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ADVERTISEMENT

GET MY EXCITING NEW
KOOL-AI D MAN" VIDEO GAME

” EE _ JusT

‘ SEND 125
PROOF-OF-PURCHASE
POINTS WITH THE
MAIL-IN
CERTIFICATE

[ ] MAILIN CEATFICATE . - -

For Your ':REE KOOL-AID MAN ™ Video Game

worth $20.00, just send:
125 Kool-Aid* Proof-of-Purchase Points

l" MADE BY MATTEL ELECTRONICS® .
AVAILABLE FOR INTELLIVISION®
| # OR ATARI® 2600 GAME SYSTEMS ’ 9 4
i

30 Kool-Aid* Proof-of-Purchase Points and $10.00
(make check payable 1o Video Game Ofter)

Mail To. KOOL-AID MAN™ Video Game Offer

3 Stuart Drive. P.O. Box 8153,
Kankakee, IL 609802

MName
it ool
I Address
GAME PLAY SHOWN IS FOR THE KOOL-AID* AND I City State Zip
INTELUVISION® GAME SYSTEM ANDI KOOL - AID MAN™ ARE
SEARS SUPER VIDEQ ARCADE TRADEMARKS OF Check Cartridge Desired: & |
ol g ok i Y I dg Intelivision® or [ Atari® 2600 I
SEPARATELY FOR THE ATARI® 2600  CORPORATION Str.cten Vo i Puerto Rico ang Wyomng: Alow 6.8
AND SEARS VIDED ARCADE SYSTEM I w TE ot e I
MATTEL ELECTRONICS M NETWORK AND INTELLIVISION ARE D ¢ Al ag Ques!
TRADEMARKS OF MATTEL. INC ATARI IS A TRADEMARK OF ATAR| e 4
----—------—--
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GIVE US A HAND!

Most kids like rock music as much as
they like DEFENDER and PENGO.
Data Age has even put out a game,
ESCAPE, that ties in with Journey. the
popular rock band.

Steve Wozniak thinks the connection
between computers and rock music
can be taken even further. And he
should know. Besides being a big fan of
both rock and country music, Steve is
also one of the inventors of the Apple
Computer.

Last year, Steve put together one of
the biggest rock music festivals in
history. It was called the US Festival,
and it took place in California. But
the US Festival was more than just
music. Along with the sounds and sights
of top stars, fans were treated to
the latest in electronic technology and
wizardry.

There were new computers and
games. Bands like the Talking Heads
and the Police performed. And thou-
sands of people spent three days
enjoying the fun. The festival was a
huge success.

It was such a big success, in fact, that
Wozniak is doing it again. And he's
planning two US Festivals for 1983.
One will be a repeat of the first, with
rock music, and the second will be a
country music US Festival.

The stars of the rock festival haven't
been announced yet. But the country
festival will feature some of the biggest
names out of Nashville. Waylon Jennings
is going to be there. So will Willie
Neison. And from other parts of the
South, groups like Alabama and the
Thrasher Brothers will appear.

Both festivals will also feature the
latest in computer and information
technology. What's next? Wozniak
hopes that if this year's set of
California festivals are a success,
other parts of the country might have
their own music-and-electronics fairs.
We may not be able to get out to
California for this year's US Fest, but
we hope Wozniak's idea works. That
way, they can count US in on the fun.

Se NEWS BLIPS

FEDERAL FUN FANS

Did you know that President Reagan
is a video games fan? We don't
know if he actually plays them, but he
recently had some good things to say
about the games.

Reagan made his speech at the
opening of Walt Disney's new Epcot
Center in Florida. The Epcot Center is a
new kind of amusement park, because
it teaches people about the future.
Reagan said he thought the Epcot Center
was a great idea, especially the section
that includes game-like simulators.
“Watch a twelve-year old take evasive
action and score multiple hits,” the
President said, “and you will appreciate
the skills of tomorrow’s pilots.”

Only a few blocks from the White
House, some of the nation’'s top artists
were agreeing that video games are
terrific. But not because they help kids
master certain skills. The folks at
the Corcoran Gallery of Art put video
games like DONKEY KONG and
ASTEROIDS on display to show that
they can be beautiful additions to
home design.

So games are useful and beautiful.
We knew it all the time.

COMPUTERS ON LOAN

he public library has always been a

great way for kids to keep informed
without having to spend a lot of money.
That's because the library lends out
books to anyone who asks. But now-
adays, books aren't the only way to
learn. Many libraries are worried that
with the increasing importance of
computers, they might fall behind. And if
the library falls behind, that means
that everyone who uses the library also
suffers.

So, many libraries are getting
computers for card-holders to use. In
New Jersey, for example, some libraries
have begun reserving time slots for
interested users. The system isn't
perfect, though. Many libraries can't
afford to buy computers, and are looking
for people and companies to donate



them. If your library doesn't have a
computer, maybe you should find out
about getting one. A letter-writing drive,
or some kind of sponsorship program

from your town's chamber of commerce,

could be just the thing to get you
programming. And remember: make
sure that any games you might create
can be played in silence.

TOPS IN SWAPS

Interesled in sharing your own
computer programs with other
programmers? How about just finding
out what other programmers are
interested in? And maybe making
some money while you do all this?
Such things are now possible, thanks
to a club sponsored by Atari called
the “Atari Program Exchange” (APX).
By joining APX, programmers can buy
all kinds of different computer
programs, at rates far below what
professionally-written software costs.
The only limit to what is available
is what programmers submit. This
means that just about anything that
might interest an individual programmer
is probably available. APX currently
offers business programs, computer
learning programs, word processing
aids, and—yes, of course—games.
Atari also awards prizes to program-
mers who submit the best work. Last
spring, five computer enthusiasts
developed a new series of learning
games for kids. They were awarded
prizes of up to $25,000 by Atari.
The only drawback of the APX
program is that it is limited to
Atari computer owners. But the word
from other computer manufacturers is
that they will be setting up their own
program exchanges in the near future
as well.

HOW SMART IS
YOUR HOUSE?

People can be smart. Sometimes,
even your dog seems smart. But can
a building be smart?

It all depends on what you mean by
“smart.” Can a dog that's been trained
to play dead, fetch the paper, or shake
hands be considered intelligent? Then
a building that can watch out for
burglars, tidy itself up and keep itself
at a constant temperature might also

be called intelligent.

That's what scientists are working on
now. There are a whole bunch of tasks
that are too simple, or too dangerous, or
Just too expensive, to be performed
by people. One day soon, computers will
do many of the things in your house
that you might consider chores.

For now, most of these computer
programs are being placed in office
buildings. These buildings are called
“smart buildings” because computers
control almost everything that goes on
inside them.

