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T'S NOT EASY BEING Q+BERT
BUTIT'S FUN.

Mo one ever said it was going to be easy hopping the irresistible @ *bert™ from cube to cube 4
and staying out of harm’s way: Especially when he’s trying to avoid creeps like Coily and Uaa. &

But, there are times Q"bert can't escape. And just like in the popular arcade dame, he
doesn't take it quietly. Q bert mutters a few choice words, puts his nose to the grindstone
and comes back for more.

You'll grow so attached to Qbert, you won't want to stop playing. He's one littie
character who's good to the last hop. .

Mow you can have the new Q "bert video game cartridge in your home, too.

For your Atari 2600 Video Computer System ™ and the Sears Video Arcade.” Coming soon for Intellivision. ®

©)PARKER BROTHERS

Q*bert is a trademark of D. Goltlieb & Co. Atari® and Atari Video Computer System ™ are trademarks of Atari, Inc. Sears Video Arcade ™ is a trademark
of Sears Roebuck & Co. Intellivision® is a registered trademark of Mattel. Inc. Parker Brathers is not affiliated with Mattel, Inc © 1983 Parker Brothers, Beverly, MA 01915
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LATESTNEWS FROM THE WORLDS OF SCIENCE FICTION & FACT

PORTRAITOF A
SAVAGE

his is Tarzan.
I Half-civilized, half-wild, this is
John Clayton, Lord Greystoke, the
legendary apeman created by Edgar Rice

Burroughs in 1912 in the first of a series of
novels, which would be followed by countless

Christopher Lambert, as Tarzan, surveys the African veldt in the forthcoming Greystoke.

movies, comics and even a TV series.

Yet, none has truly captured the savagery
and the spirit of the untamed jungle king, nor
remained faithful to Burroughs’ original con-
ception of this mythic character...until,
perhaps, now.

Currently in post-production is the first
“‘definitive’” motion picture version of Tar-
zan of the Apes, as scripted by Michael
Austinand “‘P.H. Vazak”’ (a pseudonym for

0806088

Chinatown writer Robert Towne) and
directed by Hugh (Chariots of Fire) Hudson.
Ian (ALIEN) Holm is the apeman’s friend,
D’Arnot. Calvin Klein Jeans model Andie
McDowell is his Jane.

And this is Tarzan.

Heis 25-year-old French actor Christopher
Lambert. And he stars as the noble savage in
the forthcoming Greystoke: The Legend of
Tarzan, Lord of the Apes. ¥r

PHOTO COPYRIGHT 1983 WARNER BROS INC

AL X LANLL

APEMAN SWINGS INTO
VIDEOGAMES

his autumn, just before Greystoke’s

premiere, ColecoVision will journey in-
to the jungle of video games once again, ac-
companied this time by Tarzan, the video
game.

In early 1983, ColecoVision and Edgar
Rice Burroughs, Inc. completed a long-term
contract granting the popular game manu-
facturer exclusive rights to the Lord of the
Apes until 1987. The first Tarzan cartridge
will be available originally only in the Col-
ecoVision format, though Atari VCS and
Intellivision variations will follow.

Unlike previous ersatz apeman arcade
species, this game involves Tarzan and his
African friends. The beasts of Tarzan are in
danger. Hunters are searching for wall
decorations, stalking their prey with ease
until the animals warn Tarzan, their lord
and protector.

To stop the hunters, the jungle hero is
forced to gather the animals, freeing them
from a number of traps and dangers. Then
en masse, they can drive the enemies away.
Assisting Tarzan, warning him of impend-
ing doom, is Nkima, his monkey friend
from the Burroughs books—no cinematic
Cheetahs allowed.

Tarzan will swing from treetops and use
his acrobatic skills and trusty knife to aid his
animal allies, but he mustn’t fall into a trap
himself or the game ends. As usual, there are
varying levels of player difficulty featuring
more elaborate traps and shorter time spans
to complete Tarzan’s jungle mission. w

The jungle lord gets into the swing
of things with Colecovision.

5 Uk b=
g86080

GRAPHIC COPYRIGHT 1883 EDGAR RICE BURROUGHS. INC & COLECO INDUSTRIES, INC.
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The Bally/Midway arcade memory-l:ivi&er

you can play at home.

