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i N mqior CITI es, Com‘rlb ifed $10,00( *

che. v Clubs In’rernohonol a chcmhble
- organization supporting hospitals and

- institutions aiding handicapped children.
Although the tournament was free 10
‘entrants, Mattel Electronics—manufac-
turers of Intellivision—donated $41.00 for
each parent/child team that participated.

LOCAL
ASTROSMASH’ WINNERS ~HARITY BENEFITS

18-year old Manuel Rodnguez Of 8! .
Stockton. Calif. was the winner in the The Texas Intellivision® Club held a benefit

$100,000 Astrosmash Shootoff held this past summer to aid the Trinity Arts
September 11th in Houston, Tex. Foundation. There were winners in seven
Rodriguez defeated 72 other contestants video game competitions: Boxing, Skiing,
to win first prize of $25,000. In one hour of  Auto Racing, Night Stalker™,

timed play, he amassed a total of Astrosmash®, Space Hawk®, and Space
835,180 points. Taking home $12,500 for  Amnada®. Let us know of similar events or
second place was Charles Tappan of  other noteworthy activifies by your local
Eimira, N.Y., whose score was 828,560. club. This is an excellent activity fora
Over 13,000 entries were submitted local intellivision® Game Club.

during the five months the tournament

was promaoteq.




SPACE ACTION PARTY

Invite your friends to a Space
Action party. Send colorful meteor
invitations you create from construc-
tion paper. Ask your guests to
appear in futuristic costumes.

The main event, of course, will be
an Intellivision® Space Action
Network contest. Players can fight a
fierce battle or maneuver through
the galaxy. Guests can also create
a place in space of their own. A
large closet, a room in the
basement, the attic, or the garage
can be transformed with a little
imagination, some paint and
recycled materials.

Before the party, check with Mom
or Dad to O.K. your flight plan. Then
start gathering boxes, empty juice
cans, styrofoam, etc. Supply non-
toxic paint, brushes, paste, magic
markers and scissors and guests
can take off. Boxes become space
ships, laser guns, robots. Aluminum
pie pans become UFO’s hung from
the ceiling with string. Milk cartons
become tiny rockets or missiles. The
sky’s the limit,

Or guests can create a giant living
outer space board game. On G
large sheet of kraft wrapping paper
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draw squares to make a pathway.
Ask each guest to design a square
or two. One square, for example,
might show a planet being plown
up by a Star Strike missile. The
directions might read, "Planet
Explodes. Go back three spaces.”
Some spaces, of course, will remain
blank. The thing that makes this
game special is that the markers
are the players themselves. Use dice
to determine how many spaces a
player can move on each turn.

An Astro Tournament is fun too.
Each guest competes in several
events, Keep scores from Intelli-
vision Space Action Network video
games and from other games you
design. In Word Racer, for example
each player must unscramble a list
of Intellivision inspired words like
“maraad”’ (Armada).

Just before snacks, play outer
space artist. Invite guests to create
a poster for their favorite Intelli-
vision Space Action Network game,
Cover the posters with clear adhe-
sive paper and they'll make stellar
place mats as well as celestial re-
minders of your adventure in space,



NIGHT STALKER™

Carefully count how many bullets you
have left. It's always wise to kill a robot with
your last shot to give you time 1o get a new
weapon. In the beginning, shooting bats is
A good way 1o rack up points, However,
after 5,000 points, remember every bat that
you hit turns into a Grey Robot. But don't
just concentrate on robots at higher point

levels. The bats and spiders can sneak up
on you if you're not watching.

When being followed by the White Robot
don't be afraid to use the bunker. Peek your
head out and fire a quick shot at him and
then duck inside for cover.

The only sure way to kill the Black Robot
is to fire at him from point-blank range.

Try ducking around a corner or come out
of the bunker, and fire off a quick shot. You
have to be very close to make a direct hit.



