIONS:

ALAN: Initially, 1 was a lit-
tle disappointed in the dis-
play on this game, but not
after 1 started playing it.
Atari's designers have done
their arcade classic justice
in this VCS version. Itlni%hl
not be as graphically beauti-
ful as the arcade or 5200
versions are, but all the
elements of the play are left
intact and work beautifully.

There isn't really too
much else | ecan say about
this game, except that it's
just as fun as in the ar-
cades. Get it for your VCS.
You'll be glad you did.

MIKE: If, like Alan, you are
expecting the same color and

brilliance of the arcade ver-
sion you will be disappointed
in this one. Most of the
graphiecs are done in rough
blocks that have no resem-
blance to a mushroom. But all
is not lost. Atari's design-
ers did indeed put most of

the feel and action of the
arcade original into this
version of I PEDE,

Everything you really ex-
pect to see is here, however,
with the fleas constantly
pestering you and the scor-
pion running across the
sereen poisoning the mush-
rooms, in addition to the
spider and centipede -- they
just don't look as nice. |

iked the game in the arcades
and enjoyed playing it on the
VOS5 just as mueh.

The sound effects are
fine, and it's a good thing.
They are essential to the

play of the game, since every
individual creature and stage
of the game has its own u-

nique sound effeet. If you
have a rollerball, the con-
trol is excellent, but it is

completely fine with the joy-
stick, too.

I liked the play aetion in
this version. Unfortunately,
a lot of people wcrornostyy
attracted to the graphiecs of
the arcade game, more than
just the overall play. If you
are one of these people, this
one might leave you cold. If
you have a 5200 in addition
to a VCS, that version looks
nicer. Otherwise, | highly
recommend VCS CENTIPEDE. Get
it.

RATINGS :

Concept: Familiar
Graphies/Sound: Fair
Difficulty: Student
Interest:
Nine Months - One Year

REALSPORTS TENNIS

From Atari, for the Atari
VCS, Sears' Tele-Games Video
Arcade and other similar com-
patible video game systems.

REALSPORTS TENNIS is a
video sports simulation for
one player against the compu-
ter or two against one anoth-
er, using the joystick con-
trollers. The object of the
game is to win two out of
three matches.

This video sports game is
played on a vertically-run-
ning court. The gamer moves
his or her on-screen player
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around the court by pushing
the joystick in the desired
direction. Pressin% the red
fire button serves the ball.

Players can make three
kinds of shots in REALSPORTS
TENNIS, a normal shot, a lob
or a smash. Normal shots are
made when the on-screen play-
er is standing still or mov-
ing from side to side. Smash-
es are hit when the player is
running towards the net. Lobs
are hit when the player is
running back from the net.
Shots can also be angled b
hitting them on the tip o¥
the racket. The difficulty
switches allow for either
automatic racket swings or
rackets that swing when the
red fire button is pressed.

Scoring is the same as for
real Tennis. The first play-
er to win six games with a
two-game lead wins the set.
If the score is six-to-six, a
seventh game is added. Play-
ers who win two out of three
sets win the matech. Following
each game, the players switch
sides and serves, according
to official tennis rules.

Players may also program
their names on the on-sereen
scoreboard, using the joy-
stick and fire button to roll
the right combination of let-
ters on the sereen and enter
them. Game options, con-
trolled by the Game Select
switeh, allow for fast or
slow play, for one player
against the computer or two
against one another.

OPINIONS :

ALAN: [t's already been said
that this game 1s in many
respects very similar to Aet-
ivision's own rendition of
the venerable sport. [ agree.
It's very similar,

The display is almost ex-
actly the same, and the play-
er action and rules of the
game are virtually identical
but there are a couple of
differences worth noting. |
found the on-screen players
in this game to be depicted
in a clearer fashion. Their
motions are a bit more life-
like, and they are very res-
ponsive to the player's con-
trollers.

Still, it won't pay you to
buy REALSPORTS TENNIS if you
already have the game by
Aetivision., If, on the other
hand, you don't have tennis
for your VCS yet, you might
like the ability to put your
name on the scoreboard and
prettier display that this
one offers. Otherwise, both

are excellent versions. I had
fun playing it again, You
really should have as good

for yourself,

MIKE: Sports games are always
going to be a top priority

—CONTINUED ON NEXT PAGE—
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with software producers, so
here we have another game of
Tennis, from Atari with love.
This, of course, isn't the
only game of Tennis available
for Vv ﬁlay, but it's by far
one of the best. The graphics
are excellent, and the move-
ment of the players is impec-
cable. On top of that, I
think it plays as well for
one player as it does for
two. It's an all-around good
simulation,

The question is whether we
need another good tennis game
at all. Activision already
has a really fine version on
the market. Atari's graphies
on their new one are a little
better, but they aren't im-
portant to the play, and both
versions, as Alan said, pla¥
very well. Listen to Alan. |

ou already have Activision's

IS, this one isn't for
you., Get it if you have been
wanting a tennis game. Avoid
it if you hate all sports,.
Period.

RATINGS :

t: Familiar
Graphics/ : Excellent
Difficulty: Novice - Student
Interest:
Three - Six Months

JUNGLE HUNT

From Atari, for their VCS,
Sears' Tele-Games Video Ar-
cade and other, similar com-
patible systems.

JUNGLE HUNT is a multi-
sereen jungle action game for
one player at a time, using
the joystick controller. The
object of the game is to
survive through four screens
of obstacles and hazards and
save a helpless damsel from
ferocious cannibals.

Players control Sir Dash-
ly, a fearless jungle hunter.
First he must swing from vine
to vine in the opening scene.
Dashly swings automatically,
and jumps from one swingin
vine to another when the re
fire button is pressed. If
the hero misses a vine, he
falls off the screen and one
chance is lost.

The second screen has Sir
Dashly swimming through a
river choked with crocodiles.
Here, the fearless hunter
swims up and down and from
one side of the screen to the
other when the joystick is
pushed in the corresponding
direction. Crocodiles enter
from the left and swim toward
Dashly. Some of the beasts
swim in a straight line and
others follow an erratie path
that takes them from the
surface to the bottom. The
player's hero can only stay
underwater a limited time
before he must swim to the
surface for more air. An on-
sereen guage displays the
amount of air left in his
lung. He must either avoid
the erocodiles or stab them,
To stab a crocodile, the
player must move Sir Dashly
in for the kill and press the
red fire button at just the
right moment. Eliminated
crocodiles earn the player
points. If Dashly touches one
of the huge creatures, he'll
float to the surface and one

chance will be lost.

In the third sereen, Dash-
ly must jump or duck as dead-
ly bouncing and rolling boul-
ders travel by. He jumps when
the player presses the red
fire button and ducks when
the player pulls down on the
joystiek. The hero runs a-
cross the sereen when the
joystiek is pushed to the
left or right. The larger
boulders bounce. All of the
rolling and bouncing rocks
will smash Dashly 1f they
touch him -- another horrid
opporlunit¥ to lose a chance.

Once all the boulders have
been jumped, Dashly meets the
cannibals, running back and
forth, defending their fresh-
ly-capture white woman with
their spears. The jungle
hunter must jun and j and
avoid the moving cannibals
and their spears to reach
Penelope and save the day --
or be punctured tryin%; If
the cannibals get the hero,
another chance is lost,

Points are earned for
jumping each vine, stabbing
the crocodiles, jumping over
and running under the rocks,
and for avoiding the canni-
bals. The crocodiles are
worth varying point values

depending on which type of
beast the player's hero
stabs. Bonus points are

earned for each section of
the jungle the hero leaves,
and, depending on how much
time is left on the on-screen
timer, for rescuing Penelope.
Gamers start off with five
chances to reach the girl.
Extra lives are earned when
the score reaches 10,000
points.

The cartridge offers two
skill levels, one easy and
one hard. The color/black and
white and difficulty switches
don't affect the play.

OPINIONS :

MIKE: The graphiecs on new VCS
games are %etting so good any
more that, at times, ['m
beginning to think I'm play-
ing on one of the newer super
systems. The graphies on most

new VCS games aren't quite
that good, but the ones em-
ployed in Atari's JUNGLE HUNT
are sure getting close.
They've done a really fine
job of bringing this arcade
game to the home screen. The
movement is very good, es-
pecially in the vine-swinging
scene, [t's just like the one
on the arcade machine!

The problem here is that
the game itself simply isn't
that challenging. It's diffi-
cult enough, on the harder
play level, but | always
thought the whole concept was
weak in the arcades. When it
comes to this type of game
for home play, I prefer Acti-
vision's PITPALL. The graph-
ies on that game are at least
as good, and the scrolling
screen and overall challenge
is a lot more intriguing.

Still, JUNGLE plays
well and there are plenty of
opportunities to score a lot
of points as you are going
through the screens to save
Penelope. 1 don't like the
fact that the screens switch
from one to the other, rather
than scrolling, and you can
only travel in one direction,
but if you liked this one in
the arcades, you'll like it

on your VCS. I'd advise you
to take a look at it.
ALAN: Personally, | think

JUNGLE HUNT and PITFALL are
two completely different
games, [t's true that Atari's
new entry might not be as
challenging for those of you
who can by now breeze through
Activision's earlier release,
but I see both games as being
produced with a bit different
audience in mind.

Maybe I'm wrong, but it
seems to me that PITPALL is
for serious gamers. JUNGLE
HUNT is funright off, with-
out hours of practice. 1
picked up the joystick and
played this one right from
the start, without having to
read the instructions first,
More dedicated gamers might
lose interest in JUNGLE ldi*?
a bit sooner because of this,
but kids and uninitiated
guests will love it.

The game is challenging
enough to hold the attention
of most of you as you happily
run throu%h the jungle. To
top it all off, gtarﬂs
%raphics on this version are

lawless, Those swinging
vines are a joy to watch
though they probably presen{
the easiest challenge of the
entire game,

Give this one a look in
the stores. 1 loved PITFALL
and agree that it's probably
a tougher challenge and every
bit as good as this one, but
JUNGLE HUNT is a job well
done that deserves a place in
some video gamers' libraries,
too.

RATINGS :

Con t: Familiar
Graphies/Sound: Excellent
Difficulty: Student
Interest: Three - Six Months

GALAXIAN

From Atari, for their VCS,
Sears' Tele-Games Video Ar-
cade and other similar sys-
tems.

GALAXIAN is the official
VCS translation of Atari's
arcade space action game,
also recently translated for
Atari 5200 play, for one

amer at a time, using the
joystick controller.

The player maneuvers a
laser canon across the bottom
of the scereen by pushing the
joystick to the left and
right. The cannon fires its
lasers up at the attacking
aliens when the red fire
button is pressed.

The aliens attack in rows
that mareh back and forth
across the top of the screen.
Each fleet, or wave, is made
up of a combination of
drones, emissaries, escorts
and flagships. Flagships and
escorts occasionally leave
the grouping and streak down
toward the player's gun, in
an attempt to collide with it
and wipe it out. If the play-
er doesn't blast the alien
ships and gets out of their
way, they re-join the fleet
at the top of the screen.

Atari GALAXIAN features
nine distinet skill levels.
The first level is slow and
easy and the ninth level is
fast and deadly. The diffi-

culty level also increases
each time the player clears
the sereen of aliens, to

level nine. The left diffi-
culty switeh can be set to
allow for continuous fire or
laser shots that fire one at
a time. Players begin the
game with three laser bases
and earn a bonus base at
7,000 points. The game is
over when all the player's
bases are gone.

OPINIONS:

MIKE: "SPACE INVADERS with
more movement," was my first
thought when I saw this game
in the arcades, what seems
like manF years ago, and |1
fell in love with it right
off. The problem is, as games
ot more complex and demand-
ing, my love for the game
began to dwindle. Now 1 have
no desire to play it for any
prolonged length of time.
This all really has little to
do with Atari's VCS rendition
of this venerable arcade
classie, But it does cover my
feelings about the game in
general.

The graphies on this ver-
sion are very good, for a VCS
game. The movement as the
aliens descend are ver¥
fluid, without any sign o
the jerkiness that I've seen
on some inferior GALAXIAN
knock-offs, and the sound
effects are also good, though
not particularly exeiting.

Action is the most impor-
tant aspect of this game,
though, and the action here
is solid. It starts at a
level that is difficult, but
yet offers hope that you
won't be annihilated before
the first wave has been con-
quered, then escalates to a
point that should keep even
the most hardened of gamers
busy.

So, this version of GALAX-
IAN has good potential and
Atari has done an excellent
job of bringing it to the VCS
screen. But, if you are tired
of such games, it won't offer
you anything new. Get it only
1f you absolutely have to
have it.

ALAN: What else could I say
about an old stand-by like
GALAXIAN, after Mike has said
it all? Yes, this is a good
VCS rendition of an arcade
classic. Yes, it probabl
could have been left wel
enough alone. Period. | never
thought 5200 GALAXIAN was a
necessary release and this
one, though very classy for
what it is, is certainly not
as good as that one.

guess I've just tired of
slide-and-shoots possibly
even more than Mike has. At
least as much. Maybe some of
you would still like to have
this game in your homes. You
will be happy with it if this
is the case. Personally I
wouldn't buy it. Not after
some of the other games I've
played.

RATINGS:
Concept: Too Familiar
Graphics/Sound:

Good - Very Good
Difficulty: Novice - Student
Interest:

One Week - Six Months
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DOLPHIN

From Activision, for the A-
tari VCS, Sears' Tele-Games
Video Arcade, and other simi-
lar systems.

DOLPHIN is an undersea
chase game for one or 1two
players, using the joystick
controllers., The object of
the game is to swim a dolphin
as far as possible, avoiding
a deadly squid that is con-
stantly chasing close behind.

Players make the dolphin
swim up, down, back and forth
on the horizontally-serolling
underwater screen by pushin
the joystick in the desire
lirection. The sea creature
encounters numerous walls of
seahorses with only one small
ypening as it tries to avoid
squid, 1f the dolphin

the seahorses, he
slowed down and the

Lhe
touches

~yi1ll be

squid will get closer or
‘atch him. Unfortunately, the
seahorses usually approach
too quickly for the player to

zet the dolphin positioned to
go tt the single open-
ing. Fortunately, sonic cues
(variously-piteched musical

nes) warn the player of the
pening's position in each
ipproaching wall of seahors-

1 ¥
rough

"Currents," are depicted
1s moving lines that travel
by occasionally., If the dol-

phin touches a "wave" moving
in its direction, it will be
speeded along. If a wave
traveling in the opposite
direction is touched, the
dolphin will be slowed down.
I'he squid 1s also slowed down
or speeded up 1f it touches
the waves,

Every now and then, a sea-
gull flies by overhead. If
the player can make his or
her dolphin jump out of the
water, and touch the gull, it

will be temporarily charged
with the power to turn on the
d and attack it. The

>uiId
dolphin jumps when the red
fire button is pressed, If
the dolphin touches the
squid, it will disappear from
the screen, but only for a
{ew moments.
Points are scored for each
column of seahorses the dol-
phin passes and whenever it
tehes a seagull or attacks
squid.. The cartridge of-
different difficul-

lour

levels, for one or two
ers. Two players take
ns whenever an opponent
dolphin,
OPINIONS:
Being chased by a

MIKE:
i1d through columns of sea-
1sn't really my idea

rood time and this game
't for me. The graphics
rood, but I've come to
expect that from Activision.
DOLPHIN 1s most certainly up

i 6130 3

to Activision's current
graphic standards, but sound
15 what makes this game u-
nique, since it is an inte-
gral part of the overall ac-
tion. Without those sonic
cues you wouldn't have a
chance. The cues are so help-
ful on this game that it
really doesn't take long be-
fore you can react correctly
without thinking about it.