Remember playing BLUEPRINT in the arcades? How it drove
you nuts? The damsel in distress? The crazy contraption? Fuzzy
Wuzzy! Ollie Ogre? The bomb pit? The explosions on the way to
the bomb pit? You forgot all that?!!

Well, our new BLUEPRINT didn’t forget a thing. It’s just as

nutty at home as in the arcades, whether you play it on your Atari® 2600,™
5200, 400/800/1200XL™ or Mattel Intellivision®

See for yourself. And don'’t forget to remember not to forget to send in the coupon for up to $20.00 in
CBS Electronics arcade game cash rebates!

__J

Don'’t forget to rescue me. If Fopactab it d
Ollie Ogre catches me, he'll, he'll.. BBt BN Bl ESeUED,

Daisy. Your hero will never build
his contraption in time.
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| have to remember
which houses had the
parts to my contrap-
tion...get rid of
a bomb every time
| make a mistake...

stay out of
the clutches of
my arch-rival
Fuzzy Wuzzy...

it
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and put my contraption together in exactly the right order.
Now you'll pay for chasing my girlfriend, creep!

Here's how to get your cash rebate:
I. Purchase any of the following game cartridges between now
and Oct. |5, 1983: SOLAR FOX, GORF WIZARD OF WOR, BLUEPRINT.
2. Completely fill in the mail-in certificate and mail along with your original
dated cash register receipt(s) and the UPC Symbol found on the back of the
cartridge box to:
Cash Rebate, PO. Box 778 Green Farms, CT 06436
3. To qualify for the cash rebate by mail, all of the above items must be sent
in their original form. No repreductions will be accepted.
4. Offer good only in U.S.A. Any sales tax must be paid by customer.

Offer void where prohibited, taxed, or otherwise restricted.

5. Offer limited to one $5.00 rebate for each cartridge purchased up to
$20.00 and limited to one $20.00 rebate per household, address, or
organization.

6. The cartridges must be purchased between now and Oct. |5, 1983
to get the cash rebate. All requests must be received by Nowv. |, 1983.
CBS Electronics is not responsible for lost, late, or misdirected mail.
7. Allow eight to ten weeks for receipt of rebate.
8. Offer subject to avaihbility of CBS Electronics cartridges and
good only: while supplies last. No rainchecks or other
price/product guarantees made by retailers will be honored.

Shown on Atari® 5200™

Limit one $5.00 rebate for each cartridge pur-
chased up to $20.00. This certificate must be accom-
panied by your cash register receipt and the UPC symbol found on the back of the

cartridge box. This offer expires Oct. 15, 1983. All requests must be received
by Now. |, 1983.

*BLUEPRINT, SOLAR FOX, GORF, and WIZARD OF WOR are TMs of Bally
Midway Mfg. Co. *1981, 1982, 1983 Bally Midway Mfg. Co. All rights reserved.

Name___
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V For Vector-y

ow about Global Thermonuclear
HWar?” posits young David

Lightman (Matthew Broderick) to
his computer in WarGames, the hit movie
about the ultimate video experience
(STARLOG #74). The computer spins out a
tracery of lines signifying the U.S. and
U.S.S.R., asking the youth to choose his
side. These vector symbols, for such they
are, mean that this particular computer
pastime will be challenging on many levels,
ornate and intricate in actual play, and
geometrically pleasing to the mind’s eye.

Of the two types of computer graphics
currently available, the first, raster, is
responsible for those realistic nigh-paintings
which decorate a range of games from
Jungle King to Zaxxon. The visuals are
often so beautiful that you’re inclined to
forget just how limited the actual on-screen
movements are at any one time. Put simply,
too much of the program’s memory is oc-
cupied by scenery.

Vector graphics, the second, give a game
greater flexibility as well as possibility, mak-
ing up for strictly line drawings by allowing
more things to happen during a round. The
first successful vector creation, Asferoids,
embodied this principle, creating a tactile
thrust and parry for the spaceship while con-
tinuously breaking down those pesky aster-
oids into ever-smaller—though equally dan-
gerous—chunks. By the time color came to
vector graphics, most notably with the
divine Tempest, an enterprising gamester
could count on a fireworking experience
with an imaginative abstract perspective.

