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SUBSCRIPTION RATE

| loved the first issue of BLIP, espe-
cially the DONKEY KONG comic. | hope
you're going to have a section for letters
of complaint and for compliments.

Will | still be able to get 50% off for a
subscription after the first issue? | don't
have any money right now.

John Leonhardt
Costa Mesa, CA

Thanks for the compliment, and don’t
worry about the subscription rate. You'll
find the same 50% offer on page 17.

CHEERS!

What would happen if your score is
so high on an arcade game that the
score area doesn't have enough space
to print it?

Damon Colquhoun
New York, NY

One thing that should happen is that
you get a gold medal. Aside from that,
certain machines just cancel the game
when the score gets past a certain
number.

JEERS

When | read BLIP No. 1, | got the
impression that Vic Video would be a
regular character. However, BLIP No. 2
had nothing of the sort. Also, the sec-
ond issue wasted two pages on DON-
KEY KONG, a game that is given far too
much attention. It also devoted space to
TRON, whose graphics | find disappoint-
ing and smeary.

If Vic Video was a one-shot, then I'm
going to save my hard-earned money
by boycotting BLIP. There are far too
many video games magazines being
published anyway.

Paul R. Wilson
Bergenfield, NJ

B atton

Sorry you feel that way, but we have
no plans to make Vic Video a regular
character. Our comics feature will be
back, though. We're working on one
right now about the cartridge based on
The Hulk.

BLIP TIPS

| love your magazine. | liked BLIP
TIPS best because | learned how to play
CENTIPEDE, and now I'm great at it.

Robert John Morris
Roosevelt, NJ

| really like your magazine. | used to
lose bets playing CENTIPEDE. Now that
I've read BLIP TIPS, | always win. | think
this magazine is really super.

Rusty Adams
Doraville, GA

We're thrilled to hear that BLIP TIPS
is actually responsible for improving
scores. Count on BLIP to continue giv-
ing you helpful information on how to
beat the games.

%

If you have any questions or opinions for us,
please send them to:
BLIP LETTERS
Marvel Comics Group
387 Park Avenue South
New York, N.Y. 10016

The games we made up on page 4
are TOOTSIE and JAWS.
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TRON

Actually, TRON isn't just a single video
game. There are six different games
based on the Walt Disney movie now
being offered to players. We featured
the arcade game in an earlier issue of
BLIP. The other five games are car-
tridges designed by Mattel for home
systems. These include three Intellivision
games and the two M Network cartridges
described here.

ADVENTURES OF TRON

This is a chase-and-climb game, but
it isn't anything like DONKEY KONG or
DIG DUG. For one thing, it isn't cute.

The action is fast, and slightly mechan-
ical. Your enemies are deadly grid bugs
and recognizers. They travel along a
four-level board in groups of three. Also
floating along at each level are various
objects, called “bits.”

Your objective is to work your way up
to the top level, collecting all the bits,
and avoiding collision with any of the
attackers. On later boards, a tank will
chase you while you're trying to accom-
plish this.

Besides running, there are three ways
to maneuver about the screen. In order
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to move up a level, you must use the
elevators. These are located at either
side of all four levels. On the lowest
level, just stand on the platform and
move your joystick forward to go up. On
the upper levels, you must first leap
across the Input/Output beam. This is
a ray that runs down the center of the
screen. Jumping over the ray activates
the lifts.

To move down, you can use that same
beam. The /0O ray will take you straight
to the bottom. Use it to escape when
enemies are closing in on you. You can
also move down single levels merely by
pulling the joystick toward you. Your man
will jump to the level below, or further,
depending on how precise your touch
is on the joystick.

TACTICS

@ After being deposited at the bottom
level when the game starts, immediately
leap up and grab the first two bits. You'll
notice that there are no grid bugs men-
acing you. Not yet, anyway. They start
at the top level, and work their way down,
moving from left to right, then from right
to left. If you work quickly, you can clear
the first two levels of bits before the
recognizers get you. Recognizers are
grid bugs that appear at the top three
levels. They turn into the slightly smaller
bugs when they reach the bottom.

@® Learn to follow the path of the de-
scending grid bugs. They move in only
one direction on any given level. If you
stay behind them, you can speed from
level to level with just a little practice.
Don't try to jump your enemies! While it
is possible, it's very difficult. If you get
into a situation where a bad guy is that
close, the best strategy is to jump down
to the next lower level.