There really isn't much 1
can say about this cartridge
that would make you think I
disliked it, but graphics and
sound aren't the entire story
here. Actually, it could
prove to be a winner with
younger gamers, but 1 can
only sa* this with reserva-
tions, The play might be a
bit difficult for the very
youngest of pIaYers, but even
they will be able to eateh on
so0n enouEh and this might be
what 1 objeet to most. You
really don't want to buy a
game that's too easy to mas-
ter, do you?

Anyone who is serious a-
bout video games will find
this one to be rather dull
from the second day of play.
In the end, 1 have to advise
that you hold off adding it
to your colleection. Activi-
sion has produced many bet-
ter.

ALAN: [ thought DOLPHIN was
amusing, but I must admit it
won't have much staying pow-
er, so far as the interest
level goes. 1 really liked
the idea of making you use
your ears to play and found
the action to be simple but
challenging enough for the
time that 1 played it, but |1
need more than simple play
for points to make me keep
coming back for more. Some
added goals, like the need to
feed, or obstacles, like add-
ed barriers beneath the sea,
would have made the game more
interesting.

Al though DOLPHIN is note-
worthy as the first video
game depending so completely
on audible clues, | can't

recommend i{ for serious
play. There's just not enough
to 1t,

RATINGS :

Concept: New
Graphies/Sound: Good
Di?[iculty: Novice
Interest: One Week

PLAQUE ATTACK

From Activision, for the A-
tari VCS, Sears' Tele-Games
Video Arcade and other simi-
lar systems.

PLAQUE ATTACK is a "cute"
arcade shooting game for one
or two players at a time,
using the joystick control-
lers., The idea of the game is
to protect the player's eight
on-screen teeth from a con-
tinuous barrage of decay-
causing junk food, by shoot-
ing each food i1tem with
toothpaste from a tube, be-

fore time and the toothpaste
runs oul.

The player's tube of
toothpaste starts out full of

"ammo," in the center of the
sereen. The teeth he or she
must protect are above and

below. As soon as the game
begins, the junk food starts

to attack, floating in and
trying to touch the teeth.
The player must use the joy-
stick to move the tube back
and forth, or to point it up
or down, and press the red
button to fire some tooth-
paste at the food and el imi-
nate it before it has done
any damage.
The food attacks in waves,
First it's double cheesebur-
ers, then coney island dogs,
rench fries, strawberry can-
dies, cherry gumdrops, glazed
donuts, candy canes and, fi-
nally, ice cream cones. The
player has only 35 seconds to
eliminate each wave of junk
food before his or her tube
shrinks to nothing. Points
are earned for each food item
destroyed and bonus points
are scored for getting all
the food before time runs
out, More points are scored
for each accomplishment in
each successive wave to level
eight, then it all begins
over again, Gamers each begin
with eight teeth. Bonus teeth
are added to the mouth with
each increase of 2000 points.,
The game ends when a player

loses all of his or her teeth
and runs completely out of
toothpaste.

Game Select switeh options
allow for beginner's or ad-
vanced pln¥, for one or two
players. The Difficulty
switeches make the tube fire
one shot at a time or a con-
tinuous stream of toothpaste,
when the red button is
pressed.

OPINIONS :

MIKE: Now that we've tried to
proteet the world from alien
destruction, humanoid enemy
attack and almost anything
else that could be thought
of, we are now forced to
protect our teeth from decay.
I use the word "forced" be-
cause that's really what it
seemed like to me.

Shooting at some of my fa-
vorite foods with tooth paste
was not my idea of fun. Al-
most anything can be made fun
with the proper applieation,

but the problem with this
cartridge is the fact that
they failed to make it fun.
Period.

The game's graphies are
good and the play in the
upper levels is difficult
but there isn't that edge of

excitement that will make you
keep coming back for another
try at beating your last
score,

PLAQUE ATTAX has a lot of
cute features, but cute alone
isn't really going to get it
any more. There has to be
more to a new video game now
days, and it has to have some
level of sophistication, all
of which this game lacks, or

no amount of play or graphies
will make it appealing enou§h
to own. This is one you would
definitely be better off

leaving on the shelf.

ALAN: | can't help but think
that this game was designed
with very young kids in mind.
Even so, don't think many
kids will play it for long,
if they have anything else
around the house to play on
the VCS instead. AT-
TACK is cute, but it's really
just another slide-and-shoot
with fiends that can be shot
both above and below the
player's gun. 1 didn't enjoy
it all that much and I don't
think you will, either.

In our earlier review of
Activision's SPIDER FIGHTER,
we raked that game over the
coals for not offering any-
thing really new or innova-
tive in the way of slide-and
shoots. PLAQUE ATTACK offers
less. As Mike has already
pointed out so well, it's all
based on a cute idea with
nothing more to back it up.
Look elsewhere for your video
game fun. It's out there to
be had, believe me.

RATINGS :

Cbncept: Too Familiar
Graphies/Sound: Good
Difficu?ty: Novice - Student
Interest: One Week

KILLER SATELLITES

From Starpath, for the Atari
VCS, Sears' Tele-Games or
other similar systems, when
equipped with the Starpath
Supercharger module and any
standard cassette tape re-
corder.

KILLER SATELLITES is an
alien attack arcade action
game for one player at a
time, using the joystick con-
trollers. The object of the
game is to stop all the alien
satellites and bombs before
they reach the city below and
wipe it out.

The game is played on a
horizontal serolling sereen.
Players start out with six
ships, one on-screen and five
in reserve, The ships are
moved up, down, back and
forth by pushing on the joy-
stick in the desired direc-
tion. The ship's guns fire
straight out from its nose
when the red button is
pressed. A city is spread a-
cross the bottom of the
screen, protected by a flimsy
energy barrier that will des-
troy the weaker of the in-
vading satellites, but not
those that are more powerful,

Each ship has a limited
fuel supply, indicated on a
guage at the top of the
sereen, and guns that can
overheat and become inactive,
if fired too often.

Gamers use # narrow scan-
ner just above the main dis-
play to locate enemy satel-
lites and attackers and de-
termine the direection they
must head their ship to find
them. The aliens arrive in a
wide variety of shapes and
increase in number and speed
as higher levels of play are

—CONTINUED ON NEXT PAGE—
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encountered. At the more dif-
ficult levels, meteorites
also fill the sky. These can
eliminate a player's ship if
it collides with one.

Points are awarded for
each enemy satellite des-
troyed, ranging in value from
10 to 90. At the end of each
wave, bonus points are also
awarded for each remaining
ground object, for each wave
completed so far and for each
hundred pounds of fuel still
remaining. The Game Select
switeh allows ?layers to
choose the level at which
they begin playing and the
Difficulty switches control
the speed of the ship and
rate at which the lasers
fire. Players may select
ships with faster or slower
maximum speeds and guns that
fire once each time the red
button is pressed or con-
tinuously as long as the red
button is held down,

Ships are lost if they
collide with an alien satel-
lite or any meteorite, or if
they run out of fuel. The
game is over when all a play-
er's ships are lost,

OPINIONS :

ALAN: This game is extremely
deceptive. The first time I
loaded it into my VCS, | was
visiting with a friend. While
talking with him, 1 fiddled
with tEe joysticks and made
it through level 8 without
blinking an eye. "Too sim-
ple,” 1 thought, and put it
away for a little while.

Then I sat down to play
KILLER SATELLITES without
distraction. Again, things
started out easily. What 1
hadn't noticed before, while
talking and playing at the
same time, was the way the
action literally lulled even
the serious player into a
false sense of security. Lev-
el eight is easy to reach,
but from there on things get
heated, but never quickly e-
nough to discourage. 1 liked
that.

What we have here is a
ame that is very akin to
EFENDER at about half the

price and pace. The differ-
ence is the fact that KILLER
SATELLITES is a lot simpler.
Things start out at a more
manageable pace and build
slowly to almost the same
fever piteh -- but not until
wave 16 or so. I liked that.

I also liked the erisp
colorful graphie display. The
simplified radar scanner at
the top of the screen was
less confusing than DEFEND-
ER's, too.

[ don't think KILLER SAT-
ELLITES is a game for the
die-hard video gamer., It
Tighﬁ not hold thEI% interest

or long. But -- i ou go
frustrated with DEFENBER af-
ter a while, but like some-
thing that piays in a similar
manner, this one might be for
you.

MIKE: Was there anything be-
fore DEFENDER was created? It
seems as though everyone is
trying to come out with a
DE%’E!%DER clone, and some
haven't done it too well,
Starpath, however, has done

some things with this game
that haven't been done be-

fore, while repeating a lot
of the similar characteris-
ties that have been done a
whole lot better. KILLER SAT-
ELLITES offers no smart bombs
or h¥?erspace to get you out
of all the trouble you will
undoubtedly get into. In
fact, there's very little in
this cartridge to help you at
all.

Since you start out with
plenty of ships, and new ones
aren't too hard to come by,
it's fairly easy to get along
quite well in the lower le-
vels, just as Alan has point-
ed out. Keep in mind, how-
ever, that there are 99 skill
levels available and you can
pick the level at which you
wish to start or go from the
beginning up. This was one
new twist to the old theme
that I really liked. You can
easily skip all the eas
stuff if you are §ood enoug%
and jump right out of the pan
into the fire, and the fire
ﬁets really hot at the higher
evels.

The graphiecs here are
good, but not really excel-
lent. They are a lot better
than on the first few games
Starpath produced, however,
and each new game from them
seems to get better. 1
thought the radar screen at
the top could have been left
out for all the good it did
me in the higher levels, and
in the lower levels it wasn't
real ly needed.

Give this one some consid-
eration. It's not a barn-
burner that you have to rush
right out and buy, but it
really is worth playing. If,
however, you are tired of all
the DEFENDER clones, you
might want to save your mon-

ey.
RATINGS:

Con t: Too Familiar
Graphies/Sound: Good
Difficulty:
Student - Graduate
Interest: Six Months

G.l. JOE COBRA STRIKE

From Parker Brothers, for the
Atari VCS, Sears' Tele-Games
and other similar systems.

G.I. JOE OOBRA STRIKE is a
military arcade action game
for one, two or three players
at a time, using the paddle
controllers (or the paddle
controllers and one joystick
controller, in the three-
player game). The object of
the game is to stop a giant
cobra snake from wiping out
four G. I. Joes and, if pos-
sible, to destroy the snake
in the process.

The display consists of a

number of reeruits running a-
Cross
screen,

the bottom of the
from one barracks to

the other, while a gigantic
cobra slithers back and forth
across the top, One anti-
aireraft gun is located on
either side of the middle of
the screen, Two shields, one
for use by each cannon opera-
tor, are also located at the
scereen's center.

The giant cobra begins im-
mediately firing its deadly
venom down at the running re-
cruits as it slides back and
forth. The snake spits ran-
domly but often. Recruits
that are hit are eliminated
from the screen. In higher
rounds of play, the cobra
also shoots laser beams that
have the power of capturing a
recruit and carrying him up
off the screen.

The pla¥er or players, if
they are fighting on Joe's
side of the line, must try to
stop the venom before it
reaches the recruits, by
sliding a shield between the
deadly stuff and its intended
vietims. The shields move
back and forth across the
center of the screen when the
paddle knob is turned in the
corresponding direction. Each
player takes control of one
gun and one shield.

The guns are fired when
the red button is pressed and
the resulting single shot can
then be guided, until it
explodes, bY turning the pad-
dle knob, Players must try to
hit the cobra in the eyes. If
the cobra is hit eight times,
it is destroyed, only to be
replaced by another, more
fierce and faster moving than
the last. In the higher
rounds of play, a series of
three rising notes will
sound. This i1s the player's
signal to shoot the cobra be-
cause, at that moment, one
hit will destroy him, earning
the player a 10,000-point
bonus.

Players who choose to con-
trol the Cobra use a single
%oystick to move him back and

orth across the sereen, and
spit venom by pressing on the
red fire button. Pulling down
on the joystick will activate
the snake's laser beam. The
cobra player must try to hit
four G.1. Joe recruits before
the other player or players
destroy him. In this mode,
the game is over when the
four recruits are gone or the
cobra is destroyed. In regu-
lar play, the game progresses
from round to round until the
Cobra has destroyed four re-
cruits,

OPINIONS:
MIKE: My goodness! [ never
expected to see G.I. Joe bat-

tling an oversized cobra that
18 spitting venom on poor un-
suspecting recruits! And what
stqgid recruits they are!
hroughout the battle

they insist on running out of
the barracks, even with immi-
nent danger lurking just
overhead and only G.1. Joe to
protect them, with a shield
that doesn't move all that
well across the middle of the
screen.

Seriously, though, the
graphies on this game are
very good. The movement of
the men across the bottam of
the screen is extremely life-
like and that menacing cobra
is beautifully depicted.

Unfortunately, the graph-
ics are about the only good
thing about this game, The
rest is left to poor movement
and really very little ex-
citement, What we have here
is a video game that revolves
entirely around a licensed
name and superb graphics,
with ligtle else to offer.
The shield is very hard to
control even at the slowest
speeds and at the fastest
level it is almost impossible
to do anything with it. I'd
g_il{ﬁ%est that G.I. JOE OOHBRA

KE be left to those with
nothing better to do with
their time and money.

ALAN: For the most part, |
have to agree with Mike on
this one. The overall concept
is ridiculous by real-life
standards and the game itself
is far too difficult to play
for the young market it was
aimed at. Still, a lot of
video games are based on
ridiculous concepts and the
Fraphics on this one were
antastic -- so I overlooked
my first impressions while I
tried toglay it.

| said tried, didn't 1?7
That's what 1 spent the bet-
ter part of my first two
hours doing. Trying to get
the hang of moving that
1%$#@*&' shield and shooting
my gun. After a while, 1 got
the hang of it, but the chal-
lenge of the game itself
really wasn't worth it.

My five-year-old son is
really into G.I. Joe, so I
made a point of playing the

ame with him. We had some

un, but [ soon noticed that
I was the one doing all the
firing and sliding. He was
fiddling with the paddle con-
trollers, trying to figure
out how to make it all work.
No amount of instruction from
me made it any easier for
him.

In conclusion, let me say
that this is a superb example
of the kind of graphies the
VCS is capable of, and how
little memory is left in such
instances for an interesting
game. G.I. COBRA STRIKE is
important because of its
one,two or three-player op-
tions, controlling one or
both of the guns and/or the
snake itself, but I think it
should be left for the histo-
ry books. The name of the

game is play and this one
doesn't really have much.
RATINGS:
Concepl: New
Graphics/Sound: Excellent
Difficulty:

Student - Graduate
Interest: One Week

SKY SKIPPER

Fram Parker Brothers, for the
Atari VCS, Sears' Tel e-Games
Video Arcade and other simi-
lar systems.

This is an arcade fly-
ing/rescue game for VCS play,
for one gamer at a time,
using the joystieck control-
lers. The object of the game
is to rescue animals in a
larger-than-the-s¢reen maze,

—CONT INUED ON NEXT PAGE—
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scoring as many points as
possible along the way.

Gamers must pilot an air-
plane, using the joystick to
move it up, down, left and
right, around a vertically-
scrolling maze that is rough-
ly twice as tall as the TV
screen. A number of animals
have been captured by evil
gorillas and are being held
in cages. It is the player's
mission to rescue the ani-
mals,

The gorillas stand on
ledges within the maze, To
open the animals' cages, the
player must fly the J)lane
over one of the apes and drop
a bomb on it, by pressing on
the red fire button., If hit,
the gorilla will be tempo-
rarily knocked off its feet
and the cages will open,
Then, the player has a limit-
ed amount of time to collect
the freed little creatures.
As the plane touches the
captives, they are picked up.
Soon, the gorilla will get
back on its feet and the
animals will be returned to
their cages.