This experience could be enhanced by the
closest sense of depth perception yet
developed, barring the theoretical use of
holography. A trip down Tempest’s tube
was a breathtaking teleportation. Atari’s
1980 Battlezone advanced the illusion by
creating a desolate post-20th century land-
scape around which you wheeled your
mechanical marvel. Using Dali-esque cubes
and pyramids as shields, enemy tanks
loomed out of the distance and grew larger
in your viewfinder; when destroyed, their
explosive pieces would fly in all angles. Suf-
fering a hit, you actually saw the shell roar-
ing at you, your tank’s ‘‘windshield”’
splintering as you thudded to a halt.

Atari has continued its investigation into
vector possibilities with three new games,
each highlighting one of the system’s
categories. Gravitar evolves Asteroidsto the
extent that the piloting abilities required to
guide your spaceship become almost as im-
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portant as what it does once it gets there.
Navigation is the key, traveling around the
perimeters of a series of planets, securing
points by blasting enemy aircraft while
docking at fuel depots to keep your own
supply substantial. The craft is as skittish
and temperamental as Joust’s ostriches, but
the careful player will develop a delicate con-
trol which goes far beyond trigger mashing.

Quantum bears a slight resemblance to
Tempest in its Etch-a-Sketch vector look
and feel. The object is to draw a circle (or
more likely a squiggle) around your chosen
target. For those who like Qix (a Taito coin-
op most recently welcomed to Atari’s 5200
library), here’s another design game which
doesn’t stop kicking.

Black Widow is at once the most obvious
and unique of Atari’s new games: obvious in
the sense that the very nature of vector
graphics lends itself to spinning a web; uni-
que in that the insect kingdom has never
been treated as sympathetically or interac-
tively as here. Forget blasting anything that

. moves as in Centipede and Millipede. Your

spider does indeed scrag her share of
grenade bugs, but she also tags grubsteaks,
pushes eggs off the web, and in short,
creates her own eco-system by the time the
first screen is finished.

Sega has remained close to the outer space
front in its two vector entries, Tac-Scan and
Star Trek. The first, now availableina home
version for the Atari 2600, places you at the
helm of a squadron of ships madly hurtling
through hyperspace. When you enter the
“‘space warp turuiel’® which transports you
from screen to screen in Tac-Scan, the dizzy-
ing effect is something akin to an interstellar
roller coaster. Watch out as you steer your
six (or less) ships unscathed through a varie-
ty of laser dangers.

Star Trek, of course, should immediately
interest STARLOG readers, and in recogni-
tion, Sega has given us the most challenging
and intriguing game of the year, if you can
call it a game. Sega refers to it, quite rightly,
as a Strategic Operations Simulator. It
simulates ‘‘actual battle conditions en-
countered by Federation Starships while on
patrol, enabling Cadet Trainees to learn
Federation tactics in combating the Klingon
threat.”’

This goal is accomplished by a tactical
realism which requires not only lightning
reflexes but decision-making powers as well.
You choose your own weapons: phasers
which endlessly pick off one Klingon battle
cruiser at a time or photon torpedoes, which

destroy many ships but on a more limited
basis. The burden of defense is borne by
shields which, if not sustained by periodic

isits to a Starbase repair station, leave the
Enterprise open to attack.

By the time you reach the Nomad round,
with a robot ship depositing unstable chain
reaction space mines around your quadrant,
you should be worth every one of your
Strategic Training Units (called ‘points’ on
Olde Earth). What makes Star Trek work
far beyond most media spin-off games
(Tron excluded) are its vector graphics,
which instead of attempting to caricature
the TV show, provide a re-creation every bit
as thought-provoking as the original. Well,
almost. The great Trekkian metaphysical
puzzle—Vulcan logic versus human emo-
tion, and how the two needs must inter-
mingle—is never addressed. That’s a job
which lies far beyond vector graphics, out
where no man has gone before.