In Texas, for example, a smart building
is being built that opens and closes
garage doors, automatically cools itself
when it gets too warm, and keeps the
air inside free of dust. Another building,
in Hartford, Connecticut, is also
computer controlled. The elevators,
closed-circuit security system and fire-
sprinkler system are all on automatic
pilot.

For the home, computer software
manufacturers are now working on
programs that will make the house you
live in safer and smarter. One program
“looks™ around your doors and windows
for burglars. If an intruder appears.
the computer will call the police
automatically.

Another program turns on the radio or
record player, and finds the songs or
stations you like at a pre-planned time
during the day. If you want to get back
from school and hear The B-52's “Rock
Lobster,” the computer will make sure
that that song is playing by the time you
reach the front door.

The computers in smart houses will do
a lot of things. But there's one thing
they won't do. Nobody has invented a
computer that will fetch Dad's slippers.
Yet.
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@NCE AGAN,
THE MULK HAS
RETURNED TO NEW
YORK, AND ONCE
AGAN, THE TAPE
BEHEMOTH 15 ON
4 MAP RAMPASE--
ANC THE CiTy CAN
20 NOTHING BUT
WATCH.

SCRIPT:
Dan KoEPPEL
ART:
AL M GROM
ETTERING -
RrEk Pk ER
COLORING :
Pt Becron

WHO Witl STeP TRE
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HULIYY,

THE HULK (5 DESTROYING THE CITY!
HOW ON EARTH CAN WE GET HIM TO
LEAVE ? HOW ON EARTH AM I BOING

N__TC PAY FOR THE DAMAGES 7
-

WE CAN'T EVEN CALL IN

THE ARMY.” THEY MIGHT

CAUSE MORE PAMAGE
THAN THE HULK !

YES, VIEWERS, THE CITY IS INCEEP
IN QUITE A BIND 8UT THE HULK
MUST BE STOPPEP. AND I HAVE
BEEN INFORMEC THAT THE MAYOR
HAS FOEMUA.ATEE’ SOME KIND OF,

EXCUSE ME, MR, MAYOR. T UNDER-
STAND THAT YOU HAVE A PLAN TO
STOFP THE HULK.

THAT'S RIGHT WHAT
WE'RE POING (5 SENDING
OuUT AN AFPPEAL TO THE
VIEWERS. PO ANY OF YOU
KNOW WHAT WE SHOULD
PO 7 DOES ANYONE oUT
THERE HAVE |DEAS 7
JUST cOME DOWN. WE
NEEC HELRS




" NO, NO. I NOT COOK THE LUNCH. Y | WHAT i THAT
I BAKE ZE PIES. I BRING MY HULK SMELLS?

GREETINGS, IRRESISTIBLE PIES TO HULK, ANC
MAYOR. I AM THE WHEN HE EATS THEM, YOU DROFP AH, HE SMELLS
GREAT CHEF BONKONI, NET ON HIs' HEAD MY DELICIOUS FRUIT
I'VA COME TO SAVE PE!

THE CITY!

THAT'S GOT TO BE
THE MOST ABSURD
PLAN TVEEVER
)\ HEARD. BUT, 8E

\__ MY GUEST..

AND I THOUGHT IT
WAS LUNCH TIME/

GREETINGS, GREEN ONE!
IT IS I, THE GREAT CHEF
BONKONI! T HAVE BROUGHT
YOU A W%NDERFUL FRUIT

e

POLICE STUPIC IF THEY THINK THEY
CAN TRICK HULK WITH PIE! BESIDES,
HULK NOT HUNGRY.

IS THIS TRICK 7
CHEF IS TRYING
TO TRICK HULK.’

MAYBE IF YOU TOLD SOME JOKES PP
LIKE THAT TO THE HULK, HE
MIGHT LEAVE,

[ MAYBE HE SHOULD HAVE
TRIEC A &B/& APPLE PE.!




- WHAT NOW 7 I AM NO WACKO, YOLIR MAJESTY.
ANOTHER I AM PROFESSOR LAZLO.J OUBIOUS.
wacko 7 AND T CAN STOP THE HULK--
Ay WITH THIS !

HOLY MACKEREL [
THIS THING 1€
ROUGH/ITS
HARPER THAN
BALANCING THE

THAT'S RIGHT, I CALL [T
THE PUBIOUS CUBE! AND
IF T i TOUGH FOR YOU... 4

SIR. WHAT ABOUT
THE HULK 7

OH, THE HULK !
OF COURSE.WELL,
1 GUESS You SHOULD
GINE HIM THE CUBE.
BUT I GETIT

AFTER HE'S DONE/

DON'T BOTHER
ME NOW. GIVE ME
JUST A MINUTE

NO, YOU BIG GREEN
BEHEMCOTH! THAT'S THE
PUBIOUS CUBE! TRY TO
GET ALL THE COLORS

HUH? IS
SKY FALLING
ON HULK Z




1S IT WORKING 7 IS PO <HHH...HE'S .
HE FASCINATEP? STILL TRYING e

TO FIGURE

Hulk musT W LINE UP
LINE UP PRETTY 5 PRETTY
COLORS'? g COLOR?,

BAH . CUBE IS5 TRICK ! 15 &
[MPOSSIBLE TO LINE UP B
FRETTY COLORS ! NOW
HULK WILL SmMASH

N
/ /ﬁﬂlﬁ/

AND 50, THE CITY IS STHL
SEARCHING FOR A STOIPLE--

SCREWBALL
oUT OF HERE,

WITH PLEASURE!

h

o

A SIMPLE
CHEAP
PLAN TO CALM

YOU HAVEN'T HEARD
THE LAST OF ME! YOU'LL
PAY FOR THIS/




GUT PERHAS ALL HOPE (8 NOT YET LOST,,. ANOTHER GAME? DIDN'T YOU SEE

WHAT HAPPENED TO THE LAST

WHAT (S (T, KICT WELL, T CON'T EAME WE TRIED 7
HAVE YOU GOT A KNOW HOW GREAT
GREAT IDEA, TOO? TS, BUT I JUST

GOT THIS NEW
GAME, ANE.,

BUT THIS IS
DIFFERENT LTS
A VIDED GAME!

AND VIEWERS, YOU ARE SAY, HAVE YOU THIS ISN'T FROM

SEEING IT LIVE. WE'RE You PAID THE AN ARCADE! IT's

GOING TO TRY TO CALM AMUSEMENTS THE NEW HULK

THE HULK WE“ A VIDEQ TAX oNgt;AT CARTRIDGE.
THING ?

SO THAT HE ONLWY
ETENDS TO SMASH...