Infrucmg !nfelh\/mcem ’rhe volce
sym‘hesis module — which when used

‘with special IntelliVoice cormdges -

cc:n actually talk toyou!
~ This all-new penpherol syn’rhesmes
~ human-sounding voices which become
an essential part of your game play.
~ These are not fuzzy imitations, but
- cr-l-s-p clear, realistic duphcc:t:cns of
human speech complete with expres-

~ sion. Male and female voices come in

‘throughout the game to give you upto-

date status reports, msfruc’nons dnrec-

- tions, and announcements, .
___Listen carefully! The voices give you
- __strafegy tips and are calm or excited

~ depending on the game situation. They
cheer you up, they encourage yc::au on,

NOW INTELLIVISION' TALKS' -

. Lflmes lnTelHVOICe c:ldds an important

new dimension to the rec:ll’ry of Intelli-

~vision game play.

It's easy to use. Slmply plug the

. -‘_lnTeIhVoIce module into the cartridge
~port on your Intellivision master
~_component. Then, plug an IntelliVoice
~_cartridge into the IntelliVoice module
~_and let the action begin. You may also
~ plug in regular cortndges for game play
a.-wh‘houf voice.

- Enjoy this mc:ajor mnovc:hon N wdeo

' gome sophw’ncchon You now have a -
'.:._.,_.;.;__Tc:alkmg partner that will bring new
~ excitement and rllsm to video

game fun.
Master Componen’r voice module,
and voice cc:rtrldges are each sold

Tcmd They keep you mformed cn‘ all

'rta ns“"

509 s

" You're the commander of
a scesh:p exploring outer _'

space, the only ship able to
 defend the Federation
- against the onsla ugh’r of
_ Aliens, Suddenly you're

under attack by an mvcmon

~force from a hostile gc::lc:xy

It looks grim. Buf you've go’r_

~ shields to survive hits and
laser missiles to blast the -
~ Aliens into oblivion. Your
battle Computer verbc:llly
__warns you of the status of

-i'your Impulse power ’rrackmg '

oor bases. If's a cn’nc:ol
~ battle and everything
' depends on you' .

Bec:ds of swec:’r begln to

| '.‘form on your forehead! Your;
j 'Job is the most dangerouson
~ earth. It's up to you to disarm
~ a ferrorist bomb before 11' |
- ':des’rroys your city. You're
. racing frantically c:gcnns’r |
__ time as you delicately rewwe;
the bomb's circuitry using
~culfters, pliers, and a solcler- |
ing iron. Listen carefully as
- Frank, the demolition expert,
~guides your every move and .
tells you how much time '-
remains before de’rcma’non .

~ As each circuit is repaired,

~_you're given a clue to help
 you decipher the code and
~ disarm the bomb. If time runs'
.'-;-;ou’r or you have repalred ”
~two circuits, you can go f@r -

~ broke and take a guess.

- Guess right and you're a

~ hero. Guess wrong and. .

- Trudﬂmark wmd bv ﬂnd used undar .

licmm from Wult Dtsnev Pradur:ﬂons

~ well, they can always build @
: ':new city! The ’rensmn moun’rs_-_
| c:md moun’rs

. -seporofely

B17"""" Bomber

You re in commc:md of ®

WWI bombing mission over

occupled Europe. Your
mission: to take off in your

~ BA7 Hying Fortress and fly
. over the English Channel to
-_ iy@ur preselected target. As
- you check your gauges,
~strategy map, and target.
~ preview, you're on the |ook-
out for fierce enemy fighters
-and anti-aircraft flak, You
feel as if you're wearing
~ headphones as you listen to

navigation requests, tower

instructions, and constant
~radio chatter among crew
. members -

Tron Solar Sailer*
ThIS new IntelliVoice car-

~ tridge, based on the exciting
~_movie, is described together

 with the other Tron games.
~ Youll find it right beside the

~ full-color foldout poster.
. '_[Coming Soon) _
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OFFICIAL INTELLIVISION" CARRYING CASE!