® Once you learn to follow the de-
scending pattern, you will whiz through
the first three boards with little difficulty.
On the third and the fourth boards,
though, tanks start to appear. Like the
grid bugs, tanks follow a simple de-
scending pattern. If you can stay behind




" a tank, it will pose no threat. Until the
fifth board, that is.

@® On the fifth board, the tanks begin
to appear in pairs, or three at a time.
Although it might seem that an individ-
ual tank is patrolling a certain level, this
is not the case. They are all following
that familiar descending pattern.

® The Solar Sailer (that's the way
Mattel spells it) is an arrow that flies back
and forth on the third level. It is not a bit.
But it can be used as a handy way to
cross the |1/0 beam and activate the ele-
vators. When leaping onto the Sailer,
make sure that you are not going to be
deposited between recognizers at the
other side of the screen. If you do get
caught between recognizers at any time,
just follow their path until you can reach
the 1/0 beam. Then just travel down to
the bottom, and work your way back up.

@® One last tip: Don't get caught at
the screen’s edges. You may not be able
to jump safely from there. Then you'll
have no choice but to watch, and wait
for your inevitable doom.

TRON DEADLY DISCS

The M Network version of this game
is nowhere near as complex as the In-
tellivision version. For one thing, the ac-
tion is slower. For another, the controls
are much harder to use. Even so, DEAD-
LY DISCS, while not as good as AD-
VENTURES OF TRON, is still an excit-
ing game.

The setting here is a deadly, futuristic
jai-alai arena. Tron is facing a horde
of attackers, who appear on the screen

three at a time. They are armed with
Deadly Discs, which must hit Tron five
times to kill him.

Tron is also armed with discs. He only
has to strike an enemy one time, but
a dead enemy is quickly replaced. At-
tackers enter the arena through portals
on all four sides.

Each portal can be “locked open” by
hitting it with a disc. A pair of portals,
with one locked open, become a telepor-
tation device. You can enter the open
one, and re-enter the board on the other
side through the opposite portal.

TACTICS

® The secret is getting the disc to
return to you. A single hit on the fire
button will send a disc out. Only one
disc can appear on the screen at a time.
If the disc you fire hits an attacker, you
get a new disc. But if it misses, the disc
will keep going, until it hits a wall and
bounces back to you. You can retrieve
an errant disc quickly, however, by press-
ing the fire button as soon as you see
that you have not scored a hit. This will
call the disc back to you immediately.

@ Don't wait to see if your disc will
hit. Keep moving. Learn to visualize the
course of your disc, and the course of
your attackers. If you can see that a disc
you have fired will miss, tap the fire but-
ton, and position yourself for your next
shot. The disc will return to you, no mat-
ter how far you have moved from your
original position. Once the disc has re-
turned, fire again. You can use this
method over and over again, from a dis-
tance. With practice, you will be able
to quickly vanquish your attackers while
remaining safely out of the path of
enemy discs.

® When teleporting, make sure that
you are using the device to your advan-
tage. Many times, a group of attackers
will turn and bombard the exit gate with
discs. You can get caught in a crossfire
and use your five-hit limit up very quick-
ly. Try to avoid the corners for the same
reason.
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2-PRICE CHARTER SUBSCRIPTION OFFER

DON'T WAIT!

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.

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

r 50% SAVINGS CERTIFICATE

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

City State Zip

Allow 10 weeks for delivery.
Make checks or money orders payable to Marvel Comics.
Canada and Foreign: Add $2.00 per subscription.




When it comes to video games, one of the most important rules
is, “Know your enemy.” With that in mind, BLIP presents a puzzle
designed to help you do just that—recognize instantly just who is
battling whom.

Here you’ll find 20 video game characters. Ten of them are good
guys, and the other ten are the villains who relentlessly seek to
destroy these champions.

Your job is to pick the pairs. Match the rogues with the heroes,
and then put each number in its correct place, in the blanks next
to the appropriate game title.

12 BLIP



GOOD GUY
PAC-MAN
DIG-DUG
DONKEY KONG
TRON
FROGGER
BURGER TIME
PENGO
VENTURE
ZAXXON
Q" BERT

BAD GUY

ANSWERS IN NEXT MONTH'S BLIP!