\ '% =\ /S

ALL RIGHT, KID.
SINCE YOU KNOW
How TO Rgn THAT

.WE'RE
COUNTING




EXCUSE ME, WHATZ 1S UTTLE| | LOOK AT THE 15 Y | AND Look--You CAN MOVE
MR HULK. BoY! PICTURE ON HuLk! AROUND AND SMASH THE
THE SCREEN / gNy 2 ROBOTS'/

MOVE AROUND AND
SMASH ROBOTS! HULK
LIKES SMASHING ROBOTS/
HULK LIKES TV

TRY THIS GAME FOR [P
A WHILE. INSTEAD
OF SMASHING.. ‘:;:

GAME 7 GAME T
THIS IS NOT
ANOTHER TRICK 7
EVEN THE MONSTER AND THAT
WORSE! | KID ARE STILL INTHE

ORISIS 1§ OYER. |5N'T THAT
MIDDLE OF THE STREET. THEY

RIGHT, MAYOR Y WHAT
oouLe couLp 8e THERE FOR
OVER ? WHAT DO THE HOURS ! THINK OF THE

TRAFFIC! AND THE OVER -

You MEAN OVER 7
THE CRISIS 1S EVEN TIME T'LL HAVE TO PAY
WORSE NOW/ THE POLICE ! AND WHOS
GOING TO FI% THE RUINED
STREETS 7 AND THE
SARBAGEMEN ARE ON
STRIKE! AND THERE'S
A GIANT MONKEY ON TOF
OF THE EMPIRE STATE
BUILDING / AND THIS,
AND THAT. I'M
MO!,”IENG TO NEW

HAR, HAR. HULK
HAS SMASHED AN-
OTHER ROBOT. HULK
WINS AGAIN. HLILK
LIKES GAME.”

SIGNING OFF,

= J"m it

AND SO, THE CITY MAY HAVE ~ I
ITS PROBLEMS, BUT AT LEAST
THE HULK IS NO LONGER ON ; |
A RAMPAGE. THIS IS YOUR
TOFP NEWS REFORTER % = \
S : ; - % 1
bl gl




When you see a new arcade
those unusual creatures bob-

feel overmatched. You're go-
ing to be wiped out, you fig-
ure, almost before your quar-
ter leaves your hands.

In such cases, the best ad-

player wrestle with the game
for a few screens. Try to pick
up as much know-how as you
can.

You can also count on BLIP
to give you advice. Here, we
present quick tips for ten of
the top arcade games.

POLE POSITION: As

you steer the course, keep your
eyes fixed near the top of the
screen, at the point where the
roadway first becomes visible.
Beginners often watch their
cars instead. By keeping your
eyes near the top of the play-
field, you're able to spot up-
coming turns and hazards a
fraction of a second earlier,
which enables you to react
sooner.

FRONT LINE: You're a
combatinfantryman seekingto
pick your way through a battle-
field covered with mines. Your
obstacles are enemy soldiers
who are protected by heavy
tanks. You're armed with a pis-
tol and an endless supply of
hand grenades.Keep in mind
that you don't have to score a
direct hit in order to eliminate
an enemy soldier or tank. A
near hit will do the job. You can
also use enemy mines to your
advantage. Lob a grenade at
one and explode it, and you'll
do away with all the enemy
troops near it.

10 BLIP

game for the first time, with all

bing about, you can't help but

vice is to watch a superior 7

JUNGLE HUNT: As the
hero of this saga, you must
cross a crocodile-filled river,
climb hills as big boulders cas-
cade toward you, and swing
through the jungle on stout
vines. Timing is the key as you
swing from one vine to the next.
When you leap, aim for the
lower part of the vine. This will
make your next jump much
easier. (JUNGLE HUNT is
known in some places as PIR-
ATE PETE))

MILLIPEDE: In this suc-
cessor to the very popular
CENTIPEDE, you're chal-
lenged by enemies old and
new. Small red beetles are
among the new baddies. They
can enter the playfield from
either the left or the right side.
They're easy to outsmart. If a
beelleis moving, say, fromright
to left, simply keep to the right.
He won't bother you. But a bet-
ter strategy is to zap the bee-
tles one by one as they appear.
Any beetle not eliminated cre-
ates flowers by touching mush-
rooms, and the flowers can't
be destroyed. They'll eventu-
ally create a barrier that will
lead to your doom.

SUBROC 3-D: You scan
the playfield of this futuristic
war game through a 3-D view-
ing system. There's also stereo
sound. Don't let these features
distract you, however. The key
to success is firing as rapidly
as you can at the barrage of
enemy warships and airships
that assault you. You cangeta
rapid-fire effect by constantly
taping the fire button. Be care-
ful to fully release the button



after each tap, though. If you
don't, your gun will misfire.

KANGAROO: You'rethe
mother of a baby kangaroo,
and you must rescue your off-
spring from a gang of evil mon-
keys. Considering the title of
this game, you'd expect a lot of
jumping. And there is jumping
galore. The joystick enables
you to execute everything from
modest hops 10 super leaps.
You must use the joystick to
avoid apples that the monkeys
throw at you. Leap apples that
come in at waist level or be-
low. Duck apples that threaten
to hit above the belt.

SUPER PAC-MAN: This
revamped version of PAC-

MAN has a neat twist. When
Pac-Man devours an energy
dot, he grows to super-size.
QOur hero then looks more like
a manhole cover than a choco-
late chip cookie. And, natural-
ly, Super Pac-Man has super
powers. He can gobble up
locked doors, and ghosts are
no longer a peril. To keep Pac-
Man in an agitated state for as
long as possible, hold down the
speed button and keep eating
the small gold dots that line the
maze pathways.

DIG DUG: Mr. Dig Dug,
the central character of this
game, gets rid of his opponents
—fire-breathing dragons—by
blowing them up with an air
pump until they explode, or by
flattening them with big rocks.
You can make this flattening

method more effective if you
remember to dig a tunnel di-
rectly below a boulder before
you make it drop. The dragons
will try to escape by fleeing into
the tunnel. You've then got
them trapped. Let the boulder
fly!

BURGER TIME: Peter
Pepper, the merry chef, is the
star of this game. To ward off
his enemies (Mr. Egg. Mr. Hot

Dog, and Mr. Pickle), he shakes
pepper at them. Just one well-
directed shake puts a pursuer
out of action. Bear in mind that

you can only throw pepper in
the direction that Peter hap-
pens to be facing. And the pep-
per never travels very far, so
get as close as you can to the
target before smacking the
shake button. Ah-choo!