Now you can carry your Intellivision with you in a handsome,

protective carrying case. Take advantage of this valuable offer

especially for Intellivision® Game Club members!

e|ntellivision® Carrying Case holds Master Component, 12
game cartridges, switchbox, instruction book and overlays.

ePerfect for taking your Intellivision® to parties, tournaments,
friends’ homes—even on vacation!

= = = = SUPPLY LIMITED, SEND TODAY! == == == =y

§ i

§ Official Infellivision® Carrying Case )

l Please find ( ) check or ( ) money order enclosed. (No cash please) l

§ Amount remitted S 33995 i

liforni |

I gg?ea ?;:]I{J and New Jersey add applicable olus sales tax '

¢ if any z

| NAME i

: ADDRESS :

1 CITY STATE ZIP |
i

) (UPS cannot deliver to P.O. Box) Offer void where

I Mail to: Intellivision® Carrying Case  prohibited, or other- !

g
§ P.O. Box Drawer No. 744 wise restricted. Offer  §
i Milwaukee, WI 53278 good in U.S.A. only. i
Please allow 6-8 weeks for delivery
b Offer expires December 31, 1983 !

L_-__-_-----_--_--J

Manufacturer's
Warranty*

Thick foam
padding holds
everything in’
place

Designed
expressly
for your
Intellivision®

Heavy-duty

steel hinges for
long wear
Locking latches
with keys . Durable,
provided Easy-carrying lightweight
handle construction

*Manufactured for Intellivision by Southern Case, Inc.
i 1

Official Intellivision® Carrying Case

Warranty Information: This product is covered by a 90
day limited warranty from the manufacturer. A copy of
the warranty is enclosed with the product or may be
obtained free by writing to Southern Case, Inc.,

P.O. Box 28147, Raleigh, N.C. 27611.

===
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~ The heart of this computerized universe is

THE FIRST VIDEO GAME BASED ON A MOVIE

Enter a world never before seen in motion In essence, the movie tells the story of
pictures. . .a world where energy lives Flynn, the young computer whiz whose
and breathes, where the laws of logic video game programs are stolen by an evil
are ignored, where video warriors and executive at the empire called ENCOM.
computer programs loattie for survival in Flynn tries to recover his programs, stored
an electronic civilization. in ENCOM's Masster Control Program, out is

This is the world of Tron, the unigue high zapped by a laser beam and fransported
tech futuristic/adventure from Walt Disney into the computer. There, together with his
Productions. Tron combines the concepts colleague Tron, Flynn fights the battie to
of electronic games and computer imaging  decide the fate of the electronic world and
to create a milestone in optical ana the control of the ENCOM computer system.
lighting effects. Tron is truly a marvel of a movie, an

extraordinary mixture of computer animation
and hand-painted motion picture frames.
The actors were first photographed in black-
and-white on 65 mm negative film. Then the
frames were individually enlarged and color
added to the actors’ costumes by backlight
animation. Some 75,000 frames had to be
physically handled, a task involving the
efforts of more than 500 technicians.

Like playing a video game, watching the
movie requires quick responses. Because
the pulsating wonders that appear on the
screen happen incredibly fast and conform
to no natural laws. It can be said in truth
that Walt Disney Productions’ Tron is the land-
mark movie for the Intellevision generation.

The landscapes, buildings, and vehicles in
Tron—all generated by computer—provide
the settings for the film’s live-action
characters. These characters operate in @

-

three-dimensional electronic world that
could not physically exist in real life.

the game grid, where weaponed gladiators
of video games battle to overthrow the
orograms which control their lives. Guards
in uniforms that glow like neon hurl deadly
discs in a desperate life-or-death struggle.