June, 1983
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This summer, millions of kids across
the country will be packing their bags,
saying goodbye to the folks at home, and
heading off to sleep-away camps. Most
of these kids will be going to “traditional”
camps, where things like swimming, hik-
ing, and horseback-riding make up most
of the good times.

There are also specialized camps,
where most of the time is spent on one
activity, like tennis or baseball. There are
even camps where everyone works at los-
ing weight. The latest trend in specialized
camps is of particular interest to us at
BLIP—and might be to you, too. That trend
is toward computer camps.

Computer camps, big and small, are
being created all over the country. Last
year alone, over 5,000 kids spent the
summer combining traditional camp ac-
 tivities with learning to create computer
games, write computer programs, and
operate computer data systems.

14 BLIP
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Computer camps are a big business.
And some of the biggest names in the
computer industry are getting involved
with the camps. -
Atari, for example, has been running its
own string of camps for a couple of years
now. And Nolan Bushnell—the founder
of Atari, who is now on his own—has just
launched his own computer camp. There
are also camps run by people who aren't
in the computer business. These are
places that used to be traditional camps
and are keeping up with the latest trend.
They hire top talents from the computer
world and make computer instruction part
of their program. &

NOT COMPUTERS ONLY

What is similar about all these camps
is that the emphasis is on fun. None of
the camps is “computers only.” All of them
offer at least some of the traditional camp-
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‘Plyer’s Choice

TWO GIANT STEPS

Remember the good old days? It wasn't
too long ago that Atari VCS and Intelli-
vision were the only home-video game
systems really worth talking about. Now,
ColecoVision commands a large share of
the market, and low-priced computers are
becoming more and more popular. The
time has come for Atari and Mattel to
make some changes.

ATARI

Those changes have been made, and
the results are very exciting. Atari and

Mattel have realized that, in order to stay-

on top, they have to do two things: offer
more computer capabilities, and produce
games with better graphics. And both
companies are doing just those things.

i8 BLIP

Atari, which still commands the lead
spot in sales,has just introduced a whole
series of new units and accessories. Our
favorite is a computer keyboard called
“My First Computer.” This accessory
plugs right into the game port on the old
VCS.

It can play games; it can teach you to
write and store programs; and best of
all, it costs under $90. There are over
10,000,000 VCS units out there, and “My
First Computer,” could really be a worth-
while investment for families that own the
old consoles.

There will also be a whole series of
superior games and program software
available for the keyboard. This will allow
VCS owners to get better graphics with-
out spending money on a new system.



If you already have spent that money
on a new system, don't despair. There is
also a keyboard in the works for the Atari
5200. And if you already are heavily into
computing, Atari has added a new, top-
of-the-line computer, the model 1200.
That machine will probably compete with
the Commodore 64 and the Texas Instru-
ments Pro.

INTELLIVISION

With all of this new movement from
Atari, and with ColecoVision selling
strongly, you might think that George
Plimpton would take his Intellivision and
go home. Well, in a way he has. But he's
come back—with a new model.

Intellivision Il is no longer just a game-
player. It is part of what Mattel “modestly”
calls an Entertainment Computer System.
Intellivision fans can still play all their old
favorites, like MAJOR LEAGUE BASE-
BALL and SPACE HAWK. But now they
can also use the Intellivision system as a
true computer.

Mattel has been promising a keyboard
for a long time, and they've finally de-
livered. A computer-expansion module
with a typewriter-style keyboard will be
available soon. Musicians will be able to
add a piano keyboard.

Best of all for game lovers, Intellivision
now has an Atari adapter. That means
you'll be able to play all those Atari car-
tridges on the Intellivision system. (All
these new accessories will work with the
original Intellivision unit, as well as Intel-
livision I1.)

To satisfy those who demand arcade
action at home, Mattel is also about to
release a third-generation system. It's
called—you guessed it—Intellivision lIl. It
will have improved graphics and a voice.
Intellivision Il will also accept all the ac-
cessories that come with Intellivision I1.

When we were writing this story, Mattel
wasn't sure how much any of these items
would cost. They did know, however, that
Intellivision |l would cost less than the
original system did when it first came out.
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Does all this mean that the good old
days of Atari and Mattel battling only each
other have returned? Not really. Coleco-
Vision is too good a game system for that.
And Coleco has their own computer and
fourth-generation games planned.