JOUST: In this highly
imaginative game you play the
role of a gladiator who goes
forth to do battle, not on a fine
horse, but mounted on a flying
ostrich. The controls include
a “flap” button that provides
thrust and keeps you aloft. The
trick is to move up and down
as you stalk the enemy. Mov-
ing from left to right, or from
right to left, can lead to disas-
ter. Tapping the flap button
furiously, soar to the top of the
screen, keeping close to the
right-hand edge. There's a
ledge there; take refuge be-
neath it. Wait for an enemy to
exit on the left side of the
screen. Because of the game’s
“wraparound” feature, the
enemy will reappear on the
right side, just beneath where
you're hovering. That's when
you pounce.

—George Sullivan
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2-PRICE CHARTER SUBSCRIPTION OFFER

RESERVE YOUR MONTHLY COPY OF
BLIP TODAY!

Become a charter subscriber to BLIP — the only video games
magazine that entertains as much as it informs. Do it now, and
have BLIP delivered to your door every month. Save 50% off the
newsstand price of $12.00!

Use the coupon below, or give us the same information on a

piece of paper. Just enclose $6.00, mail, and sit back and wait for
BLIP to show up in your mailbox.

Yryrre- —r T

(SLLVF)

Sl

50% SAVINGS CERTIFICATE
MAIL TO: BLIP
%% Marvel Comics Group
Subscription Dept.
387 Park Avenue South
New York, N.Y. 10016

O I'd like to SAVE 50%. Enter my sub for 1 year (12 monthly
issues). Enclosed is my check or money order for $6.00.

Name Age
(pleass print)

Address

City State Zlp

Allow 10 weeks for dellvery.
Make checks or money orders payable to Marvel Comics.
Canada and Foreign: Add $2.00 per subscription.
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‘Player’s Choice

Kool-Aid.
rns 5o

...Masters of the Universe

If you're reading this magazine, you're
probably a big fan of video games. And
if you're a big fan of video games, you've
probably noticed one thing. There are a
lot of them out there. Some people liken
the rush of new products to a flood.
Everything is coming in wave after wave
after wave.

It's a good thing you have BLIP to tell
you what to expect. Most department
and specialty stores that sell video
games can't keep a complete stock on
hand. There are just too many new prod-
ucts, and the stores don't have the space
to keep all that stuff in.

So we've put together a list of what's
new, so that you won't have to go to
every store in town to get the most out
of your home game system. If you can't
find what you want in your favorite store,
ask. Most retailers will be happy to order
what you want.

attel and Coleco are hot on Atari's
heels in the quest for leadership of
the home video game market. So Atari
is pulling out all the stops. Over the next
three months, look for four new arcade
adaptations from the industry leader.
The first new Atari game is actually
an old favorite. GALAXIAN was one of
the original arcade hits. It also went over
pretty big on the Atari 5200 advanced
game unit. Now, Atari is releasing a ver-
sion of GALAXIAN for 2600 owners. That
game should be out by the time you get
hold of this magazine, so look for it in
the stores.
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Right after GALAXIAN hits the shelves,
swinging Atari fans should look for JUN-
GLE HUNT. This is the Taito arcade
game that features an adventurer who
has a real vine time trying to save his
girl friend. By August, the VCS version
should be out, soon to be followed by a
52Q0 cartridge.

Next is a game that should have KAN-
GAROO fans hopping for joy. The 5200
version of this arcade favorite will have
four different screens. The 2600 game
will have only two. Both of these games
should also be available by the end of
August.

If KANGAROO leaves you feeling a
little punchy, maybe you should go for a
country drive. Atari will be coming out
with two different versions of its hot driv-
ing game, POLE POSITION. The 2600
game should compete well with Acti-
vision cartridges that have pretty much
been the best road games available for
the original Atari unit. The 5200 version
of POLE POSITION will compete directly
with ColecoVision's TURBO.

In addition to the arcade adaptations,
Atari will also release thirteen original
games. Five of these will be part of the
new “Kid's Library,” which we told you
about in an earlier issue of BLIP. Atari
teamed up with the Children’'s Computer
Workshop and Walt Disney on these, so
look for games that will be both educa-
tional and fun.

All of the kid's series games are
aimed at younger children, ages three
to seven. This means that your little
brother or sister won't just have to watch
you play DEFENDER anymore. They'll
be able to join in the fun with games like
BIG BIRD'S EGG CATCH, OSCAR'S
TRASH RACE and COOKIE MONSTER
MUNCH. These games will teach the
alphabet, counting and spelling.

Atari and Mickey Mouse will also come
together in the Kid's Library. A game
called the SORCERER'S APPRENTICE
should be out by the middle of August.

Atari is also continuing its RealSports
series. We've already told you about
RealSports TENNIS and SOCCER. Also

14 BLIP

due out are various 5200 versions of the
RealSports games, along with a new,
improved version of FOOTBALL.

L i ek

OLECO

-~

his summer, Atari won't be the only
company busily releasing new prod-
ucts. Coleco Will keep trying to nibble
away at its competitor's lead by coming
out with games and accessories that try
even harder to capture the arcade feel.

Precise action is the name of the
game with Coleco’s Roller Controller set.
It seems ironic that Atari's competitor is
coming out with the TrakBall attachment
first. Although Wico has been marketing
a responsive roller controller for a while
now, it's really the Atari games that would
benefit most from an Atari TrakBall.
Packaged with the Coleco device will be
a new game called SLITHER, which will
remind you a lot of CENTIPEDE.

Coleco is also out to control the con-
troller market by releasing a new, im-
proved joystick for ColecoVision. The
Super Action Controller set consists of
four precise-touch fingertip triggers. By
pressing the triggers individually or in
combinations, players can control spe-
cific areas of game play. The Super
Action Controller also features an ad-
vanced keypad, a super-responsive joy-
stick, and a speed roller that allows the
player to move faster.

Like all Coleco expansion units, the
Super Action Controller will come with a
new Coleco game. The game will be
SUPER ACTION BASEBALL. In the pre-
views that we've seen, the game looks
fantastic. It will have multi-screen graph-
ics, realistic “camera angles,” and a wide
variety of strategy options.

Coleco is getting into the realistic
sports market quickly. Besides SUPER




ACTION BASEBALL, fans will also get
to try their skill at FOOTBALL and BOX-
ING by the middle of the summer. The
football game will feature realistic sound
effects and more players under your
control than other games offer.

Coleco's BOXING is more than just a
video game. It is one of those movie
adaptations that we've told you about in
the past. Guess which popular film this
Coleco cartridge comes from? Here's a
hint: one of the boxers pictured in the
game has a Mohawk haircut.