Each ?lnne has a limited
amount of fuel, monitored on
a guage at the bottom of the
sereen., If of one each of all
the different types of cap-
tured animals is rescued, the
player will get a full tank
of gas. When the fuel guage
reaches zero, the plane will
crash. White clouds also ap-
pear in the maze from time to
time, Running into these
or the walls of the maze --
will also crash the plane.

Points are scored each
time a gorilla is knocked off
its feet and for each animal
rescued. Bonus points are
awarded for rescuing one of
each type of animal. Extra
planes are earned for each
10,000 points scored.

When all the animals have
been rescued, the action
moves on to a more difficult

maze, with clouds, a speedier
plane and fuel that 1s con-
sumed faster. The game is

>ver when all the planes are
gone.

OPINIONS :

ALAN: This is a hard game to
play. 1 had some fun trying,
it a very limited amount,
I'm not sure why. Possibly
1t's the lack of really good
graphies, and maybe 1t was
the sheer repetitiveness of
the overall play. Whatever
reason, lI've seen a lot

1

the
of better games for the VCS
and expect there will be
more.,

The play is tough and I
defy anyone to sit right down
and master it in a short
while. SKY SKIPPER does have
that going for it. But 1
doubt that many serious gam-
ers will enjoy it.

MIKE: | really thought the
days of looking at something
as simple and archaic as this
were long gone but, as usual,
I was mistaken. Here's an-
other one,

The graphies, for the most
part, would have been bad by
the standards that were es-
tablished a year ago, though
the movement of the plane was
not that bad. The sound ef-
fects were up to par with
other games now entering the

market, but not really super-
ior.

Those of you who abhor
"violent" video games (and 1
think that's another subject
entirely), might appreciate
SKY SKIPPER because there's
nothing violent about it,
really. You just hit the ape
on the head and go rescue
animals until he gets back u
on his feet. Sounds kind o
like the car chases on TV
lately, with all kinds of
serious wrecks but never an
injuries, doesn't it? 8§
SKIPPER is just as dumb as
those chases, but not nearly
as exciting.

I can't pinpoint an age
group that might find this
one amusing, I'm afraid to
say. Neither of my own chil-
dren could stand it, and 1
didn't care for it, either.
['d say SKY SKIPPER is a
definite "no go." If you must
have it, wait a while. It's
bound to get cheaper soon.

RATINGS :

Concept: New
Graphies/Sound: Poor - Fair
Difficulty:

Noviece - Student
Interest:

Yawn!!! - One Week

MASTER BUILDER

From %Egctrn Video, for the
Atari , Sears' Tele-Games
Video Arcade and other simi-
lar systems.

MASTER BUILDER is a video
construction simulation for
one player at a time, uti-
lizin$ the joystick control-
ler. The object of the game
is to remember blueprints and
contruct as many as five dif-
ferent buildings in games
with either limited bricks or
time, before running out of
construction workers.

As the game begins, one of
five different buildings will
flash on the screen, but only
for about five seconds. Then
the pla¥er has to construct
the building pictured, with
bricks that are gathered
whenever the construetion
worker touches either side of
the sereen. All buildings are
built from the bottom up.

Once the bricks are col-
lected, the player makes his
or her construction worker
lay them in their proper
places by pressing the red
fire button, when the on-
screen worker is standing
where the player wishes the
brieks to be placed. The
worker can only hold a few
bricks at a time, so he has
to keep going back for more.
A ladder in the center of the
screen can be used to elimb
to higher levels as the lower
rows of bricks are laid. The
worker climbs up and down the
ladder when the joystick is
pushed up or down. Improperly
placed bricks can also be
picked back up and replaced
using the red button.

While the worker is busy
construeting the building,
his progress is hampered by a
dog and a little boy. One
construction worker will be
lost if the dog touches him,
so he must elimb the ladder
or jump over the dog, when
the player pushes the joy-

stick up and to the right or
left, to avoid him, When the
worker is on the ladder, a
little boy can run out from
the side of the screen and
push the ladder out from
under him. The resulting fall
will also eliminate the work-
er, so he must be moved onto
the building and off the
ladder when the kid appears.

As the building grows tal-
ler, a storm will move in
overhead and send deadly
lightning bolts down from
time to time. If lightning
flashes while the builder is
on the top row of bricks,
he'll be eliminated. One row
of bricks is eliminated from
the building each time the
lightning flashes,

Gamers each start with
four construction workers,
The cartridge allows for a
choice between play against
the clock or with a limited
supply of bricks. Points are
scored for each building that
is completed, including a
bonus that is proportional to
the number of bricks remain-
ing after each building is
completed, The game is over
when all the builders are
eliminated or when the eclock
or brick supply runs out.

OPINIONS :

MIKE: This is a game that is
as unique in concept as video
games themselves were a few
years ago. With the plans
planted firmly in your mind,
you have to recreate the dis-
played blueprint and build a
building. This isn't easy to
do with the dog and kid
trying to stop you and the
lightning undoing what you've
already done. The graphies on
this game are good and the
movements of the builder are
very realistie as he runs
from side to side, picking up
bricks and trying to get that
building up.

The problem with this game
comes from the overall con-
trol of the builder himself,
[t is veri hard at times to
move to the appropriate spot
to lay the bricks. This usu-
ally occurs when you have
only one brick down, rather
than an entire row of them.
While you are fighting the
controller, there is nothing
else you can do. Since the
dog and kid can't c¢limb the
ladder, there isn't much else
to do up on the building but
lay bricks, This makes things
pretty aggravating when the
builder 1s stuck and you
can't get him free,

In the end, 1'd have to
say this is a near miss. The
concept and the graphies are
good but the problem 1 had
with the controller are so
bad, at times, that this just
can't be overlooked. If you
are willing to put up with
HELICOPTER
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the hassle, youmight take a
look at MASTER BUI It's
a refreshing concept.

ALAN: 1 had some problems
with the controller, too. As
I stepped off the ladder to
lay some bricks, the con-
struction worker would occa-
sionally not move as I had
intended, and he would get
stuck. I did manage to free
him after a bit of fiddling,
by picking up the bricks and
replacing them behind him,
when 1 could get the control-
ler to respond well enough to
make him carry out this ma-
neuver.,

My main complaint was with
the difficulty I had remem-
bering each blueprint, after
it was flashed on the screen
for sueh a short time, and
following through building it
correctly. The only way a-
round this is to look at the
illustrations in the instrue-
tion booklet very carefully
before you begin, but even
these pietures won't tell you
a lot about the exact config-
uration and location of the
bricks for each plan. Conse-
Syently, playing BUIL-

ER very often will most
certainly improve your mem-
ory! You might find this to
be a major benefit of buying
the game,

I agree the concept and
graphics are excellent, and I
think Spectra Video has a
good game here, but the con-
trol of the man is frustrat-
ing to the point of putting
me off, too. It works a bit
better with Wico's improved
VCS joystick, but there are
still some problems that must
be carefully considered be-
fore you buy this one. I wish
it had worked better, because
this one really is different.

Look at it. Don't buy it
until you've tried 1t a
while.
RATINGS :
Coneept: Original
Graphiecs/Sound:
Good - Ver¥ Good
Difficulty:

Student - Graduate
Interest: One - Three Months

SUB SCAN

From Sega, for the Atari VCS,
Sears' Tele-Games Video Ar-
cade and other similar sys-
tans.

SUB SCAN is a sea battle
arcade game for one player at
a time, using the joystick
controller. The player must
move a destroyer across the
top of the sereen and drop
depth charges on enemy sub-
marines that pass below. The
object of the game is to
eliminate as many subs as
possible before ten have made
1t across the screen without
being blasted.

The player moves his or
her destroyer back and forth
bﬁ pushing the joystick to
the left or right. Depth
charges are dropped whenever
the red fire button is
pressed. The charges drift
slowly toward the bottom of
the sereen, making the lower

—CONTINUED ON NEXT PAGE—
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subs harder to hit. The play-

er is limited to four re-
leased depth charges on-
screen at the same time,

Enemy subs enter the
screen In a variety of num-
bers and groupings. A small
scanner at the bottom of the
scereen can be used to monitor
their approach before theY
actually appear. A specia
bonus sub travels across the
very bottom level from time
to time. Hitting this one
allows the player to collect
an on-screen bonus that is
accunulated by sinking the
other on-secreen subs., The
longer the bonus sub is al-
lowed to travel across the
sereen before it is des-
troyed, the higher the bonus
will go.

The game continues until
ten enemy subs safely leave
the sereen. The player's ship
and depth charges always
travel at the same speed
throughout the game, but the
enemy subs speed up as the
gamer's score climbs., The
cartridge offers no other

skill or player options.
OPINIONS :

ALAN: | was expecting a lot
from Sega's entry into the
home video game field, but
was a bit disappointed by
this first entry of theirs.
The graphies are nice and the
movement and sounds serve
their purposes well, but the
overall play lacks the kind
of challenge I've come to
expect.

The subs are hard to hit,
especially as the skill level
climbs, and the bonus sub is
even harder, but there's just
not enough happenin% here to
keep me playing it for long.
SUB SCAN of¥ers very simple
play and might be a decent
game for younger players or
those just getting into video
game action, but there is
something missing -- possibly
an extra obstacle or maybe a
surface enemy to avoid or
hit. An end goal or second
sereen might have been nice.

Sanething.
I have high hopes for

Sega. They are great innova-
tors in the arcade video game
field, and obviously have all

the skills necessary to pro-
duce fine-looki home video
games that work well. Now

they 1ust need to improve the
overall playability. SUB SCAN
isn't much of a game.

MIKE: This is the first game
from Sega that I've played
and I must say that I was im-
pressed -- but only to a cer-
tain degree. The graphies on
this game are very good, but
the problem comes from the
game itself, I have to agree
with Alan here.

The game play on SUB SCAN
seems to be a throw-back to
earlier VCS games. It's very
slow-moving and doesn't real-

ly build to the level of
excitement that would inter-
est most serious video gam-
ers. Sega has done a good job

of bringing a game this sim-
ple to the screen with a
little extra flair, but, as
Alan pointed out, there isn't
much game to be had here. |
really can't recommend that
you buy it.

RATINGS :

Concept: Familiar
Graphies/Sound: Good
Difficulty: Novice - Student
Interest: One week

SPACE PANIC

From Coleco, for their Cole-
covision video game console.

SPACE PANIC is an arcade
climbing game brought home,
for one or two players at a
time. The object of the game
is to eliminate all the space
monsters on each screen be-
fore the player's spaceman's
oxx%en runs out.

he game is played on a
display of four horizontal
floors that are intersected
by a number of ladders of
various lengths. The player
controls a spaceman by push-
ing the Coleco joystick back
and forth, He climbs the
ladders up and down when the
joystick is pushed up and
down.

A number of alien beings
also a?pear on the secreen
right from the start, and
hmncdialely begin pursuing
the player's spaceman. The
spaceman can't jump or shoot
the aliens, but he can dig
holes in the floor for them
to fall in, then cover them
up, to eliminate them. He
digs a hole where he is
standing when the player
presses the left side button,
and covers the alien up when
he or she presses the right
side button. When an alien is
covered up, it falls through
to the floor below it and is
eliminated. Creatures not
covered up will work them-
selves back out of a hole
and, after skill level one,
re-enter the game as tougher
mosters than they were be-
fore,

There are three types of
aliens the player will en-
counter. "Creature" must fall
through one floor to be elim-
inated. "Boss"™ must fall
through two floors (the play-
er's spaceman accomplishes
this br digging two holes,
one below the other). "Don,"
the third space being, must
fall through three floors to
be eliminated. The creatures
appear in waves, starting
with three "Creatures," then
five, then seven, then two
"Creatures" and a "Boss," and
S0 on, in successively more
difficult combinations, when-
ever the player clears a
screen of all the extrater-
restrials, The ladders are
also placed differently in
each new wave of aliens.

An on-screen timer dis-
plays the amount of air the
gamer's spaceman has remain-
ing in his oxygen tanks. If
the tank gets to "Empty"
before all the aliens have
been eliminated, he staggers
and falls, and must be re-

placed by a reserve spaceman,
if any are remaining.

Points are earned for e-
liminating the aliens. The
number of points earned for
covering up each monster de-

ends on how many floors it
alls through. If a monster
falls on another monster,
bonus points are awarded and,
usually, both creatures are
eliminated at the same time,
Bonus points are also awarded
for oxygen remaining in the
spaceman's tanks when all of
the space creatures have been
eliminated. Bonus spacemen
are awarded when a player
earns 5,000 points,

The cartridge offers four
different skill levels, for
one or two players at a time.
Players each start out with
five spacemen in level One
and three in levels two
through four. The game is
over when all of the spacemen
are gone.

OPINIONS :

MIKE: This is another really
good climbing game from Cole-
co, It seems they are really
good at bringing climbing
ames to the home sereen and

PACE PANIC is no exception.
The graphies are superb, ren-
dered in fine detail with
outstanding movement of the
spaceman, who is quick and
responsive to the controller.
It is this excellent response
that really pleased me while
playing this one. I get very
irritated when I can't make
my character do what 1it's
supposed to, and indeed it
detracts from many otherwise
fine video challenges I have
seen. A nice touch of humor
has been added in Lhe graph-
ies and play, especially when
the spaceman runs out of
oxygen. You have to see that
to believe it,

SPACE PANIC presents us
with a refreshing new look
and challenge in the genre of
climbing games. It starts out
very easy and doesn't get so
hard so quickly, in the lower
levels o plag, that younger
gamers won't be able to man-
age it and have some fun,
too. A lot of strategy is
involved in the actual play.
It'l1l keep you interested for
many months. When you get to
where you must drop "Don"
through three floors, knowing
what you are doing before you
do it becomes very important.

Go get this one. All the
people ['ve played it with
are as excited about it as |
am. It looks like a sure
winner to me.

ALAN: SPACE PANIC is a closet
classic from the arcades that
had such a strong cult fol-
lowing it spawned a number of
computer-format copy-cats,
most of which have done quite
well. The only thing I can't
understand is why 1t never
became a full-blown arcade
hit. I never played SPACE
PANIC in the arcades, but if
that version played anything
like the Colecovision game
does, it should have been a
hit of major proportions,

I really love the sense of
humor utilized in the dis-
play, the overall movement
and the sound effects. As
Simple as it might sound from
the description above, this
game gets so complex, as the

-

1UP a8 L] 2UP a8
OXVGEN -
AEMAINING BAR fly — 'CREATURE" (RED)

e S s B s b S
- “BOSS" (GREEN) | l |

S Pt Pt e

MIRDER

SPACE MONSTER

skill level increases, that
it often requires chess-1like
strategic thinking, at about
200 miles an hour, to get rid
of all those pesky space
eritters. As Mike pointed
out, the way the spaceman
runs out of oxygen is so
amusing it'll make you commit
"suicide" several times, just
to see it again.

I haven't heard a lot of
publicity about this one yet,
though it's been available
for a while as of this writ-
ing, but | prediet it will

ick up a lot of enthusiastic
ans as word about it
spreads. Hop on the band-
wagon. SPACE PANIC is a riot.

RATINGS :

Concept: Familiar
Graphies/Sound: Excellent
ifficulty: Student
Interest: One Year

GORF

From Coleco, for their Cole-
covision video game console.

QGORF is a space invasion
arcade game, for one or two
players, The objeet of the
game is to eliminate a vari-
et¥ of alien ships on three
different screens, to reach
the alien flag ship in the
fourth sereen and do it in,
too.