Completing the triple crown of vector
entrepreneurs is Cinematronics, an under-
rated company which seems committed to
balancing on the cutting edge of game
technology. Its earlier vector entries, 1978’s
Starhawk and 1979’s Sundance, exhibit a
sense of rhythm as hypnotic to watch as jug-
gling. This statement is particularly true of
Sundance, an extremely rare, hard-to-find
game in which you bounce miniature suns
between two trampoline-like grids. The ob-
ject is to press one of nine buttons, each
representing a square in the grid, opening
and catching the suns or exploding them
with novas. You also have the option of
playing with no grids, finding holes in the
very fabric of the universe. E equals mc’ to
be sure.

This year’s Cinematronics game is
Cosmic Chasm, based around the Asferoids
principle. You move from polygon to
polygon along a chain which resembles a
chemical equation: your ship enters each
nucleus, shoots the various enemies, and
then powers its way into the next. It might
seem conservative compared with Star-
hawk’s rotating planet, but then Cinema-
tronics has been preoccupied with waging its
own real-life struggle lately with a par-
ticularly nasty game called Chapter 11. 1
wish Cinematronics luck.

Notwithstanding, the company seems
more enthusiastic than ever and has recently
begun investigating the use of laserdisc
technology, recognizing a restless player
generation hungry for new sensations. *“We
may or may not continue to build conven=




By Lenny Kaye

tional high-speed vector games,”” Tom
Campbell of Cinematronics said recently,
but his interest obviously lies in this new
blend of filmed action and computer move-
ment. Sega has already tested an Asrron Belt
laserdisc cockpit game, where players dodge
footage of dogfighting combat rocketships.
Using similar Disney-type cartoon visuals,
Cinematronics recently unveiled Dragon’s
Lair, an interactive sword-and-sorcery col-
laboration with Advanced Microcomputer
Systems and animation master Don Bluth

(see STARLOG #74).
As a computer tongue, vector graphics

are here to stay. Outside the arcades, GCE’s
Vectrex system, which provides its own
stand-alone monitor and games like
Berzerk, Clean Sweep, and yes, Cosmic
Chasm, produces a product truly unique in
the home gaming world. In a future issue,
we’ll take a closer look at the myriad marvels
of Vectrex and its games, a use of language
which shows us a different way to view our
new video world.

* * *

For an epilogue to our two-part arcade
survey, let’s take a moment to gaze longing-
ly at Atari’s Star Wars game. The movie,
profiled profusely in these pages, was
perhaps the single greatest influence on
gaming evolution when it soared into
theaters in 1977, and it’s no coincidence that
the video sonic boom followed closely on the
heels of the Death Star’s destruction.

Star Wars is the first full-blown result of
an agreement between Atafi and Lucasfilm
announced in June 1982 at the Chicago
Consumer Electronics Show, not counting
the ill-fated Raiders of the Lost Ark 2600
cartridge which debuted last Christmas.
Perhaps because of this crisis in expectation
(was the game that bad?), Atari has kept the
wraps on its Star Wars blockbuster until the
last possible moment.

Available in both cockpit and upright ver-
sions, the game contains three different
screens per difficulty level. You hear snatch-
es of the John Williams score along with the
actual voices of Luke Skywalker and Obi-
Wan Kenobi, and are cheerily advised by
R2-D2. The first sequence features a space
chase against the minions of Darth Vader;
the second requires the player to destroy sta-
tionary towers and bunkers; and the third
reprises the film’s finale by swooping down
a narrow tunnel to fire photon torpedoes in-
to the Death Star’s exhaust port. -

You've played variations on this theme
many times before, but that’s only because
Star Wars was there first. When the Death
Star explodes at game’s end, Obi-Wan nods
approvingly and says ‘‘Remember, The
Force will be with you always.’” In a galaxy
far, far away, he might have been referring
to video games as well. *
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WIN! OVER 1,150 PRIZES! PARKER BROTHERS

NO PURCHASE REQUIRED. HERE'S ALL YOU DO:

1. Toenter. complete and mail an official entry blank. Be sure to select
which scene comes first in the movie, and which screen comes first
in the Home Video Game

2. Enterthe sweepstakesas oftenas youlike. buteachentrymustbe mailed
separately to
Death Star Battle Sweepstakes
Post Office Box #621, Lowell, IN 46356
Entries must be received no later than June 30,1984.