Coleco is devoting a lot of attention to
sports games that rival Intellivision and
Atari RealSports. But Coleco isn't forget-
ting that its big strength is in bringing
arcade games into your living room.
Fans of BUCK ROGERS, MR. DO and
TIME PILOT will be happy to know that
Coleco is bringing these favorites home
for dinner.

ATTEL

During the next few weeks, look for
the release of seven new cartridges
for Intellivision and two new cartridges
for the Intellivision computer keyboard.

Mattel was the first home video game
to have a voice. We haven't been very
happy with Mattel's use of its voice syn-
thesizer unit. But now there's a game
for Intellivision that does more than just
yap away at you.

SPACE SHUTTLE is one of those in-
terstellar strategy games that make you
think as well as act. In this one, you've
got to repair satellites, maneuver through
asteroid fields and refuel your ship.
Three different voices will help you get
through your mission. The game also
has seven different screen views. You
can watch your instrument panel, launch
pad, radar screen, deep space, and

more.

Mattel is also getting into arcade adap-
tations. Both BURGER TIME and LOCO-
MOTION should be out by the time you
read this. Mattel has really had to scram-
ble since ColecoVision grabbed a large
part of the arcade-game market. These
two adaptations should measure how
well Mattel has done at competing with
the newer company.

One place where Mattel's leadership
still remains pretty strong is in sports
games. But even here, Coleco and Atari
are gaining ground. Coleco’'s new
baseball game will feature a series of
multi-screen views. Mattel is also releas-
ing a new baseball cartridge, MAJOR
LEAGUE ALL STAR BASEBALL. It will
include views of the action that look a
lot like TV sportscast pictures. Improve-
ments over the original MAJOR LEAGUE
BASEBALL include fly balls, more
pitches, and better sound effects. Sorry
—you'll still have to bring your own hot
dogs.

Mattel will also be coming out with a
whole slew of original adventure games.

In MISSION X, you're on a secret
bombing mission. You fly over enemy
territory, wiping out battleships, tanks,
artillery guns, and bridges. Action takes
place both at day and during the night.

Then there's the second DUNGEONS
AND DRAGONS cartridge, called the
TREASURES OF TARMIN. This will be
a continuation of the search-and-strategy
game that we told you about in an ear-
lier issue.

For old-time game fans, Mattel will be
coming out with a video version of PIN-
BALL. “Tilt" controls will not be avail-
able, however.

For aspiring rock stars, Mattel will be
coming out with a new variation of AS-
TROSMASH that uses the piano keyboard
accessory available with Intellivision Il.
In ASTROMUSIC, you have to shoot
down notes to play well-known songs.

Another game for musicians is called
MELODY MAKER. This one is more
serious than ASTROMUSIC. It allows
you to COmpose your own music.
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Behind the fantasy of Nintendd’s

One look at a Nintendo electronic game and the difference will excite you._5§
The difference that has sold over 25 MILLION Nintendo games worldwide
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electronic games is an element of reality.

You can expect more from Nintendo electronic games.
Backed by a multi-million dollar national advertising
campaign for TV, radio and print.

This year, let Nintendo make the fantasy of
record-breaking sales a reality for you.

©1983 Nintendo of America Inc.



HOW THE GAME IS

As the story goes, Junior must rescue
Papa by braving three different screens in
the jungle and at Mario's hideout. Instead of
barrels and fireballs, Junior must contend
with Snapjaws (which some people call
Piranhas), Nitpickers and Stooky Birds. You
probably won't find any of these beasts listed
in your social studies book. But they're
deadly to Donkey Kong Jr.. and they are
mean, in anybody's book.

Luckily, Junior has a bunch of weapons
he can use. In the original game, Mario the
carpenter had hammers to fight with. You
won't find many hammers in the jungle. But
there are fruit trees.

Junior has to pluck the fruits, which hang
from the vines and from chains that he has
to climb. Like any young monkey, the little
ape loves to climb. It's a good thing, too.
Because by climbing, Junior grabs the keys
that will unlock the cage Mario is holding
papa in.

18 BLIP

n the original DONKEY KONG, brave

Mario tries desperately to rescue his girl
friend from the clutches of an evil ape.
There's no question about who's the good
guy and who's the villain.

Now there's a sequel, and you might ex-
pect it to take the original idea and make it
more challenging. That's what videc game
sequels usually do.

KBNGRUES

But DONKEY KONG JR. isn't a typical
sequel. Nintendo has switched the good guy
and bad guy roles. The action concept is
similar to that of the original game. But in
DONKEY KONG JR., the story line has been
reversed.

In the new game, Mario has already res-
cued his girl friend and put the offending
ape in a cage. The little gorilla has to save
his daddy from the nasty carpenter.

The home version of this game is terrific.
Once again, Coleco has captured all the fun
and challenge of the pay-to-play version,
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On the two jungle screens, Junior needs
only one key to free his daddy. On the chains
screen, he has to climb up each chain, push
six keys into their locks, and finally free the
big fellow. All this happens while the various
jungle bad-guys come racing downward.
Collisions with any of them mean instant
death for Junior.




CONTROLS

You use the ColecoVision controller in
three different ways. The keypad is used to
select the game variation. You can choose
one or two players at varying speed levels.

The joystick controls Junior's movements.
Push forward, and he'll climb. Move right or
left, and Junior will grab the side vines, which
will make him move faster toward his destina-
tion. If you pull the joystick toward you, Junior
will go sliding down the vine. He can also
swing from side to side when he’s at the
bottom of the vines. When he's standing,
moving the joystick will make Junior run.

The sidebutton works just like the action
button in the arcades. Press it and Junior
will jump. You can use this button to make
Junior run and leap from left to right, or to
make him jump in place when he's standing
still.

On the jump board, a running leap and a
quick hit on the button will make Junior fly
through the air. Junior must be running when
he tries to make the big leap, though. If he
isn't, the jump won't go off, and you'll lose
a life.

TACTICS

@ The first screen starts in the jungle.
Junior is waiting at the lower left, while Mario
and his daddy are at the upper left. But Jun-
ior can't just go straight up to get his papa
sprung. He must maneuver all the way to
the other side of the screen, crossing a series
of vines, islands and platforms, finally climb-
ing up, and then running across the highest
platform to reach the key.

This is not so easily done. You've got to
watch out for blue and red snapjaws, which
come at you from different directions. Red
snapjaws can move up, down, left or right,
and are already on the board when the game
starts. Blue snapjaws are being released
constantly by Mario. They can only travel in
one direction—straight down the vines.

@ The second screen is the chains
screen. This is the one where Junior must
push six keys into six different locks to get
his daddy to safety. This isn't easy. Besides
the snapjaws, Mario is now releasing the
green Nitpicker birds. The nitpickers follow
a strange flight pattern. They begin at the
top, where Mario is cracking his whip. Then
they fly across the chains to the right, down,

then across to the left, and then off the
screen.

it's difficult for Junior to avoid the birds
without getting snapped at by a snapjaw.
The best tactic is to use caution, and not to
move overanxiously.