This game is the same as
the arcade version, and is
also similar to others, now
reaching other home video
game formats as well. The
player uses the Coleco joy-
stick to move his or her ship
back and forth, or up and
down the lower half of the
screen, Pressing either side
fire button fires the ship's
lasers up at the extrater-
restrial attackers.

The first screen is the
Astro Battle. The player's
ship is protected by a bub-
ble-shaped shield. Three
lines of alien ships march
SPACE INVADERS-style down at
it, firing their own lasers
that chip awar at the shield
and eventually find their
mark, eliminating the play-
er's ship if possible. The
second screen is the Laser
Attack, featuring a cluster
or clusters of alien ships
around an enemy laser ship or
ships. These move all over
the screen, firing and elimi-
nating the player's ship if
they can touch it or Hit it
with their lasers. The laser
ship fires a solid stream of
deadly laser fire. The third
screen is the Space Warp.
Here, alien attackers leave a
space warp tunnel, one at
a time, swinging around it in
widening circles and firin
at the player's ship «unti

—CONTINUED ON NEXT PAGE—
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they either hit it or touch
it as they leave the screen
safely, unless the player can
eliminate them first. The
fourth secreen is the Flag
Ship. Here, the giant alien
mother ship moves slowly back
and forth across the top of
the sereen, firing down at
the player's ship below, pro-
tected by a bubble-shaped
shield the player must first
chip away. The large alien
vessel is chipped away with
every hit from the player's
guns, until it's internal
reactor is hit or it does the
player's vessel in.

All the aliens on a pre-
vious screen must be elimin-
ated before the action moves
on to the next one. If all
four missions are completed,
the game begins again, with
each new scene a tougher
challenge than in the round
before. Points are awarded
for eliminating alien robot
ships, saucers and fireballs.
Four skill levels are of-
fered, for one or two play-
ers. Each player starts with
five ships and bonus ships
are awarded for completing
all four rounds. The game
ends when players lose all
their ships.

OPINIONS :

MIKE: This is yet another Co-
léco home version of an ar-
cade classie, brought to the
screen with a great deal of
care and accuracy. The ques-
tion here, as it was in all
versions, is whether or not
the game was really that good
in the first place. The ar-
cade QORF just a conglomera-
tion of all the space arcade
games that were most popular
at the time it was released,
rolled into one. This might
be ok with you, if you liked
all the games this one brings
together. It wasn't that
great for me.

Basically, GORF is a slide
and shoot with multiple
sereens. This sets it above
most similar games for home
play right of . At least you
aren't stuck with shooting
the same aliens a million
times each. You only have to
shoot them a hundred thousand
or so. The weakest and most
boring sequence in this game
is the attack on the mother
ship. The most exeiting part,
and the most beautiful graph-
ically, is the laser attack
and even it isn't really all
that exciting., Not any more,
anyway.

The overall performance
here is good, but, as I have
already pointed out, the ex-
citement just doesn't seem to
be there for me, It's defin-
itely not the kind of game
you will want to rush right
out and buy. Give it eareful
consideration before you
shell out your money. If my
kids are any indication, the
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youngsters will have a good
time with it, but I'm not
sure at what age this fasci-
nation will cease, Colecovi-
sion GORF is a good home
version of the early arcade
classic, but it's most defi-
nitely not another DEFENDER
or V!ﬁEUARD.

ALAN: | reluctantly agree.
Coleco has done a superb job
of bringing this classic tc
the home, with all the detail
and color of the arcade orig-
inal, but I wonder why ev-
eryone is so eager to put it
on your TV,

guess it's my loss of
interest in slide-and-shoots,
I'm tired of them, even if
they have four different
screens, Period. Even the
crisp graphies and true-to-
the-arcade music and play on
this one didn't help all that
much.

If you are looking for a
slide-and-shoot with some-
thing different, this one is
?robably the best you can

ind for your Colecovision,
I1f you are like Mike and I,
there are a lot better games
already available or coming
soon. You might just want to
save your money.

RATTNGS :

Coneept: Too Familiar
Graphies/Sound:
Good - Very Good
Difficulty: Novice
Interest:
One Week - One Month

PEPPER 1l

From Coleco, for their Cole-
covision video game console.

PEPPER I1 is a home ver-
sion of the zipper-zipping
maze arcade game of the same
name, for one or two players.
Players run around four dif-
ferent mazes, trying to zip
around all four sides and
enclose each of the number of
rooms in every maze, while
avoiding deadly roaming eyes
and a Zipper Ripper that
tries to undo the good the
player has already done.

The game features four
separate mazes through which
the player's Pepper ecan roam,
controlled by the joystick.
Each maze is made up of a
number of various-sized
rooms. Pepper travels the
sides of these rooms, on
tracks that look like zip-
pers. As he travels along a
wall, the zipper zips up, by
changing colors behind him,
If he can safely zip all the
way around a room, it fills
up with kaleidoscopic colors.
But the player has to
watch where he or she is
going. Pepper can unzip his

own tracks, if he travels
back over them the wrong way
before all the walls have

been zipped around a room.

The player has to move
fast, too, because the Roam-
ing Eyes soon enter the maze
and begin chasing Pepper
down. They'll eliminate him
if they can toueh him, so
quick action must be taken to
avoid them at all costs. The
Zipper Ripper also starts
ripping his way around the
maze in the upper levels of
play, undoing any zippers
Pep?er has zipped up, if they
don't completely enclose a
room, and eliminating Pepper
if he can touch him.

Each maze also has four
exits, through which Pepper
can sfip whenever the going
gets hot, or when he's com-
pleted a maze. Pepper can
jump from one of the four
mazes to another as often as
he likes, and the eyes and
ripper won't follow for a few
moments, but any rooms that
haven't been completely
zipped up will be unzipped
when he returns.

Some of the rooms contain
pitehforks. If Pepper can en-
closed one of these, he'll be
able to eliminate the Roaming
Eyes for a few moments. Other
rooms contain various bonus
prizes that add extra points
when they are zipped up
tight.

Players start out with
five Peppers in level one and
three in the others. Points
are earned for every wall
that's zipped, and for elimi-
nating eyes. Bonus points are
earned for enclosing all the
rooms in a maze and a Super
bonus and extra Pepper is
earned for completing all
four mazes. Extra Peppers are
also earned for every 15,000
points the player collects,
Then the action moves on to
four new mazes, but this time
the tracks can temporarily
disappear on occasion, leav-
ing only the intersections
visible to guide the player.
The longer a player spends in
any one maze, the faster the
adversaries move,

Four skill levels are of-
fered, featuring beginner's
play, near-arcade level, ar-
cade level and harder-than-
the-arcade level action. Two
players take turns each time
one loses a Pepper, maintain-
ing separate scores. Each
time all four mazes are com-
pleted, another four, harder
than the last, are presented.

OPINIONS:

MIKE: For many months, the
PEPPER I1 arcade machine ate

IﬂY quarters, until theg fin-
ally took it away, citing a
lack of players, thinking

they could make more money on
some other machine. This 1s a
very faithful adaptation of
the arcade game, even at
level two. Level one is far
too easy for anyone that has
played the game in the ar-
cades. The graphies here are
just as good as on the arcade
version, but the sound ef-
feets are off as far as the
timing goes, when you are the
eater rather than the eatee.
This is a very minor problem,
however, that can be adjusted
for with very little play,
All is not well with this
cartridge, however. Plan to
dig out your old Atari joy-
sticks, 1f you have any, be-
cause that 1s the only way
you will really enjoy the

control of your Pepper. The
original Coleco controllers
are far too hard to use with
the fine quick movements that
are required to ?lay this
game well. So -- plug in the
old "standards," after se-
lecting a game option with
gour Coleco controller, and
e prepared to have a lot of
fun.

I'm not really a lover of
maze games, but this one is
different. It seems to be a
very warped version of the
game AMIB\IL It's warped in
the respect that the maze
disappears a lot in the
higher levels, and you have
to really memorize where the
tracks are, preparing for
this usually-untimely event.
If you like maze games at
all, then this is going to be
a cartridge you will cherish
for a long long time,

ALAN: Bravo, Coleco! It
takes one heck of a maze game
to make Mike happy and this
is just the one to do it, 1
loved it, too. But, then
again, I'm just an uncontrol-
lable maze freak,

The graphies and sound ef-
fects on this one are great,
es?ecially when you fill in
all those rooms and get a
bonus. What a treat! It looks
like a psychedelic quilt with
colors that move. The action
is tense, too, because not
only does Pepper run fast,
but the Roaming Eyes are

awfully quick. It takes a lot
of rapid thinking -- and luck
-- to make it through four of
these mazes, especially when
you hit level two and the
tracks start disappearing.
But the rewards make it all
worthwhile.

I didn't have as much
trouble with the Coleco con-
trollers as Mike did, but I
never plﬁyed this one in the
arcades, That might make the
difference. I had a little
trouble getting Pepper to
stay in one maze when he was
near an entrance and I had to
move fast, but I soon mas-
tered the necessary technique
and was flying through those
mazes before I knew it, en-
closing pitehforks, eating
eyes and jumping from maze to
maze. You will be, too, if
you give it just half a
chance. Enjoy this one. It's
a maze chase that's well
worth the price. If you like
mazes like 1 do, 1 doubt that
you'll ever tire of it.

RATINGS :

Concept: Familiar
Graphies/Sound: Excellent
Difficulty:
Student - Graduate
Interest:

One Year - Infinity
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SPACE FURY

By Coleco, for their Coleco-
vision video game console.

SPACE FURY is a space ac-
tion arcade game for one or
two players. The object of
the game is to eliminate as
many of the alien commander's
ships as possible before your
own ships are destroyed,

Once the game option has
been selected and the game
begins, the Alien Commander
challenges the player to bat-
tle. Then the gamer's ship
appears in the center of the
sereen. In round one, alien
scout ships come together to
form larger ships that can
eliminate the player's vessel
on contact or with their
deadly fireballs, The player
must rotate the ship with the
joystick and fire at the
enemy by pressing on the
right-hand side button. The
left fire button activates
the ship's thrusters, pushing
it through space in the di-
rection it was last pointed.

Once all the alien attack-
ers have been vanquished, the
display changes to that of
the docking mode. Here, the
player's ship is surrounded
by three "mother ships." The
gamer must rotate the ship
and point it toward one of
the mother ships, then acti-
vate the thrusters to dock
with it and gain extra fire
power for the next round of
play. Each dockingtgives t he
player's guns a different
kind of super-energized fire

ower, such as the ability to

ire forward and backwards at
the same time, or to fire
double laser bursts with
every press on the left-side
button. A docking mode pre-
cedes each new round of ali-
ens. If a docking isn't ac-
complished during this sec-
tion of play, the gamer must
take on the next round of a-
liens with only the single
laser guns he or she started
with.

In the following rounds,
the Commander sends out his
cruisers, then his attackers.
[f the player survives all
these, he or she must take on
the entire fleet. Throughout
it all, the player is given
only three chances to dock
with three different mother
ships before each round.

The play is for points,
which are earned for each
ship and fireball the player
eliminates. Each target is
worth more points in each
successive wave. Bonus points
are also earned for time
remaining on a timer at the
end of each round. Gamers
each start with five fighters
and earn bonus fighters when
they reach 20,000 points, The
game ends when all the fight-
ers are gone,

OPINIONS :

MIKE: At times the arcade
version of this game really
lives up to its name, with a
blinding furY of colors and
all the simplicity of a bad
dream, Coleco has done an
excellent job of bringing
this one to the home screen
though it does lack some of
the visual sharpness of the
arcade original. It also
llacks some of the blinding

speed and overall difficulty.
This isn't really a negative
comment; just my way of
pointing out the fact that
this home game is not really
the same as the arcade(fame
of the same name, regardless
of what is printed on the
box.

In spite of the afore-men-
tioned shortcomings, this is
really another fine transla-
tion from Coleco. SPACE
FURY's just a game that
doesn't translate to the home
screen without losing some-
thing. The arcade game 1is
presented on a vector screen
and your TV has a rastof
scereen, That's at least a
mile of difference.

The color is here, though,
and the action is almost the
same, but it lacks the full
brilliance of the arcade ver-
sion and this will disappoint
some of those who buy it hop-
ing for Coleco's usual arcade
duplication. In my opinion,
no one else could have come
closer. My first reaction was
disappointment, too, but that
soon disappeared when |
started to play.

At the first two levels,
the play is slow, but the
fourth level will give most
of you all the competition
that you can handle. If you
have played the arcade ver-
sion of this game, or if you
like ASTEROIDS-type video
game play, SPACE Y will be
a good one for you. If you
don't frequent the arcades,
you just might like it right
from the start.

[ think SPACE FURY will be
a game you'll come back to
long after your Colecovision
library has grown huge. You
should get it. I'm still hav-
ing fun plafing SPACE FURY
and you should, too.

ALAN: Mike's right, 1 don't
frequent the arcades and |
wasn't at all disappointed in
the graphies on SPACE FURY.
It was the overall game-play
that left me cold -- but onl
after a couple of hours o¥
fevered play.

Games |ike ASTEROIDS don't
hold up well with me an
more. I still enjoy ASTEIDII%
occasionally, and I think
SPACE FURY will satisfy any
lover of that game. It's
definitely better than VCS
ASTEROIDS, but that's an un-
fair comparison between two
systems that have completely
different memory capacities
and abilities,

The opening scene in SPACE
FURY, with unearthly music
playing while the alien com-
mander moves his mouth, is
very impressive. I also liked
the variety of weapons al-
lowed each player. Otherwise,
I was disappointed in the
fact that so little else was
that different from AS-
TEROIDS. The docking sequence
might be classified as dif-
ferent, but I fail to see how
anyone could miss hitting the
dock and changing weapons
before the next round begins,
so it really can't be taken
into consideration.

I must say that you'll
like this one if you like
ASTEROIDS and don't already
have it for another system,
Otherwise, [ tired of SPACE
FURY very quickly.

RATINGS :

Concept: Familiar
Graphies/Sound: Good
Difficulty:
Beginner - Graduate
Interest:

Two Weeks - One Year

LOOPING

From Coleco, for their Cole-
covision video game console.

LOOPING is an airplane-
flying arcade game for one or
two players at a time. The
object of the game is to fly
the entire course in the
shortest time possible. Play
is for points, Two players
take turns whenever one loses
a plane.

The game begins with the
plane sitting on a runway. A
large rocket is standing to
the left and a cityscape is
sErcad out all around. Soon,
the plane starts down the
runway. The player must pull
back on the joystick to make
it 1ift ofﬂ. If he or she
continues pulling on the joy-
stick, the plane will do
loops. The right side button
makes the plane fire bullets
straight out from its nose.
Pressing the left side button
makes it speed up. The loops

et bigger as the plane goes
aster.

The player must swing his
or her plane around and shoot
the rocket behind the runway
to open the gate for the sec-
ond level of play. As the
plane flies, balloons rise up
from the ground. These will
eliminate the player's plane
if they touch it, so they
must be avoided or shot out
of the way. In level four, a
second rocket, located behind
a barrier that must first be
shot away, must also be
blasted before the gate will
open.

The gate leads to a wind-
ing twisting series of pipes
between which the player must
fly as quickly and as care-
fufly as possible. The faster
the twisting course is tra-
versed, the more points the
plaxer earns.

t the end of the pipes is
an entrance to another room,
guarded by twinkle monsters.
These look like stars and
bounce around in the close
confines of the tiny box.
They will eliminate the play-
er's plane if they touch it,
so they must be blasted out
of the way if the player is
to make it to the home
stretch. A spigot at the end
of the pipes also threatens
to drip on the gamer's plane
at any moment. This drip will
also destroy the flier, so
it, too, must be avoided or
blasted out of the way.