3. Youmay obtain a Free Official Entry Blank by sending astamped, self
addressed envelope to Death Star Battle Sweepstakes. PO. Box
#575. Lowell, IN 46356. The correct answers to which scene and
screen comes first may be obtained by sending a stamped, self-
addressed envelope to this same address, marked "CORRECT
ANSWERS” in the lower right hand corner of the envelope. Resi
dents of Washington State need not stamp their return envelope.

4. Winners will be selected in random drawings from among all correct

entries received by VENTURA ASSOCIATES, INC.. an independent judging

organization whose decisions are final. The odds of winning are determined
by the total number of entries received

One maijor prize to a family. No substitution for prizes as offered except as

may be necessary due to availability. Taxes are the responsibility of winners.

. Sweepstakes open to residents of the United States. Employees and families

of Parker Brothers. their advertising and production agencies. VENTURA

ASSOCIATES. INC.. Lucasfilm Ltd. (LFL) and suppliers of prizes are not eligible

Void where prohibited by law. All federal, state and local regulations apply

Winners will be asked to sign an atfidavit of eligibility and their names and

likenesses may be used for publicity purposes

For alist of major prize winners, send a self-addressed, stan ped envelope to

Death Star Battle Sweepstakes Winners List. PO Box # 783, Lowell, IN 46356

[
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OFFICIAL ENTRY FORM

DEATH STAR'BATTLE SWEEPSTAKES

IR BECOME A JEDI MASTER™ IN YOUR OWN VIDEO ROOM N

EASY AS A-B-C TO PLAY AND WIN!
A Check the scene that appears first in the movie Star Wars: Return of the Jedi.™

B Check the screen that appears first in the Parker Brothers' DEATH STAR™ BATTLE Video Game.
C Fill in your name and address below and mail your entry to: Death Star™ Battle Sweepstakes, PO.Box # 621, Lowell,

Indiana 46356.
VIDEO GAME

NAME:

ADDRESS:

CITY:

= ¥

" T ©1983 Lucasfilm Lid. (LFL). TM designates trademarks owned by Lucastilm Ltd. (LFL) and used by PARKER BROTHERS,
= a dwision of CPG PRODUCT GROUP under authorization
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CBS Electronics is now the source of a
big variety of exciting games never
before available on the Atari© 5200
Now you can really plug into the
excitement five different ways...each
one a thrilling test of your skill and
concentration.

There'’s popular arcade games like
Bally/Midway's GORF *—where you
must muster all your strength to defend
against flying Gorfs, deadly Droids,
Kamikaze Invaders, Laser Attackers
and Neutronium Ships. WIZARD OF
WOR ™ —you must outwit and outshoot
the sinister Wizard in the dreaded dun-
geons of Wor. And BLUEPRINT “—which
lets you try to prove that chivalry is not
dead. Only you have the blueprint for
the machine that can stop mean Ollie
Ogre and save fair Daisy Damsel.

“GORF.  "WIZARD OF WOR " and “"BLUEPRINT" are trademarks of Bally Midway Mig. Co

© 19811983 Bally Midway Mig Co All rights reserved

K-RAZY SHOOT-OUT "1s a trademark of Kay Enterprises Co "MOUNTAIN KING 1sa

trademark of E F Dreyer. Inc "ATARI 5200 are trademarks of Atari, Inc

Plus there’'s K-RAZY SHOOT-OUT "~
Electronic Games Magazine's Com-
puter Game of the Year. It's an
incredibly fast-paced test of your
marksmanship against alien Droids.
And there's MOUNTAIN KING “—an ever-
exciting journey through diamond-
laden caverns in search of the elusive
Flame Spirit.. .the mystical key that
unlocks the Temple Chamber which
holds the Golden Crown.

It'sfive greatwaysto add to your
Atari 5200 video game selec-
tion. Socheckoutthevideo
games from CBS Elec-
tronics. And discover
how much more ex-
citing your Atari
5200 just
became.