Fruits are important! You can use them to
shoo the birds and snappers away. But re-
member that there are only a certain num-
ber of fruits on any given screen. Don't use
all of them up before you have gotten to all
of the keys.

® The third screen looks a little bit like
the first one, except for the jump board. In
order to begin climbing, Junior has to spring
off this board. This means a running start. If
Junior is standing still when he hits the board,
he has to take the long way up. This means
moving from platform to chains, to island to
chains, to platform and back to chains.

All this while watching out for the enemies.
It's much better to remember to start fast,
bouncing high off the board. Besides mak-
ing Junior's rescue easier, this can earn extra
points, because DONKEY KONG JR., like
DONKEY KONG, uses a timed bonus sys-
tem.

@ From the jump board, Junior will reach
either two long chains or an island. When
you jump to one of the shorter chains, try to
have your back to the longer chains. If you
extend your arm to the chains without doing
this, you will fall as soon as you let go.

@ Ciimb the chains quickly, and move
to the right by grabbing the upper chains.
Watch out for Stookybirds! They'll come at
you from an opening between the platforms
above you. The birds will also try to hit you
with eggs. The higher you get, the more birds
and eggs come after you. Again, the fruits
will help. But there are just not enough fruits
to get rid of all your enemies on the way up.
You have to use caution and skill to stay out
of harm’'s way.

@ You'll receive an extra Junior once
you've scored 10,000 points. The best way
to get to that score is to hit the enemies with
the fruits. The first hit is worth 800 points. As
in PAC-MAN, every hit that follows the first
is worth more than the last one. A few well-
placed banana tosses, and you'll be well on
your way to topping all your friends.
—PBrian Scott
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SPIDER-MAN MOVIE?

| just finished reading your second issue,

which said there’s a possibility of Stan Lee

making a Spider-Man movie. Can you tell

me more about the movie? Is it really going

to happen?

Terry Owen

Prairie Village, KS

The movie is still in the top-secret plan-

ning stages, and we don’t know when you

should expect to see it. But as soon as we
hear anything, we'll let you know.

WANTS TOP SCORES

| love your magazine and was wondering
if you could have a section that would give
people’'s high scores on different video
games. | was also wondering if you could
feature a Blip Tips on TRON'S DEADLY
DISCS for Intellivision,
John Leonhardt
Costa Mesa, CA
If you take a look at Front Runners in this
issue, you'll see that your first request has
already been granted. As for a Blip Tips
on TRON'S DEADLY DISCS, we don't have
one planned. Do any of you readers out
there also want to see Mattel's movie tie-in
game covered? Write and let us know.

THE MISSING HAWK

On MOUSETRAP for Atari, there is no
hawk, like the one in the ColecoVision ver-
sion of the game. Why? |s the hawk just for
Coleco?

James Williams
Chicago, IL

We called Coleco and asked them why
their Atari version of MOUSETRAP doesn't
include the infamous hawk. The answer is
that the Coleco system is more sophisti-
cated than the 2600. Cartridges made for
ColecoVision hold more memory than car-
tridges made for Atari. That's why Atari
DONKEY KONG has only two boards, Atari
VENTURE is easier, and the hawk in
MOUSETRAP is absent.

WE LIKE YOU TOO

| think your magazine is great. | received

your first issue and | really got into it. The

price is great compared to other video game
mags also.

Mike Loretti

Edison, NJ

| have collected the first three issues of
BLIP and my favorite articles were “Spider-
Man plays SPIDER-MAN," Blip Tips 1 and Il
Video Hall of Fame, Blip Quiz and Video
Word Search. | didn't like Video Jokes or
Video Games of The Stars. But | like BLIP
and think it's a great idea. Keep up the good
work.
Andrew Vallila
Lyndhurst, NJ
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| really like your magazine, but the April
edition was not good at all. My friends and |
didn't like Video Variations, Hall of Fame,
Find the Fake, Blip Quiz and Blip Tips. Blip
Tips was probably the worst because not
many people own ColecoVision. Why would
anybody want to know how to play Coleco-
Vision VENTURE if they didn't have the
console?
| don't want you to think | hate BLIP. |
liked your first and secohd issues. | also
would like some information on the Vectrex
home video game.
Chris Cerino
North Royalton, OH
Well, Chris, we're sorry our third issue
wasn't so popular with you and your pals.
We try to print a variety of articles for all
different kinds of video game fans, and we
hope we can please most of them. The tips
we printed on VENTURE are applicable to
the arcade game as well as to the Coleco
version. As for the Vectrex, look for a
complete article on that system in the near

A A A A
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bout twelve years ago,

two engineers working

in different parts of the
country came upon a very
similar idea. Nolan Bushnell,
working outside of San
Francisco, had an idea for a
computerized space game
that could be played on a
special television screen.
Ralph Baer, working in New
Hampshire, had an idea for a
new kind of toy that could be
connected to any television
set. The toy would play
something called “video
games.”

When people first heard
about these inventions, they
were sure that Bushnell and
Baer had lost their minds.

BLIP

by Howard Blumenthal

Play games on a television
screen? What a ridiculous
idea!

But when those people
saw Bushnell's SPACE
RACE and Baer's ODYSSEY,
the laughter stopped.

Some people realized then
that the home computer
age had begun.

Of the two products, Baer's
ODYSSEY was initially the
bigger success. Here was the
very first home video game
system. It had about twelve
cartridges that offered games
like Hide-and-Seek and
Tennis. All the ODYSSEY
games were very simple. A
single white blip would move
around your screen. You

UDYaaEY

E CENTER Flalm
Magnawvox

QOVSSEY
[DYSSEY
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had to attach a plastic
overlay to your television
in order to create a play-field.
Bushnell's SPACE RACE
never attracted much national
attention. It was popular in
San Francisco, but that
wasn't enough. So Bushnell
went back to the drawing
board. He returned with a
new game called PONG.
PONG was the game that
really started it all. When
compared with today's games
like TRON or ZAXXON, the
black-and-white PONG
seems pretty simple. But it
was hot stuff in 1972, when it
first came out. People would
sit for hours, usually in bars
and airports, controlling
that single white paddle to
volley a little blip back and
forth with an opponent. It
wasn’'t sophisticated, but
PONG was a big hit every-
where. It was also the start of
an empire. PONG was the
first product from a new
company called Atari.