The final streteh is ae-
tually a room within a room,
The smaller room in this
final area is the end of the
course, but it's filled with
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large colorful boucing balls
that exit and bound around in
the larger room as well.
These balls must be cleared
out of the way or avoided if
the player is to succeed in
getting into the last room
and touching the "End" box.

Once the end is reached,
the game begins again, with
more rockets to be blasted
out of the way, more balloons
and faster-bounecing balls,
There are more green drops,
too.

Points are earned for
shooting balloons, rockets,
green drops, twinkle mon-
sters, bouncing balls and for
each brick shot from the
rocket barriers. Points are
also awarded for flying time
spent in the pipes, more for
flying through them faster,
Players each start with
planes and the game ends when
they are all gone,

OPINIONS :

five

MIKE: [ really tried playing
this game in the arcades and
now at home, too, but It
still gives me nothing back
for the effort. The game
lacks excitement and any-
thing, really, to keep me
interested for any length of
time.

This might be purely sub-
jective on my part, because
the graphics are good and the
controllers work more than
adequately for this game but
I did think the fire and ac-
celerator buttons should have
been on the opposite sides
from where they were. | like
using my thumb to fire on the
Coleco controllers. Other
than this minor problem, they
worked fine,

Despite the faet that
Looe is played on a scrol-

ling sereen, most of the
action takes lace in the
first section. It didn't take

long for the action to bore
me. I'm getting pretty used
to Coleco's games taking me
somewhere, i§ you kﬁﬁi_ﬁﬁ%t I
mean, and this one failed to

ive me that feeling. In all
airness, | must point out
that the arcade game was
lacking on this point, too.

Once the gate is open, you

are forced to fly through a
maze that is almost too short
to make it worth the effort.
Unfortunately, at this point

1 didn't really care if {
made it to the end or not.

Don't rush out to get this

one. I don't think it plays
as well as the arcade version
did and it doesn't offer much
in the wa¥ of challenge or
variety. If you've played the
arcade version and hated it,
you already know what to do
about this one,

ALAN: This is another graphic
beauty from Coleco. Like
Mike, I also thought the
first segment of the game was

—CONT INUED ON NEXT PAGE—
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the most challenging, especi-
ally when you had to knoek
out more than one rocket to
oEen the gate., And, even
though I have to agree there
isn't a whole lot to the rest
of the game, the music that
plays while you fly through
the pipes is worth hearing.
Listen to Mike, though.
The acetion on that first
section of play gets pretty
furious and I had some fun
with it for a while, but the

entire game isn't really
worth the price, if you ask
me. In short, LOOPI is OK,

but there's better. You might
want to save your money on
this one,

RATINGS :

Concept: New

Graphiecs/Sound:
Fair - Very Good
Difficulty: Student
Interest: One Week

HAPPY TRAILS

From Activision, for Mattel's
Intellivision and Intellivi-
sion I1I, and Sears' Super
Video Arcade.

HAPPY TRAILS is a strate-
gic action video game/puzzle
for one or two players. Black
Bart has robbed a stagecoach
and the player must "ereate"
a trail, so the hero can pick
up stolen loot and, if pos-
sible, capture the evil bad-
guy.

'he game is played on a
number of squares, jumbled
pieces of a combination
maze/path with one square
always missing in each
sereen. The squares must be
slid around by the player to
make a safe useable path over
whiech his or her on-screen
charaeter can walk. A path
must be made so the hero can
pick up a number of money
bags that are scattered
throughout the maze, while
avoiding Black Bart, who is
also travelling through the
maze 1n the upper levels of
play. One chance is lost
whenever Black Bart touches
the player's character. If
the player-controlled hero
can touche a red Sheriff's
star, he will turn into a
Deputy for a short time.
While Deputized, the player's
hero can "capture" (elim-
inate) Black Bart when he
touches him.

The hero walks
ally. The player slides the
path pieces nearest the blank
square by pressing on the
corresponding side of the
Intellivision disc. When the
player holds down either top
side button, the hero walks
faster. Pressing either lower
side button will make the
hero change directions., The
player can change the path
any way lhe squares will
slide, but one chance will be
lost every time his or her
on-screen character runs into
a dead end.

Fach successive game
sereen is made up of more
sliding squares than the
last, until the entire screen
is filled, in the highest
level. Eight game variations

automatic-

PLAYER

y . J
29303

are available, ofering four
different beginning skill
levels for one or two play-
ers, who take turns each time
an opponent loses a chance.
Game one begins with only
three panels and each succes-
sive screen changed according
to a set pattern. Game three
is the same as game one, but
each new trail pattern is
selected at random. Game five
starts out with 11 panels
moves faster, and oesn't
allow players a chance to
move the panels back if they
aren't moved into their pro-
per places. Game seven is the
same as game five, with sue-
cessive trails that are ran-
damized.

Players each start out
with one on-sereen hero and
three in reserve. Points are
awarded for each money bag
and badge the player picks
up, and for each criminal
eliminated. Additional points
are awarded for ecapturing
extra ecriminals and money
bags in the same trail. A
bonus timer starts at 500 and
counts down to 0, Points
remaining on the bonus timer
are added to the player's
score when the last money bag

in each trail is collected.
OPINIONS :
ALAN: It never ceases to

amaze me, despite the number
of new video games now hit-
ting the market every month,
how few of them utilize a new
concept that is both fun and

challenging. Carol Shaw's
HAPPY ILS does just exac-
tly that. I love it!

The graphics are crisp and
colorful, too, with a
friendly cartoonish flair,
The game concept is fresh and
fun, and the challenge can
get mind-boggling. This is a
serious gamer's delight, des-
pite the apparent simpliecity

and comieal nature of it all,
requiring a high level of
strategic thought and fast
action. 1 liked the subtle

background musie and sound
effects, too.

After the
warm=up round,
through four,
makes things really tough,
often rendering at least one
trail panel completely use-
less. He's hard to ecatceh
while you are deputized, too.
Despite the amount of strat-
egy this game requires, it
moves fast, even though it's
not really a high-action
shooting match type of game.
| must thank Carol for giving
me the ability to reverse my
hero's direction, or 1 never
would be able to get as far
as [ do.

In short, get this game.
It's a rare gem you shouldn't
be without, even if you are a
dedicated space gamer.

first simple
in games one
Black Bart

MIKE: My greatest pleasure as
a video game critiec is that
moment when I discover some-
thin% totally new and re-
freshing like HAPPY TRAILS.
The concept is new and as
well done as anything I have
seen produced for Intellivi-
sion play in a long long
while. The game is so simple
that even a young child can
quickly become interested in
the play, but even those

gamers who consider them-
selves experts will find the
%oing tough, especially in
he upper levels,

The graphies are great and
I loved the comieal touch
given them by making my hero
and Black Bart nothing more
than oversized cowboy hats
with feet, It added a neces-
sary touch of humor to a game

—CONTINUED ON NEXT PAGE—
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that is otherwise incredibly
dananding.

| also appreciated the
sound effects, with the maze
panels sharply sliding and
loeking into place. This
might even be one of the most
effective parts of the game.

Either way, between the sound
effects and graphies, you can
almost feel those panels
sliding and colliding.

Playing the game is an
experience you don't want to
end. The levels get more
complex each time you finish
a maze until the entire
screen is covered with slid-
ing panels, and changing the
initial skill level will keep
your interest at a high peak.

Carol Shaw has a potential
big hit with this one, even
though it's not as fast-
moving as RIVER RAID for the
VCS was. It's every bit as
challenging. HAPPY TRAILS is
a must for Intellivision own-
ers. Those of you who don't
own an Intellivision ought to
at least find someone who
does and play it with them.
It will be well worth your
effort.

RATINGS :

Concept: New
Graphies/Sound: Excellent
Difficulty:
Student - Graduate
Interest:

One Year - Infinity

TROPICAL TROUBLE

Fram 1 ic, for Mattel's In-
tellivision and Intellivision
11, Sears' Super Video Arcade
and for other, similar sys-
tans.

TROPICAL TROUBLE is an or-
iginal arcade chase game for
one or two players. The ac-
tion is set on a tropieal
island. The Beach Bruiser has
stolen Clarence's girlfriend,
Doris and is carrying her
off. The player must hel
Clarence rescue her and, 1|
possible, overthrow the bul-
ly.
Y The game opens with a view
of the entire island, with
Clarence standing by his boat
on the left-hand shore. This
scene appears each time the
player loses a Clarence,
showing how far across the
entire 1sland he has traveled

so far and what lies just
ahead.
The first aectual game

sereen opens with the Bruiser
picking Doris up in his arms
and giving Clarence a swift
kick that sends him to the
left side of the secreen. Then
the chase is on. The player
must press on the controller
dise to make Clarence run
after the bully as he leaves
with the girl, but many ob-
stacles make it hard for our
hero to cateh up and save the
day, including boulders,
snakes, coconuts, falling la-
va, cimns, ferns and lava
pools. The first four are
moving obstacles and the last
three are stationary. TriT-
ping over any obstacle will
slow Clarence down. Clarence
can jump over obstacles when
the player presses on any
side button. Occasionally,

Doris drops a white handker-
chief. If Clarenee can touch
one of these, he will be made
invincible for a short time,
and can run through all ob-
stacles, going straight for
the girl, until he stops
blushing red and returns to
his normal color.

All the action moves from
left to right on a serollin
sereen with a background an
obstacles that change accord-
ing to Clarence's current lo-
cation on the island. The
bully alwazs stays just off
the right-hand side and one
Clarence is lost if the play-
er allows the hero to touch
the left-hand side of the
sereen. In some areas, mon-
keys run along and throw

coconuts at our hero. In
front of the voleano, lava
drops out of the sky and,

later, colleets in pools on
the beach, The final scene is
played out on a high bridge.
Here, the bully himself
throws rocks at Clarence, and
falls from the bridge if our
hero can avoid being hit and
touch the wugly brute. Then
the action moves on to a new,
tougher island.

oints are earned for each
white handkerchief Clarence
picks up, for each moving ob-
stacle he touches while
blushing and for each time he
reaches Doris. Players each
start out with three Clar-
ences. Two players trade
turns whenever the opponent
loses a hero. Skill options
allow for fewer obstacles,
more hankies and no snakes in
the sand, snakes, more ob-
stacles and fewer hankies, or
lots of obstacles and hankies
that are few and far between.
The game is over when all the
Clarences have been lost,

OPINIONS :

ALAN: This is, essentially, a
horizontal variation on I-
magic's earlier BEAUTY AND
THE BEAST. | liked the ear-
lier game, and enjoyed this
one, too. TROPICAL TROUBLE
features virtually all the
identical characters, with
different names, of course,
and the same basic concept,
but a lot more scenic vari-
ety, depicted in Imagie's
usual state-of-the-art style.
And the game's not as simple

as it looks.

On the sereen, the bully
never seems that far off, but
it only takes a few minutes
of serious play to realize
that he might as well be
across town i1n a traffic jam,
The obstacles, even in the
lower levels, seem to be
scattered everywhere, always
tripping our poor hero up.
And that left side of the
screen is always too close
for comfort!

This is not a game for
serious arcaders. It's ob-
viously designed for family
play, and for party people
who like a simple-but-graph-

-

ically impressive challenge
for friends to be entertained
with., The graphies are su-
perior, and play an important

part in the overall action
and strategy. | don't think
TROP ICAL LE will be an

all-time best-selling clas-
sic, but you should definite-
ly give 1t a look. It just
might be for you.

MIKE: Excellent graphics on
the screen and the possibil-
ity of saving a damsel in
distress. This is a perfect
scenario for a rousing video
game, at least for the males
among us. Unfortunately,
TROPICAL TROUBLE has the a-
bove attributes, but still
fails to deliver.

There are some very diffi-
cult sections that will at
times seem almost impossible,
though even these can be con-
quered with just a little

ractice. The real question
1lere is whether or not you
really want to spend your
time trying to master it. I
did because I kept thinking
there had to be more to this
game than what I was experi-
encing, only to find out that
there really isn't much. Even
meeting the bully on the
bridge was a bit anti-eclimae-
tie, considering the build-up
I gave it trying to get to
that point.

The hardest part of this
game is the lava pits, which
really proved to be my un-
doing many times, in the
upper levels of play, but a
game that merely makes you
work hard is not necessarily
good.

All 1s not bad, however,
The graphics are some of the
best I've seen from Imagic
yet and the controllers work
well enough that 1 suspect
they had the system in mind
when the game was designed.
Still, the fact that TROPICAL
TROUBLE was made for Intelli-
vision made me hope for more
in the game play itself and I
was ultimately disappointed.

I agree with Alan that
this game isn't going to be a
classie. Personally, 1'd
leave it alone, maybe some-
where on that ‘far awa¥ island
that it so graphically de-
piets.

RATINGS :

Concept: New
Graphies/Sound: Excellent
ifficulty: Student
Interest:

One Week- Two Months

DRACULA

Fram I ic, for Mattel's In-
tellivision and Intellivision
Il, Sears' Super Video Arcade
and other similar systems.

IDRACULA is a video simu-
lation arcade game for one or
two players. The object of
the game is to roam the
streets and bite as many
victims as possible before
the sun comes up.

Dracula rises from the
rave and must be moved about
he streets by the player,

using the dise controller. He
finds vietims by knocking on
doors. The eyes of his poten-
tial vietims shine in the
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darkened windows of the homes
where they reside. Victims
will answer the door and try
to flee. Dracula must chase
them down and bite them on
the neck to score points,
meet his quota and add to his
blood supply. He can change
into a bat and back to &
vampire at the gamer's dis-
cretion.

Things aren't easy for our
friendly ghoul, either. Along
the way, he can be chased by
a wolf that will slow
down with his bites. Dracula
can escape the wolf by turn-
ing into a bat, but can then
be scooped up by a large
vulture and carried off-
screen, if the player doesn't
turn him back into a vampire
in time to stop him. If that
weren't enough, Dracula can
also be chased by a con-
stable who throws wooden
crosses, in certain levels of

lay. The crosses also slow
Jracula down.

But there's hope; when &
constable is on-screen, Drac-
ula can turn a bitten victim
into a zombie capable of
eliminating him. The vampire
can also bite the constable
and freeze him for a short
while, if he's fast enough.
It's a constant race against
time as the vampire's blood
supply is lowered if he goes
too long without a refueling
and the sun gets ever closer
to the horizon.

The DRACULA game cartridge
allows for play alone against

him

the computer, with two play-
ers who take turns and ac-
cumulate separate scores, or

head-to-head with another
player who controls the vie-
tims. In this latter version,
players switch roles each
night and the player operat-
ing the victims earns five
points for each unsuccessful
bite Dracula takes. A choice
of three skill levels set the
number of victims and obstac-
les. In skill level three,
Dracula must bite all of the
offered victims before being
allowed to return to the
grave. In all the versions,

racula can rise again the
following night as long as he
returns to his grave before
sun-up.

Points are scored for each
vietim Dracula bites, and for
every patrolman eliminated by
a zombie. Bonus points are
awarded for every victim over
2, and for every hour earlier
than 6 AM that Dracula re-
turns.

The game ends if Dracula
can't make it back to his
grave before sunrise, if he
runs out of blood or if he is
carried off-screen by a vul-
ture.

OPINIONS :

MIKE: Imagic has really done
it again with the graphics on
this game. The display was a

—CONTINUED ON NEXT PAGE—
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pleasant surprise after some
of the games I've reviewed
lately -- but I've come to
expect that from Imagic.