TRON Deadly Discs*®

In this intense and challeng-
ing one-player game, youre
engaged in a life-or-death
struggle against the Evil Blue
Warriors, inhuman, com-
puter-controlled attackers
armed with deadly flying
discs. They appear wave
after wave and their aim is
incredibly accurate. If you
don’'t knock them out with
your own destroyer discs,
they’'ll get Tron. Your score
depends on how many of
TRON's aftackers you "de-
rezz.” You'll need all the fast
action, skill and strategy you
can muster—because the
better you get, the faster the
Evil Blue Warriors appear.

TRON Maze-A-Tron*

If's human against computer
iNn this exciting one-player
game. You're inside an
electron stream of an alien-
computer, engaged in G
deadly struggle to pene-
trate its inner defenses. You
must disable its Central
Processing Unit before it
seeks you out and destroys
you. To accomplish your
mission, you must tfravel
undetected through the
complex circuitry of the very
computer you're out to
cripple! Make the slightest
miscalculaftion and the
computer will search you
out with deadly messenger
“bits.” While you can avoid
a "bit,” the computer
probes for you with relent-
less determination. And the
closer you get to reaching
your goal and accumulat-
iINg points, the more aggres-
sive the computer becomes.

* Trademark of and used under license from Walt Disney Productions

© 1982 Walt Disney Productions

THREE NEW TRON* GAMES
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TRON Solar Sailer®

This Tron game is one of the
four new Intellivoice cart-
ridges descrilbbed elsewhere
in the Newslefter. It gives you
all the excitement of the
other two Tron games plus
the added assistance of
computer voices. You're
riding inside a Solar Sailer
along an energy beam to
seek out and destroy the evil
Master Control Program.
You must choose your route
carefully as the screen
scrolls to reveal new
avenues. Once you reach
the MCP, you must enter the
hazardous "bit stream™ and
maneuver through a ar-
rage of flying numiers 1o
decode the MCP program.
“Recognizers” try to latch
onto you and battle tanks
aftack as the MCP defends
itself. Computer voices keep
you advised of energy
levels, location and vital
access codes, and the
status of your pursuers.



FREE

FULL-COLOR FOLDOUT

TRON
POSTER

B

OFFER GOOD BETWEEN DECEMBER 26, 1982 AND MARCH 4, 1983

BULK RATE
U.S. POSTAGE

PAID

PERMIT NO. 408
ROYAL OAK, MICH.

WOW:!

WHAT A DEAL!

Here's your chance to get an Intelli-
vision or Intellivoice cartridge absolutely
free! Just visit your Mattel Electronics
dealer, buy any combination of three
Intellivision or Intellivoice cariridges,
and follow a few simple instructions

to receive your choice of any free
Intellivision or Intellivoice cartridge

by mail. Purchases must be made e-
tween December 26, 1982 and March
4, 1983. See your Mattel Electronics
dealer now for details.
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- eComputer Module

- eMusic Synthesizer

Turn your Intellivision®
|  Master Component into a home
| entertainment computer system!

| Now Available at a Store Near You!




or Atari®

coupon good on y
Offer good'on purchase

Free Cartridges to Choose from:

1113

1818
3333
5149
5666
5681
1121

1819
3408
5151

5659
5663
1814

Auto Racing
Sea Battle
PBA Bowling
Utopia
Astroblast*
Air Raiders*
Armor Battle
Boxing

Sub Hunt
Star Strike
Space Attack*
Lock ‘N’ Chase*
Tennis

2612
3605
5305
4313
1816
2615
3758
5391
4317
1817
3136
5658

Space Battle
Astrosmash
NightStalker
Star Strike*
PGA Golf
NBA Basketball
Snafu
Tron Deadly Discs
Adventures of Tron*
Skiing

pace Hawk
Super Challenge
Football*

*Mattel Electronics® cartridges for Atari® 2600.

See Your Local Store for Details!

Buy any two Mattel Electronics®
Video Game Cartridges for your Intellivision®
2600 Video Game Systems and receive two cartridges on
the list below from Mattel Electronics® FREE!—Plus a $2.50 check-
your next Mattel Electronics® cartridge purchase.
between October 27, 1983 and January 31, 1984.
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