TAKING
IT HOME

PONG was a big hit for
about three years in the
pinball arcades. Then in
1975, Atari came out with a
small black box that could
turn any television set into a
PONG game.




People again thought
Bushnell was crazy. Who
would spend $50 on such a
toy? The skeptics thought
the new company might be
smart to stay in the arcades,
and leave the living rooms
to Monopoly.

The home versions of
PONG were, of course,
another Atari success. But
Atari had plans beyond the
simple game console. They
wanted to make a machine
that played more than one
game. They thought a unit
that accepted cartridges
would be the next big thing.
So. Atari announced that they
were going to take the first
step toward getting a
computer into every home.

Once again, people
laughed. The new game
machine originally cost
almost $200! Nobody would
pay that much for such a
complicated toy. Stores won't
even sell it, people
predicted.

This time, it looked as
though the skeptics were
right. In 1977, over 100,000
Atari VCS systems were
sitting, unsold, in ware-
houses. Store owners didn't
want to sell such an
expensive toy.

Would home video games
ever catch on? Fairchild
introduced a game called
CHANNEL F, and it was a

The keyboard that never was: Mattel's original Intellivision system.

failure. OYDSSEY had been
taken off the market. Coleco
was marketing a machine
called TELSTAR. It didn't do
very well, either. Even Atari's
original PONG was in a
slump.

At Atari, executives were
beginning to think they had
made a mistake. Was the
VCS a disaster?

But off in another corridor
of the Atari headquarters,
two engineers were hard at
work. One was a designer
who had originally worked
on the VCS. Another special-
ized in making pocket cal-
culators. They were working
on something that went far
beyond the slumping VCS
game machine. They dis-
mantled a calculator and a
VCS, added a few advanced
circuits and a keyboard, and
created the first home
computer.

The two engineers—Steve
Jobs and Steve Wozniak—
left Atari to work on their
project full time. They
called it the Apple Computer.
Like the VCS, it could be
connected to any TV set.

And it could do a lot more
than play games.

Meanwhile, Atari was
having another go at it with
the VCS. Retailers began
discounting the unit. Atari
was beginning to introduce
new games that were
adapted from popular arcade
games. By the middle of
1979, stores just couldn't
get hold of enough VCS
machines. Everybody wanted
to play games like SPACE
INVADERS and BREAKOUT
at home. Atari was again
on top.

But the video games
industry was changing.
People wanted more. They
wanted more games, they
wanted more features. Most
important, they wanted the
chance to turn their video
game machines into home
computers.

The first company to really
recognize this was Mattel.
They introduced Intellivision,
which featured better
graphics and sounds than the
Atari games. They also
promised that one day, Intelli-
vision owners would be able
to turn their game machines
into computers by adding a
keyboard.

People who bought the
original Intellivision Master
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Component waited for that
keyboard. And waited. And
waited. Going from games to
computing wasn't going to
be as simple as people
expected.

The idea of a combination
video game/computer system
was on the minds of many
manufacturers by this time.
Magnavox reintroduced the
Odyssey system with a
keyboard. The keyboard
looked like a computer, but
it couldn’t make the system
perform like one.

A small company called
APF did make a combination
game/keyboard computer
unit. It was very similar to
Mattel's design. But the
games available for the
“Imagination Machine" were
never very good, and the
system was a failure.

Atari was the first company
to really make the video-
game/computer connection.
They introduced the now-
famous 400/800 series, which
cost a lot less than the
Apple. These computers all
had full-color graphics,
quality sound effects, and,
maybe most important,
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Struggling with a PONG overlay was just one thing that made the
first video game system more than a little different.

arcade-like cartridge games.

STAR RAIDERS, intro-
duced in 1980, was the first
game created for the Atari
computers. It was soon
followed by MISSILE '
COMMAND, PAC-MAN,
DEFENDER and SPACE
INVADERS. All these games !
were available for Atari's
VCS and its computers.

These days, Atari's engi-
neers design a game for the
arcades first. But if a game
is a success, they redesign
it for all the Atari systems
currently available. A game
like CENTIPEDE is now
produced for all Atari players,
whether they have their fun
in the arcades, with a VCS
or Atari 5200, or by using
one of the 400/800/1200
series computers.

If you get the chance,
compare the different
versions of CENTIPEDE.
You'll find that the game
is the same, but the differ-
ences in the action within
each version are varied.
These variations tell us what
the future of video games is
all about. Atari is well aware
of that future, as are
hundreds of other companies.
But you'll have to wait until
next month's column to find
out exactly what that
future holds.
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MAZEWARPS ™ is a portable video
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Venus knows
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to the Power-
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It's been a while since we gave you a BLIP Wordhunt puzzle. We figured
it was time for another one. But this time, we aren’t going to give you a list
of the names hidden in the puzzle.

Instead, we've given you a clue for each one. First read the clues and
see if you can figure out which arcade game each one refers to. Then find
the names of the 15 games hidden in the puzzle. The names read from the
left or right, from the top or bottom, or on a diagonal in any direction.

If you need help getting started, take a look at clue number 3. That
should be the easiest one to find in the puzzle.

| F o R LY

D B W M U

G G

. GORILLA MY DREAMS 9. KERMIT'S COUSIN?

. BROILING BEATS FRYING 10. ME, TARZAN. . ..

(ALMOST) ALWAYS FOLLOWED BY A “U” 11. WE'RE TUNNELIN' OUTA THIS JOINT!
YELLOW, YES, BUT NO COWARD 12. A POUCHFUL OF QUARTERS WOULD HELP.
| YAM WHAT | YAM! 13. DOES THIS BIRD FLY IN ARIZONA?

HALL MONSTERS OF FAME 14. DRIVES YOU CRAZY, NUTS, CUCKOO.. ..
BEAM ME UP, SCOTTY! 15. FERRIS WHEEL, COTTON CANDY, GAMES
. WHAT HAS 22 LEGS. .. ? OF SKILL

BNONALON

Turn to page 32 for the names of the 15 games and the completed puzzle.
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THERE ARE-LIKE
MILLIONS OF THEM SOLAR FOK.
WHAT ARE Wg GOING

AND IF YOURE REALLY FAST YOULL SKIP
mmfwMHM! ;

WILL YOU SAVE
EARTH? FIND OUT
GET BEHIND THE
JOYSTICK OF .
SOLAR FoX!