I appreciated the fact
that CULA is not really
the blood-and-gore game it
sounds like it could have
been, and I really liked the
realism in the way the zom-
bies moved. So much for the
%oqd things I can say about

his cartridge.

The overall play of the
game, however, is weak to

poor. It gets boring in a
short time. I'm not saying
that DRACULA is easy to mas-
ter although, at the first
level of play, it can be,
It's just that the action it-
self seems to have no overall
purpose -- no movement. I was
also disappointed in the way
only the lower half of the
screen was in any way in-
volved as more than a mere
backdrop. This seemed such a
waste when there are all
those beautiful buildings in
the background and Dracula
couldn't fly above the center
of the screen when he was a
bat. 1 would think he could
at least soar over the tops
of the buildings, if not on
to other vistas.

Don't let the blood rush
to your head on this one.
It's not really worth too
much trouble. [ think you
will find the movement slow,
with very little action --
definitely not enough to keep
Kou interested for very long.

t first 1 thought CULA
might have been aimed at the
{ounger market, so I let my
cids try it out., They got
bored with it faster than I
did. Take a look at it in the
stores. The graphics are a
sight to be seen, but you
should probably leave it a-
lone.

ALAN: Hold on there! 1'l1
admnit this game didn't offer
the kind of variety and ac-
tion I had hoped it would,
but there is a game here; the
two-player version with one
gamer being the vietim. This
makes it all more challenging
because the victims are
harder to cateh and another
human to play with always
makes for a livlier challenge
during the game, if nothing
else. By yourself, however,
the action does seem a bit
limited, as Dracula has so
little area in which to move
and the background, thouEh
unquestionably one of the
prettiest I've ever seen, is
a fairly repetitious "wrap-
around" of building after
building.

It was the restricted play
area that really did it for
me, though. Half of your TV
sereen simply is not enough
room in which to run around
and avoid a wolf, constable
and vulture, let alone to
keep up with vietims. |1
didn't get bored playing this
one —— | got claustrophobie!

Although the graphics
should be hanging 1n a gal

ery, Imagic has definitely

‘reated better games.
RATINGS :
Conecept: Original

Graphies/Sound: Excellent
Difficulty: Novice - Beginner

Interest:
One Week - One Month

ICE TREK

From I ie, for Mattel's In-
tellivision and Intellivision
Il and Sears' Super Video
Arcade.

ICE TREK is an action/ad-
venture arcade challenge for
one player at a time. The
object of the game is to melt
the ice palace and release
the captured Aurora Borealis,
before another terrible ice
age is brought about. To
reach the palace, players
must trek through a herd of
caribou then cross a river
by building a bridge out of
icebergs.

The player controls Vali
the Avenger through a series
of three different screens by
pressing on the corresponding
side of the disc controller.
Vali skis through a caribou
herd in the first screen,
dodging trees and animals as
he works his way from the
left to the right side of a
horizontally serolling dis-
play. If he touches a cari-
bou, one hero's life is lost.

The player can activate
Vali's axe to kill a caribou
that gets in the way, but he
will lose points for every
animal he must kill. In addi-
tion to lost points, the
Wildlife Goddess will appear
at the top of the screen
whenever Vali kills a cari-
bou. The Goddess will shoot
two of her arrows at Vali
before disappearing, and he
will lose one life if hit by
them. The skill level of the
next screen will also advance
by one whenever a caribou is
slain,

The second screen is an
icy river. Vali must build a
bridge across the river to
reach his goal, the dreaded
Palace of Kaltkron the Ter-
rible. He builds the bridge
out of icebergs that float
by, by roping the chunks of
ice with a grappling hook.
The player activates Vali's
grappling hook by pressing

either lower side button and
throws it by pressing on the
disk. Icebergs caught by the
hook can then be reeled in
and added to the bridge b
pressing on the lower edge o¥
the disk. Chunks that collide
with the bridge Vali had
already built will demolish
that portion, but Vali can
eliminate approaching ice-
bergs by throwing fireballs
at them. The hero's fireball-
throwing capability is acti-
vated by pressing on either
lower side button, and fire-
balls are thrown by pressing
on the disk.

Vali can accidentally
walked off the bridge he is
building, but will automat-
ically elimb back on. He will
temporarily turn blue from
the cold after a fall in the
water. Another dunk in the
water before he has returned

rinal coloration
eliminate him.
n LN nero nas bdbui i
‘omplete bridge {rom the bot

tom to the top of the secreen,
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he ean cross it and enter the
third and final challenge,
the dreaded Ice Palace,

In the Palace screen, Vali
moves back and forth in front

of the great ice castle when
the left or right side of the
disk i1s pressed. The evil

Prince's cohorts throw numer-
ous blaek ice erystals that
will eliminate the player's
hero if they touch him. In
this screen, Vali's torch is
always activated, He must a-
void the erystals or melt
them by hitting them with his
fireballs, which are thrown
straight up whenever the
player presses either side
button. Vali must hit a num-
ber of targets on the Palace
to melt it and move on to a
new trek, more difficult than
the last one. Successive
quests feature more caribou,
more icebergs that move fast-
er, a bridge that is tougher
to build and more black erys-
tals that fall faster.

Points are scored for pas-
sing caribou, for each sec-

tion of the ice bridge Vali
builds, and for each section
of the Ice Palace that he
melts away. Bonus points are
earned for getting through an
entire caribou herd without
killing one animal, and for
each entire ice castle melt-
ed. The cartridge offers six
different starting skill lev-
els and difficulty that in-
creases as the game is
played. Each gamer starts
with five chances in levels
one and two, four in levels
three and four and three
chances in levels five and
six. Bonus Valis are awarded
whenever a Plazer makes it
through all three scenes
without losing one hero. The
game ends when all of a play-
er's heroes have been elim-
inated.

OPINIONS :

ALAN: | liked ICE TREK. It's
not a high-action arcade
thriller, but Imagic designer
Patrick Schmitz is to be con-
gratulated for outstanding
%raphics and a game concept
hat incorporates elements of
an adventure game with arcade
action -- and a bit of vari-
ety. The first level of play
is fairly easy, once the art
of putting a bridge together
is Tigured out, but things do
heat up in each successive
round as you continue to
play, with things getting
down right interesting about
the third time through all
three screens.

Not everyone is going to
enjoy this game because it
does seem to move a bit slow,
until you get to the Ice Pal-
ace. Here the action is as
fast and furious as any of
the best slide-and-shoots.

I think what I liked most,
besides Imagiec's usual graph-
ic excellence, is the fact
that ICE TREK is really three
completely different games in
one, and the bridge-building
sequence is completely u-
nique. 1 recommend this game
-- after you've taken a look
for yourself, to see if it's
the kind of action you are
looking for.

MIKE: | really can't recom-
mend this one as Alan just

B .o

did. It's three entirely dif-
ferent games, all right, but
I didn't find any of them all
that intriguing. In the cari-
bou scene, avoiding the Wild-
life Goddess's arrows was the
most exciting part, 1 found
myself killing a caribou of-
ten, just to bring her out
for another round.

Building the ice bridge

was the most challenging part
of the game. This could have
been exciting, too, if 1

wanted to be an engineer, but
even this segment can be
easily mastered with onlg a
little practice. The bridge
doesn't really get any harder
to complete in the higher
levels of play, it only takes
longer to finish building it.
The trouble is, it takes so
long that I finally gave u
and shut the machine of
after I got bored with
trying.

Once you have built your
bridge, you come face to face
with the evil Iece Prince.
Considering the worst that he
has to throw at you, however,
he can hardly be called evil.
I must admit that this last
segment of the game appears
to be the most exciting, but
it is easier to overcome than
it first appears, and the
game is over before you know
1t

The grpaphies here are
definitely up to Imagie's
usual high standards, but the
play doesn't live up the the
display. If you must have a
game that is basically non-
violent and requires little
strategie thinking, this one
might be for you, but [ think
you'd be better off looking
el sewhere,

RATINGS:

Concept: New
Graphies/Sound: Excellent
Difficulty:

Noviece - Student
Interest:
One Week - One Month

KANGAROO

From Atari, for their 5200
"Super System" video game
console.

KANGAROO is a home version
of the arcade game of the
same name, for one or two
players at a time using the
joystick/keypad controllers.
Mother kangaroo's baby has
been captured by a bunch of
troublesome monkeys and is
being held captive. Mommy
must run and jump her way
through four different game
screens, saving her baby in
each of them, while avoiding
the monkeys and apples they
throw, before time runs out.

The players control Mother
Kangaroo with the joystick.
She hops left or right when
the joystick is pushed to the

left or right, jumps when the
joystick is pushed up and
ducks when it is pulled down,
To make the kangaroo take a
super-jump, the stick must be
pushed up and to the left or
right.

As mommy makes her way to
her baby, the monkeys try to
stop her, dropping agples
down from the top and throw-
ing them in from the sides.
She must duck or jump over
the apples, and avoid touch-
ing a monkey, or one life
will be lost. The player can
also make her punch apples
and monkeys by pressing on
any side fire button at just
the right moment.

The action all takes place
in the trees, on four differ-
ent screens, each more diffi-
cult than the one before it.
The first screen is a simple
array of branches and lad-
ders. The second features
wide gaps in a stairway of
logs, requiring super-1leaps
to bridge them without fal-
ling. The third sereen has
baby monkey held captive atop
a column of monkeys. In this
one, mom must either punch
the monkeys out from under
the column, one at a time, or
climb up ladders to a branch
that will allow her to reach
her baby. The fourth screen
is a complex path of ladders
and logs, with menacing mon-
keys dropping down all around
her.

Tasty fruit is also hang-
ing from the branches in each
sereen, Mom can eat these for
strength -- and points -- a-
long the way. She can also
jump up and ring a bell, to
replenish the fruit supply.
Each replacement fruit 1s
different and worth more
points than the ones before,
Points are also scored for
punching monkeys and their
apples. A bonus timer at the
top of the sereen starts at
2000 and counts down as the
play continues. Remaining
timer points are also added
to a player's score each time
the baby is rescued.

The play continues, from
one screen to the next, each
time- the baby is rescued.
When a player has made it
through all four screens, he
or she begins again at the
first, in a more difficult
level of play, with more
monkeys that move faster and
throw more apples. More fruit
appears on the tree in the
higher levels of ?lay, too,

One or two players can
play, with a choice of "No-
vice" or "Advanced" beginninﬁ
levels. One life is lost eac
time the kangaroo is knocked
or falls from the tree, or if
the timer runs out before the
baby is saved. Gamers each
begin with three kangaroos
and can earn bonus lives for
10,000 points, 30,000 points
and then for every 30,000
points thereafter. The game
1s over when all the kanga-
roos have been lost.

OPINIONS :

ALAN: 1 really liked this
game. | know a fﬁt of serious
arcaders whornight laugh, be-
cause of the "cute" theme
here, but 1 think KANGAROO is
an excellent example of a
cute game that works. Except
for the unique theme, the
overall concept is very fam-

iliar. A lot like DONKEY KONG
JR., to be exact, and a lot
of other climbing games that
have come along since. But
the action keeps you moving,
the bonus fruit adds to the
fun and those danged monkeys
are not easy to avoid.

The graphics on this one
are superb in every detail,
very close to those employed
in the original arcade game,
and the musie is a joy. | was
especially pleased to see all
four screens present and ac-
counted for, and all the de-
tails and challenge left
tact.

Despite the cuteness of it
all, my young son probably
couldn't manage the controls
and have much fun doing so.
The challenge is just too
%reat for the very young. But

enjoyed the game, and will
continue to play it long into
the night for many nights to
come, It's especially good
for parties because most
anyone over the age of ten
will be willing togive it a
try -- and might even make it
through the first couple of
sereens without too mueh
practice. But the third and
fourth screens present a more
serious challenge, and prac-
tice will be required to make
it beyond them into the sec-
ond and third and fourth game
waves, Then things really get
hopping -- if you'll pardon
the obvious pun.

Seriously, though, | found
KANGAROO to be an unmitigated
delight the whole family
should enjoy. | am now fully

impressed with the 5200 and

in-

think this game is just the
beginning of what it's cap-
able of doing. Get it. You
won't be sorry you did.

MIKE: KANGAROO is a very

pretty home arcade game that

1s faithful to the arcade
version, with most of the
lay action that is to be
ound there., This doesn't

necessarily make for a good
or bad game in and of itself
-- it just means that if you
liked the arcade version you
will most likely enjoy this
one, too. The case with KANG-
AROO isn't quite as simple as
that, however. There's a bit
more to the story here.

I personally did not like
the arcade version of this
game. It could be a flaw in
my personality, [ don't know.
Anyway, | found the 5200 home
arcade version to be a lot
more likeable on several
counts, The younger set is
going to like the game for
the excellent graphies and
the fun of playing it, and
the hard-cores out there are
goinﬁ to be pleased with its

aithfulness to the arcade
original, especially in the
upper levels of dif%icully.
Since it didn't cost me a
quarter every time | wanted
to play it, I got to enjoying
the action myself after a
while, because of the overall
simplicity of the game more
than anything else. This
isn't to say that it's easy
to master. It's just a basic-
allY uncomplicated game.
had a hard time rating
the interest level of this
one, however, because I'm
still not really eertain how
long it will take a serious

—CONTINUED ON NEXT PAGE—
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gamer to tire of it, or even
if that is possible. The best
way to judge it might be to
go down to the arecade and
play that version. If you
like it and want to play
more, get the cartridge. If
you don't, try it out on
somebody else's 5200 first.
The home version might sur-
prise you.

RATINGS:

Concept: Familiar
Graphies/Sound: Excellent
Difficulty: Novice - Student
Interest: One Year

VANGUARD

From Atari, for their 5200
"Super System" video game
console.

VANGUARD is a space action
arcade game for one or two
players. The game is already
well-known in the video gam-
ing world, but the details
heFﬁw are provided for those
who are fairly new to the
seene,

Players must guide a ship
through seven different tun-
nel zones without smashing
into a variety of wall con-
figurations or & number of
alien enemies, while avoiding
their weapons fire. The ob-
ject of the game is to make
it to the City of Mystery at
the end of the giant space
tunnel and destroy Gond.

The gamer's ship travels
constantly, and can be moved
up, down, left or right on
the screen by pushing on the
joystick. When any side fire
button is pressed, the ship's
lasers shoot out from its
nose. The guns fire to the
rear, straight up or down
when the joystick is pushed
in the corresponding direc-
tion while the button is
depressed. The ship flies
slower when the guns are
firing. '

A number of Energy Pods
appear throughout the tunnel.
If the player can touch one
of these with his or her
ship, it will become tempo-
rarily invulnerable and ecan
fly through the tunnel un-
harmed and unhampered, des-
troying any enemy or obstacle
it touehes, until it returns
to normal.

A small map at the top of
the screen shows the entire
tunnel through whieh the
player must travel, and the
present location of the
player's ship. Tunnel zones
include the Mountain Zone, a
horizontally-serolling sec-
tion of mountainous terrain,
three Rainbow Zones, whieh
sceroll vertically while cir-
cus-style music plays, the
Striped Zone, another hori-
zontally-serolling sereen,
this one with more than one
path through which the player
can fly, the Bleak Zone,
another vertical pathway that
leads to the City of Mystery,
and the City of Mystery it-
self, where the gamer must
battle Gond.