Sola: Fox' is a trademark of Bally/Midway Mig Lo
Alart “Atar 2600 “Atan 5200 and “Atari 400800" cie trader s of Atark Ine

Intellivision” is a irademark of Mattel Ing



FRONT RUNNERS

Up-to-the-Minute News on Video Games

ON THE SHELVES RIGHT NOW: Believe it or not, the Atari 5200
is finally coming into its own. After months and months of waiting
and waiting, game players were getting a little upset at the lack of
software for this advanced system. But now, Atari has released a
whole series of arcade adaptations, most of which should be in the
stores very soon. Look for DIG DUG, ROBOTRON, PENGO, JOUST
and POLE POSITION. Coming soon: TEMPEST!
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OLD ARCADE HITS DON'T DIE, THEY JUST GET PLAYED OUT!
HERE IS OUR VIEW OF WHICH GAMES ARE HOT, AND WHICH
ONES ARE COOLING DOWN MORE THAN A BIT. Blazing is Sega's
space adventure game, BUCK ROGERS PLANET OF ZOOM. But over

on the other side of the arcade, it's getting a little chilly around
Taito’s QIX.
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sequel, says the dictionary, is
something that follows as a
result of some earlier happen-
ing. Video game sequels in-
clude SPACE INVADERS
DELUXE; FRENZY, which came from
BERZERK; and STARGATE, a child
of DEFENDER. There are quite a few
others.

Book and movie sequels have a repu-
tation for not being very successful.
Video game sequels did nothing to
change that image—until MS. PAC-
MAN. While the game may never equal
the enormous popularity of just plain
PAC-MAN, MS. PAC-MAN is loads of
fun, and kids line up to play it. It may
change people’s thinking about sequels.

Ms. Pac-Man herself has bright red
lips, a little ribbon in her hair, and flut-

her, she faints instead of deflating.

As for the game, the biggest difference
between it and the original is that there
are four different mazes to master. PAC-
MAN, of course, has only one. This fea-
ture helps to make MS. PAC-MAN a truly
challenging game, one in which you're
constantly being tested.

It's possible to score well over 100,000
points in MS. PAC-MAN. (At this writing,
the record is 286,410, held by Mike
Lepkosky of Houston, Texas.) But
scores in the one million range, which
are racked up in PAC-MAN every once
in a while, seem out of the question.
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tering eyelids. When a monster catches.

HOW THE GAME

IS PLAYED

As in PAC-MAN, you try to eat dots in
a maze, avoiding the monsters that are
pursuing you. You also gobble up the
monsters whenever it becomes possible
(after you've eaten an energizer and the
monsters have turned blue). And you
gulp the various fruit symbols that
appear.

Point values for eating the various
objects are as follows:
(510 1 LSO 10 points
ENERGIZER.........ccoccvninmrnrinnens 50 points
FIRST BLUE MONSTER........ 200 points
SECOND BLUE MONSTER...400 points
THIRD BLUE MONSTER ....... 800 points
FOURTH BLUE

MONSTER ......oovormemrrrinns 1,600 points

For eating the fruits and other sym-
bols that identify the various boards, the
bonus point values are:

Board No. Symbol Points
] Cherries 100
2 Strawberry 200
3 Orange 500
4 Pretzel 700
5 Apple 1,000
6 Pear 2,000
7 Banana 5,000
8 (Random) 100 to 5,000
9 (Random) 100 to 5,000

10 (Random) 100 to 5,000

TACTICS

ir' :v

concentrate on devouring dots.

., Savethe energizers until most of

the dots are gone. Try to wait until
at least three monsters are near-
by before eating an energizer.
This increases your chances of
eating the monsters after they've
turned blue.
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The monsters move differently
in each of the four different
(3 mazes. The monsters are also

' unpredictable in the way they
l_ move. This means that pattern
play is not nearly as important as
it is in PAC-MAN.

The first two boards are identi-
cal pink mazes. The next maze
is dark blue. It must be completed
four times. The fourth maze is a
light shade of blue.

Tunnel play is much more im-
portant in MS. PAC-MAN than in
PAC-MAN. You should memorize
where the tunnels are located and
which ones are common to each
maze. The orange maze has two,
and the other mazes have four
each.

Each maze has certain danger
areas (see diagrams). Enter
these areas only when the mon-
sters are a good distance away.
Otherwise, you can be easily
trapped.

In boards one through seven,
a fruit symbol appears at the bot-
tom of the screen. Check the
chart to find out which symbols
appear on a given board.

The symbols also appear twice
during each board and dance
about the screen. If your ambition
is to build a high score, rather
than just to survive, you should
devour the fruit at every oppor-
tunity, grabbing it on the run. But
beware. Often when you go after
a piece of fruit, the monsters will
change direction and head for it,
too.

After board number seven,
symbolized by a banana, no new
fruit symbols appear at the bot-
tom of the board. Instead, pieces
of fruit appear at random and

travel through the maze. An
orange (500 points) could show
up, or perhaps an apple (1,000
points). But you never know
exactly which fruit is going to
materialize.

—George Sullivan

Blue
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AN EXCITING NEW FRONTIER
IN VIDEO GAMES
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ASK FOR IT AT YDUF—'! LDCAL AI'—'!CADE

Fora 22 x 28" Full Color Journey Performance Poster,
Send $3 00 To
Journe
Dept. "P"

Box 404 §
San Francisco, CA 94101 - © 1983 BALLY MIDWAY MFG. CO
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Star League Baseball.

It Makes Dreams Come True
On The Atari 400/800/1200XL
And Commodore 64.

If you've ever dreamed of becoming a major
leaguer, your dream has just come true. Introduc-
ing STAR LEAGUE™ BASEBALL by
GAMESTAR. For the Atan* Home Computers
and Commodore 64.™

STAR LEAGUE ™ BASEBALL brings home all
the realistic action and strategy of our national
pastime. For starters, it offers the most lifelike
animation ever seen in a sports game, from the
wind-up and delivery of the pitcher to the arc (and
shadow) of a fly ball!

STAR LEAGUE "™ BASEBALL lets you choose
your starting team and pitcher. You can even bring

in a "knuckleball” throwing reliever when your
starter “tires!”

And, of course, STAR LEAGUE ™ BASEBALI
lets you play solitaire against a hard-hitting com
puter team or a human opponent. All to the excit-
ing sounds of real baseball, from the crack of the
bat to the cheer of the crowd!

Ask for STAR LEAGUE™ BASEBALL by
GAMESTAR at your nearest Atarn® or Com-
modore dealer today and make your major
league dream come true. Or write: GAMESTAR
INC., 1302 State Street, Santa Barbara, CA 93101
(805) 963-3487 for our free catalog and Tips for
Stars #2 (for STARBOWL™ FOOTBALL owners)

—LESTHR

WE BRING SPORTS ALIVE.

€ 1983, GAMESTAR. INC
ALL RIGHTS RESERVED

Atan and 400800 12 L are rademarks ol Atac |

Commodore 64 1 a rademark of Commodore Business Machmes  Inc