Product Description:

The FP400 adapter gives the video game player rapid firing when he
holds the joystick fire button down. This module is easy to use. I just plugs
into the game console joystick port and your joystick then plugs into the
FP-100 adapter. When using this adapter the video game player gets the
maxirmum fire power for improving his scores and improving his fun. The

FP-100 adapter has several special features:
» No special installation
* No batteries required

« Variable firing rate control (from single shot per button depression to
maximum continuous firing at 30 shots per second)
» Single shot feature (the player does not have to disconnect the adapter
if he doesnt want rapid fire capability)
* LED firing monitor displays firng pulses so the player can be sure of his

rate setting

How To Order:

Gammation
P O. Box1028

FirePower100

* 90-day warranty

FP-100 Works On:

» 2600 and 2600A VCS Consoles
» Colecovision Game Consoles
* Most home computers

» Atari 400/800, VIC 20, etc

FPhone orders call 1-9A3-832-1322
For VISA and Master Card Customers
or send check or money order to

Faitborm, OH 45324

If you're interested in other Gammcttion fun
ware, give us a call. We have: Hardware
products, game cartridges, and game
software products.

The player must battle
Mist Copters and missile-
firing Harley Rockets in the
Mountain and Styx Zones. The
Mists fly an erratic course,
trying to collide with the
player's ship, and firing
missiles in the Styx Zone.
Harley rockets, although more
straightforward, are equally
deadly because of their mis-
siles. FloatinF Helm Balloons
try to bump off the player's
vessel in the Rainbow zones,
flying all over the secreen in
their attempts. The Striped
zone is filled with a variety
of alien defense installa-
tions, bouncing Garime mon-
sters, Floating Paynes that
pump up and down like pistons
and Barriers that must be
blasted out of the way if the
player is to pass. In the
Bleak Zone, the player can
"doek" with Kalmus Snakes
that will earry him or her
along and add bonus points,
then he or she must dodge a
rain of arrow-like Romeda
ships, to enter the City of
Mystery.

In the City of Mystery,
the player's ship becomes
trapped in a very limited
area. The player must look
for a moving opening in
Gond's shield, dodging mis-
siles that come in from the
sides while the lower barrier
creeps ever closer, restriet-
ing the player's airspace
even more. If the player can
escape from the City of Mys-
tery with ships remaining,
the action moves on to a new
tougher tunnel. Hitting Gond
scores bonus points.
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Available plar options al-
low a choice of continuous

fire or missiles that leave
the ship one at a time, for
one or two players. Two play-
ers take turns whenever an
opponent loses a ship.

Each player begins with
five lives. Various points
are earned for shooting all
of the enemy objects but the
Floating Paynes, which can't
be destroyed. The longer the
player waits before shooting
Gond, the more points he or
she will earn. An on-screen

uage monitors the ship's
uel supply, which is re-
plenished whenever an enemy
objeet is destroyed. If the
fuel runs out, a ship is
lost. Bonus ships are awarded
at 10,000 and 50,000 points.
When all the ships are gone,
the game is over, but a spe-
cial feature of the game
allows the player to continue
the game from the tunnel
location where the last ship
was lost, at a score that
goes back to "0.'

OPINIONS :

ALAN: I'm not a great fan of
pure space shooting matches,
but I love VANGUARD. |
thought Atari's VCS version
of this game was their best
release 1n a long time, and
this version is about five
times better. Really.

The graphics here are rich
and varied, some of the best
['ve seen on my screen yet,
and the action is non-stop

—CONT INUED ON NEXT PAGE—

Price: $24.95

Plus $1.50 Postage
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but engrossing. If it weren't
for the "continue-play" fea-
ture, I might have given up
trying to get clear through
the tunnel but, instead, I
love to pull this one out and
try and try again, taking off
where [ left if necessary,
but always hoping to get a
little farther through the
tunnel without help.

5200 VANGUARD is even
truer to the arcade original
than Atari's excellent VCS
version is, with some import-
ant differences from their
earlier home release. For one
thing, the Styx zone is hori-

zontal, rather than vertical,
and features a lot more tar-
gets and obstacles. | was
pleasantly surprised and was
encouraged to try even harder
to make it to that portion of
the tunnel again and again.
You will be too. Get V ARD
for your 5200. It won't be
the same without it.

MIKE: Now the deluxe version

of VANGUARD is a vailable for
your 5200 and I must agree
with Alan that this is the
best I've seen so far. The
graphies are super and the
game is very much like the
arcade original. The main
difference 1s you get to see
the whole tunnel on this one
without actually flying all
the way through it with your
allotted ships. This 1is
great, especially for people
like me, who have to spend a
lot of time trying to get to
the upper levels of amulti-
ple-sereen game.

Unfortunately, VANGUARD
still isn't one of my favo-
rite home games to play. This
probably stems from the fact
that I didn't really care for
it in the arcades. However,
it is a really respectable
shoot-em-up that adds varietly
to the usual space battle
that we've seen all too often
in other games released by
the truckload lately.

If you like a shoot-em-up
that is hard to play and
gives you a good challenge,

this is the game for you. If
you have any doubts, check
out the game in a local ar-
cade, It's a cheap way to
learn whether you'll like the
overall style of the play on
this version or not.

RATINGS :

Coneept: Familiar
Graphies/Sound: Excellent
Difficul ty:
Student - Graduate
Interest:

One Year - Infinity

KILLER BEES

From N.A.P. Consumer Elec-
tronies, for their Odyssey-2
video game system.

KILLER BEES is a one-
player arcade action game.
The object of the game 1s to
wipe out all of the on-sereen
"Beebots" and eliminate or
avoid the enemy killer bees,
before they wipe out the

player's own swarm,

Odyssey gamers control &
swarm of bees, displayed as a
small mass of moving dots.
They are moved around the
sereen by pushing the joy-
stiek in the desired direc-
tion. The player uses his or
her swarm to attack and el im-
inate a number of "Beebots,”
or robots, who try to stay
away as long as they can.
Beebots are eliminated by
touching them several times
with the player's bees, The
first few times the robots
are touched, they slow down,
then stop. Once a Beebot hsas
stopped, the next time the
player touches it, it will be
eliminated. The longer 1t
takes to eliminate the Bee-
bots, the faster they run.

As the plaver chases th
robots down his or her swarn
1s chased by enemy swarms of
bees. These enter one at =&
time, and there can be sever-
al swarms of them on-sereer
at the same time, They chase
the player's swarm and elim-
inate a number of bees fronm
it every time they get close

e

enough to touch it. The plav-
er can eliminate enemy Swarms
CRrRIBBS & ASSOCIATES with a deadly ray, activated
by pressing on the red con-
VIDEO GAMES troller button. The ray trav-
ls horizontallyv across the
FOR ¢ : - e ApIE
screen, from wherever the
ATARI 2600, INTELLIVISION, COLECO, VECTREX, VIC 20, player's swarm is located at
COMMODORE 64, ATARI 400/800, SINCLAIR, ATARI 5200 [t):(?‘s‘i;(;mt()ult o AN
FOR ATARI 2600 FOR INTELLIVISION gets one "zap" at a time,
CENTIPEDE ........... ATARI ...........32.95 LOCK N CHASE ........ MATTEL ........ 28.95 earned whenever a Beebot has
DIGDUG ............. ATARL............. 32.95 DUNGEONS & DRAGONS ... MATTEL ... 2895 been eliminated.
PHOENIX. ............ ATARL............. 2495 CHESS (SOON).........MATTEL.........4295 If all the beebots in &
MS. PAC MAN ....... ... ATARI .......... 2495  PINBALL (SOON)........MATTEL........2495 secreen are eliminated, the
ZAXXON (SOON) .......COLECO ....... 3295 INTELLIVOICE ...... .MATTEL .........5895 game progresses to a new one,
MQUSE TRAP... ......COLECO. vc.cun v 26.95 B-17 BOMBER MATTEL 2995 with faster-moving Beebots
GOREmm i svsns GBS comvai g & 26.95 DRAGONFIRE..........IMAGIC....... 29.95 and more enemy swarms in each
WIZARD OF WOR ......... CBS v o 26.95 BEAUTY & BEAST........ IMAGIC ........ 29.95 new screen encountered, Play-
SEAQUEST (SOON) ....ACTIVISION ....2495 CARNIVAL........... COLECO........... 3295 ers start with only one swarm
RIVER RAID ........ ACTIVISION ........ 23.95 ZAXXON (SOON)........COLECO ..32.95 of bees. The game ends when
ROOM OF DOOM .....COMMAVID ..... 2695 PITFALL...........ACTIVISION ..2495 all of a player's bees are
COSMIC SWARM. ... .. COMMAVID. . .. .. 2695 STAMPEDE... ... . ACTIVISION......... 2295 gone. -
JOURNEY ESCAPE . . ... DATA AGE .....2495 FROGGER (SOON) ... PARKER BROS. ... 34.95
BERMUDA TRIANGLE .... DATA AGE .... 2495 SUPERCOBRA(SOON) PARKERBROS. .. 34.95 OPINIONS :
DEMON ATTACK ........IMAGIC ........ S S —
ESCAPE FROMARGOS (SOON) IMAGIC ... 24.95 ’ - Eana
SUPER COBRA (SOON) PARKER BROS. ... 2695  SCRAMBLE. ... ...\ 26.95 e B Rk K g ioe
TUTANKHAM (SOON) PARKER BROS....28.95 STARTREK............coooiioeiiioi ... 26.95 . L 8 bics
AIR RAIDERS (SOON)... M-NETWORK. .. 28.95 way 1t Inoves, the graphics
DARK CAVERNS(SOON) M-NETWORK. .. 28.95  SINCLAIR are an interesting departure
NEXAR ........SPECTRAVISION ........22.95 FROGGER.......................c........ 17.95 for N.A.P. and the overall
CHINA SYNDROME SPECTRAVISION ... 2295  SUPERMAZE ............................ 1495 concept is different. I
KILLERSATELITTES(CASS) STARPATH. .. 14.95 didn't care for the fact that
DRAGON STOMPER(CASS) STARPATH... 1695  VIC 20 the game could end so quick-
SPRINGER (SOON). ... TIGERVISION. ... 24.95  SERPENTINE. ... . ... ... 32.95 ly, or the way 1t was some-
JAWBREAKER ... ... TIGERVISION . ... .. 2495  CHOPLIFTER. ... ... 32.95 times hard to tell my swarm
RAM IT (SOON)...... .. TELESYS........ 2495 ALIENBLITZ .. ... ... ... 19.95 of bees from the enemy
DEMOLITION HERBY (SOON) TELESYS. .. 2495  KOSMIC KAMIKAZE ... ........... o 19.95 SWATTS .
M.A.D. (SOON).... ... US GAMES. . .... .. 24.95 Still. KILLER BEES is
COMMANDO RAID ....... US GAMES ... .. 2295 ATARI 400/800 something really new for the
RESCUE TERRA 1... VENTUREVISION. .. 19.95  ALIBABA ..... QUALITY SOFTWARE ... .. 21.95 Odyssey-2, and | found myself
COMBAT ZONE. .. QUALITY SOFTWARE. .. 13.95 punching the reset button
ATARI 400/800 FAST EDDIE.......... SIRIUS. . 20.95 again and again, eager to try
TANKTICS ... .. AVALON HILLS ... .. C..2995 TURMOIL ............ SIRIUS ............ 2495 for a hlgher SC;)[‘E but rare-
EMPIRE OF THEOVERMIND .. .AH...D..39.95 SHAMUS...........SYNAPSE........... 23.95 ly getting there. Things
APPLE PANIC ... BRODERBUND ...C.. 2195 SLIME........SYNAPSE........ 16KC .. 23.95 aventt all tad with this ore
CHOPLIFTER. ... BRODERBUND....C .. 24.95 BATTLE OF SHILOH ... .o o 40K .. 26.95 AV they" !
SPIDER INVASION ...COSMI...C16K.. 1095 COSMIC BALANCE ....... STRA KILLER BEES isn't another
GALACTICAVENGER ... COSMI ... C16K..7.95 SIMULATIONS <o vnonsyones SEHD.. 2880 K.C. MUNGHKIN or UPO. but it
KAYOS ... COMPUTERMAGIC ... C16K..24.95 SOCCER........ CART .. THORN........ 34.95 - or , but 1
POGO MAN COMPUTERMAGIC... C16K..2696 POOL .........CASS..THORN ......... 21.95 does warrant your attention.
CANYON CLIMBER. .. DATA SOFT...D .. 2095 KIDGRID ....... TRONIX ....... 16KD .. 20.95 It beats the heck out of
ZAXXOM .. ....... DATA SOFT .. ... .. 2895  COLECOVISION *;am"ls and SMITHEREENS for
KING ARTHUR HEIR....EPYX....32D .. 2095 ast arcade action and res-
THE NIGHTMARE. .. ... EPYX......32D..2095 ZAXXON............ COLECO............4485 ponds well to the control-
BAJA BUGGIES ... 16K .. GAMESTAR ... 2095 SMURF - <o vvnvnn s GOLEC Dnvsnvnsn o 2998 lers. I give it my thumbs up.
AIRSTRIKE ........ C..ENGLISH ........2895
K-RAZY SHOOTOUT. ..... K-BYTE.......31.95 FOR COMPLETE PRICES SEND $1.00 TO: MIKE: | think KILLER BEES
K-RAZY ANTIKS ......... K-BYTE......... 31.95 CRIBBS & ASSOC. presents Odyssey owners with
FROGGER ........... ONLINE ........... 2495 P.O. BOX 1012 some of the best graphics
MOUSEATTACK. ........ ONLINE. . ....... 2495 BEDFORD, TX 76021 N.A.P. has turned out so far.
Bpecial trading programs for club members, write for details, we have the best for less. 'Eng Eﬁg %l[aa!:]dlasr daS] ssoetipftt)?
“"WE BUY, SELL & TRADE” other systems, and presents
OFFICIAL SUPPLIER OF THE TEXAS INTELLIVISION CLUB, THE LARGEST INDEPENDENT Odyssey gamers with a re-
INTELLIVISION CLUB, WITH LEAGUES AND TOURNAMENTS, ASSOCIATED WITH KEYSTONE freshing new challenge for
INTELLIVISION CLUB, LEAGUE CITY INTELLIVISION CLUB AND THE MIDWEST INTELLIVISION their system. As you can
CLUB. WRITE FOR THEIR SPECIAL DETAILS, OR IF YOU HAVE AN INTELLIVISION CLUB OVER 10 already tell, I liked this
PEOPLE, PLEASE WRITE FOR OUR QUALIFICATIONS FOR OUR NATIONAL CHAMPIONSHIPS game a lot.
HELD IN GRAND PRAIRIE, TEXAS AT THE SPORTS HALL OF FAME.
— CONTINUED ON PAGE 22—
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VIDEO SWAPPER...
The Original Video Hobbyist
Magazine for the Video Collector!

If you are a video or film enthusiast, then
Video Swapper & Film Collector is the publica-
tion for you! Each exciting issue is filled with
stories, news, new product reports, special
features, columns and the most interesting
part of all—our very own Trading Post
classifieds (which, by the way, are FREE to
all readers!) and Collector’s Showcase cards,
all of which offer hundreds of videotapes and
video-related items for sale & trade by our
thousands of readers.

Here's just a sampling of what our
subscribers have been reading in the last few
issues of Video Swapper...

..MTV Music Television—Music You Can
See...Video Voices—OQOur Readers Speak
Out...Video Fun & Games—A Regular
Feature Covering All of the Video Gaming
News and New Cartridge Releases...Ask Video
Dave...Video Editing Systems—Do They or
Don’t They?...NBC: The Dust Settles...Crime
& Punishment—TYV Style... Twilight Zone
Revisited...Classic Film Reviews...Collecting
Monty Python...The "“"Not-So'" Compleat
Beatles Video Package...Plus these regular
columns...Science Fiction Review...Fine
Tuning...Horror From the Video

Crypt...Der Krapp...Sound & Vision...New
Videotape Releases and Reviews...and

miuch, much more!

Why not get in on all of the fun and ex-
citement that is found in the world of —
video by subscribing today! Use the han- , p A g s,
dy order coupon below and we’'ll start _ Bl Station Breqh,.
you off with the next big issue. We Al Video Fun & Games
even accept Mastercard & Visa. Send in ""‘“’"'-"“ft‘la..”,,,‘,‘:.
vour subscription today! e

For Your Convenience, We Accept

MASTERCARD & VISA

SUBSCRIPTION RATES... ; -

: VISA
Next 6 Issues/1 Year - 'gj

$7.50 You Must Give Us Your Card Number & Expiration

T vt o r— —— — — ——-1

Next I Issm’m Years H

$ 13. ")() Vake Checks or Money Orders Pavable to: I

y VIDEO SWAPPER l
Ca"ad'a” gllb‘i( ”P“OHS Add P.O. Box 309-L, Fraser, Michigan 48026 |
D() ( (,’HIS Pt’r ISS“() Please send me the next 16 | 112 issues of Video Swapper & Film Collector! I

T 3¢ 34 Y ¥ 57 39 ¥r 5% 1Y I have enclosed proper payment via | 1Check Moaoney Order I

A ”’"lﬂll O\Jerbf_’us f‘ d(} Please charge to my Mastercard | Visa account I
$3 ()() Per l ssue i
o ; Y Yoy T My card number is Expiration Date |
ALL PA YMFN’I S MUST BE MADE e :
IN Ub FUNDS ONI Y, PLLASB" i
|
1
JI

Address
PLEASE ALLOW 4 H’I E I\S IUR l”( l H'f (” n'lR‘)l I\\( f
R R L S e L R S s e !

City, State, ZLip




—CONTINUED FROM PAGE 20—

KILLER BEES isn't a com-
plex |1{am<.~_. The play is ex-
tremely simple. | liked the

‘action and the alternatives I
was given for staying out of
the way from those pesky
enemy bees that were con-
stantly trying to eliminate
my swarm. | didn't care for

the fact that, like so many
other Odyssey games, | was
given only one swarm with
which to eliminate the Bee-
bots. Having only one chance
keeps me from getting very
far into the %{ume and 1 have
a problem with my concentra-
tion when | know one good
"zap" will be my last, Still,
this fact might help here,
because it makes it easier to
beal your last score. Prac-
tice makes perfect.

I want to congratulate
Odyssey's designers for pro-
ducing a very fine game.
KILLER BEES is a credit to
the Odyssey library of games
and will put new life into a
system that | thought was

THE
TRADING
POST

ADVERTISE IN THE LOGICAL
GAMER'S "Trading Post" clas-
sified advertising section
and reach 4-8,000 of the most
dedicatled, interested proven
mail-order buyers and retail-
ers in the country for
only 20 cents per word (only
10 cents per word for sub-
seribers)! The first three
words are printed in boldface
at no extra charge and zip
codes are free. Minimum order
is 15 words. Send check or
money order with your ad copy
and include your name, ad-
dress and phone number. Also
include your address code if
you are a subscriber running
an ad at half price, Mail to:
Logical Gamer Classifieds,
8125 S.W. 21st Street, Tope-
ka, KS 66615.

SRR RS SRS R RS SR 2 2 2 B L)

TRADE YOUR ATARI 2600 games.
Two of your games for a game
of your choice. For my list,
send self-addressed, stamped
envelope to: George Bostock,
Box B 38961, Florence, AZ
85232.

e o s o ofe o o o o o o oK oK R K R R

USED INTELLIVISION CAR-
TRIDGES: Send stamped en-
velope for list, prices. Bob
McCarthy, 5135 Hunters, Ben-
salem, PA 19020.

EEEEEEEEERRERERRR KRR KRR R KRR KR

SELL A THOUGHT: A guide to
selling software ideas - A
national publication is now
available on a quarterly ba-
sis. Ineluded are recommenda-
tions and suggestions on: How
to solicit companies, where
to send ideas and in what
form, how much companies pay,
legal requirements, and much
more. For a subseription send
$2.50 (postage included) to
SELL A THOUGHT, 45437 Medi-
cine Bow Way, Fremont, CA
94539.

getting a bit neglected this
past year or so. Odyssey fans
should get this one.

RATINGS :

Concepl: New
Graphics/Sound:
Good - Excellent
Difficulty: Student
Interest:
Three Months - One Year

COMING
SOON:

Next month is another news-
packed CES Special, featuring
all the latest upcoming game
and hardware releases shown
at the June Chicago Consumer
Electronies Show. PLUS: An
interview with the designer
of Telesys' STARGUNNER, AT
LEAST 15 more games reviewed,
more letters and Mieroquips
and a lot more! DON'T MISS
IT.

IN AUGUST: Our gala
Birthday issue, with a lot
more game reviews, a look
back at the games we've re-
viewed, and our usual monthly
bateh of editorial goodies,

First

—CONT INUED FROM PAGE 5—-

IN-WATS (800-number) ser-
vice will be used in areas
without multiplexors and will
also serve as a back-up sys-
tem for multiplexor markets.

CVC's GameLine and Master
Module have been designed for
use with the Atari 2600 and
Sears Tele-Games Video Ar-
cade. It may also be used in
connection with Colecovision
units equipped with Expansion
Module %l or with the Coleco-
vision Gemini system. It is
also expected to be compat-
ible with the Intellivision
Master Component equipped
with a System Changer (VCS
emulator) or other systems
which have VCS adaptors. A
standard joystick and tele-
phone outlet are also re-
quired.

) -= HOW THEY ALL STACKFD Up --
The following is a list of all the games reiewed this issue,
grouped accordini to our reviewers' combined opinions. Mike
and Alan both liked the games next to the shooting rocket.
Games with a horozontal rocket were only liked by one of our
reviewers, Games with the crashed rocket didn't appeal to
either of our reviwers,

KILLER BEES ** VANGUARD ** KANCAROO

MIKE LIKED -- ALAN DIIN'T
SPACE FURY

ALAN LIKED -- MIKE DIIN'T

ICE TREK ** THOPICAL TROUBLE
MASTER BUILDER ** KILLER SATELLITES
JUNGLE HUNT

IRACULA ** LOOPING ** (ORF
SUB SCAN ** SKY SKIPPER
G.1. JOE (OBRA STRIKE ** PLAQUE ATTACK
DOLPHIN ** GALAXIAN

T

Here's this month's winner of
our $10 award for the best
mini-review (or reviews) for
our new Miceroquips section.
Send us your coments on all

who gets a review published a
free one-issue subseription
extension and the best
each month a $10 check. LET
US HEAR FROM YOU!'! The Log-

the new games -- or your ical Gamer believes that more
favorite old ones, whether opinions are better opinions.
we've already covered them or

not. Send one or several, but HFIR THE 5200:

keep them short and to the

point. We'll run all we can PAC-MAN: The controller

every issue, giving everyone wreck it. The game 1s as mu

BRIEFS --OONTINUED FROM PAGE 3--

ames from other companies -- or less.

regular single

***Watch for a new radio show,
Fiend." It's a series of shorts, runninﬁ about 60 seconds
including news and views about the
hame systems, accessories and new technological developments
-- and a 30-second cammercial. Qualified stations will re-
ceive the shows free. Write to Audio Inventions, P.O. Box
hraim, New Jersey 08059 for more information.
ION, from Sydney Development Corporation, will
soon be coming for Colecovision, as well as for the Texas
Instruments, Spectra Video, Apple Il and Atari computers.
The company 1s the first major games sof tware supplier from
Canada to enter the market. Sydney Development has also
licensed rights to the comic strip characters from "B.C" and
"Wizard of 1d" for home and arcade releases. QUEST FOR
TIRES, utilizing the characters from "B.C.," should be out

apiece,

240, Mount
tt*EV

soon.

**%A new voice-recognition and synthesis module will be
available soon for the Atari VCS and 5200. The plug-in
produced by Milton Bradley, under agreement
with Atari. Slated for release in time for Christmas, it
should retail for $50. Atari and MB will also produce 18 new
games which utilize the device. Milton Bradley has already
announced production of a similar unit for use with the

device will be

Texas Instruments TI-99 4-A.

***A recent AP wire story states that Mattel Elec-
tronies has filed suit against Atari,
claims that Atari is attempting to produce games for the
Intellivision game systems by obtaining trade secrets from
now under Atari's employ. The $40
iled against Atari and the three
former Mattel employees, Eric S. Weis, Russell A, Haft and
Michael S. Winans, who have also been named as defendants in

former Mattel employess
million suit has been i‘

the action.

¢
frustration as 1t 1s fun.
It's like owning & broke
arcade PAC-MAN machine,
MISSILE OOMMAND: Not 1he

called ™The Screen identical copy of the coin-oc

it should have been, Still,
latest in games, it's loads of fun, but gooc
players will score a million

points every time if the trac
ball controller i1s any gooc.

DEFENDER: A triumph. Has
just about everything the
arcade game has to offer.

STAR RAIIERS: The control-
lers made it impossible to
steer through hyperspace. |
returned it for a refund.

CENTIPEDE: Impossible to
enjoy with the joystick., If
the trac ball is any good,
this will be the greatest
arcade-to-home translation
ever. (Take THAT, Colecovi-
sion owners!)

SOOCER: A magnificent game
for two ?layers; a bust iIn
the one-player mode. The con-
trollers work great for Atari
sports games.

PFOOTBALL: A fine game that

ets lots of two-player use.
Still, after SOOCER, this one
was mildly disappointing.

--~TIC

(Name witheld by request)
Storrs, CT

Incorporated. The suit
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ALL ORDERS
SHIPPED FROM STOCK
WITHIN 48 HOURS

VIDEO HEAVEN INC.

NEW
TITLES
DAILY

— CENTIPEDE - 319 MATTEL-ATARI

—QUIX - 27% ADAPTER NOW

—TEMPEST - 31%

— POLE POSITION - 319 AVAILABLE
avail. 7/83 36595

*
ATARI . ¥
avail. 8/83 y PRE-ORDER YOURS NOW!

@MRI(ERBROI‘I-ERS (FOR ATARI)
%«"""
< é“

PLAY ATARI CARTRIDGES SUPER JEDI REACTOR STRAWBERRY
5200 , ON YOUR INTELLIVISION COBRA ARENA 25" SHORTCAKE
UN'T 25“ 2595 2505
AVAILABLE NOW Q-BERT
1ViSs i FROGGER
CHESS _Ia'g‘g;tEluv'S'ngTHON - FOR INTELLIVISION 2595 299
SHARK SHARK - 179 LOCK N' CHASE - 279% o S -
— SHARP SHOT - 159 DUNGEONS & DRAGONS - 279 A ATARY. RAI([));:ERS e
® Stickler’™ makes a difference d LOST pAC'BV:-.AN
THE STICKLER [ e me: ATARI S ARK 2
e " A Warner Communcahons Company
SEARS TELLEQAVE® (FOR 2600)

(replaces the disc)
(FOR INTELLIVISION)

$5.98 per pair

Comes packed
2 per box.

VANGUARD - 23%
E.T.. 19%
GALAXIAN - 23%
FIREWORLD - 25%
CENTIPEDE - 25%

REAL SPORTS TENNIS 25%
REAL SPORTS BASKETBALL 25%
REAL SPORTS DRIVING 25%

DEMON ATTACK

NOVA BLAST
ATLANTIS ICE TREK
BEAUTY & BEAST DRACULA

SWORDS & SERPENTS WHITE WATER

(FOR ATARI)

ATLANTIS - 219
DEMON ATTACK - 21%
SHOOTUM GALLERY - 18%

ESCAPE FROM ARGOS - 22%
SKY PATROL - 22%

DOLPHIN - 23%°
KEYSTONE COPS - 23%°
OINK OINK - 23%°

 DLIRE - 566 SEA QUEST
. 23‘||’J
AIVERGMD ROBOT TANK - 239
PITFALL
FOR ATARI 350 FOR MATTEL - HAPPY TRAILS -24%
OH MATTEL

ADDS TREMENDOUS

l COF"’DHATIDN

NEW LOW
PRICE

$1459%

STAR TREK
BERZERK
CLEAN SWEEP
HYPER SPACE

RIP OFF 2695

SOLAR QUEST EACH
SCRAMBL E MORE COMING

BLITZ FOOTBALI SOON!

GRAPHICS TO YOUR
ATARI 2600 SYSTEM

(formerly W}

COMMUNIST MUTANTS 13%
FIREBALL 13%
SUICIDE MISSION 13%
DRAGON STOMPER 16%
MINDMASTER 16%
KILLER SATELLITES 16%

MORE COMING SOON!

SUPER
CHARGER 459

Includes Phaser Patrol

$10%
REG. 219

SEE/A

New

ON SPECIAL

2595 (FOR ATARI)

COLECO

CONSOLE

ATARI EXPANSION MODULE 649 W ]

SPACE The (,mu:ull( r) ot G | DON KEY
e : - KONG JR.
FURY ' LADYBUG | Q . ggqr.J
9% : |
$29% [ s«:A , 2 = GORF - 29%

SOLAR FOX - 28%

WE STOCK ATARI, MATTEL, IMAGIC, COLECO, APOLLO,
US GAMES, ACTIVISION, AND MORE. ATARI AUTHORIZED
SERVICE NOW AVAILABLE AT DISCOUNT PRICES.
WE ALSO STOCK THE ATARI 5200 AND
TEXAS INSTRUMENTS COMPUTER WITH SOFTWARE.

Prices Subject To
Change Without Notice

ORDERS ONLY CALL
1-800-253-0164 9 aMm-5pM EST
(IN MICHIGAN 616-392-2877)
FOR INFORMATION OR EVENING ORDERS CALL
616-392-2877

OR SEND MONEY ORDER / CERTIFIED CHECK
WITH 2. 50 FOR SHIPPING OF TOTAL ORDER

WE ACCEPT VISA, MASTERCARD, AMERICAN EXPRESS
P.0. BOX 144C-V, HOLLAND, MICHIGAN 49423

SEND
25¢
FOR HUGE
CATALOG

2
|
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You don't need your own space ship to know
the galaxy of video games is a crowded one.
Every month, more new "stars" hit the shelves
than any of us can keep up with. That's why you
need THE LOGICAL

Each issue of THE LOGICAL GAMER tells you
about all those new games -- the ones caming and
the ones now available -- with more detailed
descriptions and double reviews than any other
video game publication on the market today. And
our news pages, editorial features and reader
comments are second to none. All at half the

L]
i)

B !g price of most newsstand video game publications!
g:ﬂf Why not start saving money -- and getting
*g- more fun out of your video game system -- right
2 z g now? Fill out the coupon and mail it with your
- ;Eﬁ payment today for a full year of the best month-
%3 ly home video game buyer's guide going. We won't
E gy steer you wrong!
~ = - ;: E
= R E :
?; 3 © pe— HELP!!! I'm spinning through space and I need a
o z En navigator! My $15.00 is enclosed. Please send me
:_gg ac the next 12 1ssues PRONTO!
C& i ek
= 2 s ;3 NAVE
= - 2 = P
gy T ik AIDRESS
5 CITY STATE ZIP
- o3 R = VASTERCARD/VISA #.
== B Bo= ;. s
B~ Efg EXPIRES___ SIGNATURE
=x= v (O°
52 ® HE| THIS IS A NBW SUBSCRIPTION RENEWAL
-3

Canadian Subscribers pisase add $5.00 per year