Magnavox, which makes the Odyssey
system (remember them?) is also shift-
ing gears toward computers. But it does
look as though the video game compa-
nies are entering a new phase in the bat-
tle. They are, in a sense, becoming more
than just video game companies.

SCROLLER
COASTER

There's no contest for the most excit-
ing home game we've seen this month.

It's Intellivision's ADVANCED DUN-
GEONS AND DRAGONS. It's not only a
lot of fun to play. It's even interesting
to sit and watch someone else play the
game.

ADVANCED DUNGEONS AND DRA-
GONS is a scroll game. That means the
terrain you're playing on rolls across the
screen. As you keep running, the terrain
keeps changing. '

You control a runner who has to enter

20 BLIP

a series of mountains that are filled with
caves. The path opens in front of you
as you run. You are constantly making
choices about which direction to run in.
Your choice determines which path opens
up—and what challenges will scroll across
the screen as you run.

Inside each mountain, you'll find tools
and weapons that will help you get through
the game. There's an axe that will get
you through a forest quickly. There's a
key that will unlock a gate for you. There’s
a boat for traveling along a river. And
there are arrows, which you need to fight
off the dozens of monsters and animals
you'll face as you run.

Hidden inside each mountain is a lad-
der that will get you back aboveground.
Each ladder is guarded by a monster or
animal. You have to kill it with your arrows
before you can climb out.

Once outside, you make your way to
another mountain. This is where the boat,
the axe, and the key may come in handy.

The final mountain is where the trea-
sure is hidden. You're looking for two
halves of a crown, in different locations
inside the mountain. Each half is guarded
by a winged dragon.

The dragon moves faster than all the
other threats you've faced so far. And it
can be killed only by three rapidly-fired
arrows.

Kill the dragon, and you get half the
crown. Then scroll along until you find the
other half, guarded by another dragon.

The first time we captured that second
half, we got a very nice surprise. A musi-
cal note of triumph sounded, and the
game ended.

Most video games go on and on until
you lose all your players, or just get
bored with your point total. This one has
an ending. You can actually be declared
a winner.

The game has good graphics, a con-
stantly changing screen, and enough sur-
prises to keep anyone busy. Add to that
the fact that it has a genuine ending.

The sum total? Intellivision's AD-
VANCED DUNGEONS AND DRAGONS
is a real winner.
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PAC—ING A WALLOP

Everybody knew it was going to happen.
With PAC-MAN and MS. PAC-MAN happily
married off in Pac-Land, the only question
was “when?"—when would Bally/Midway
release a BABY PAC-MAN game?

The answer is “right now.” BABY PAC-
MAN is here, and it is a very special game
because it combines pinball and video.

This means that instead of swallowing an
“energy dot"” to turn the ghosts blue,
you have to complete a series of pinball
maneuvers. The play jumps back and forth
between the mechanical playfield and the
video screen. Both boards feature the
flashing tunnels and sound effects that
make the PAC-MAN series so popular.

If you still aren't satisfied, Bally has also
released two improved versions of the
original PAC-MAN. One is a special kit for
arcade owners that allows them to speed
up their existing games. The other is a new
game, SUPER PAC-MAN, which features
giant-size energy dots and flashing bonus
points.

Finally, there is the new, improved
cartridge for the Atari 5200 system. This
PAC-MAN boasts better graphics and more
action than the 2600 version.

All in all, it looks like this year is a pretty
good one for Pac-Fans.

COIN-OP
CONCERT HALLS

Okay—so you want to see your favorite
rock star performing a top hit. What do you
do?

You could go to a concert—if the star
was on tour, if you could afford tickets, and
if you had some way to get to the show.

Or, you could watch one of the cable TV
music networks. /f you had the cable music
network, if they had a video of your
favorite star, and if you happened to be
watching when they played it.

Or, you might take a walk down to your
neighborhood pizza place. You could see
your favorite acts there.

What? Top acts, performing at local pizza
parlors? Anywhere in the country? This
is a joke, right?

It's no joke. A Los Angeles company,
Video Music International, has just unveiled
a new invention—the video jukebox. The
company plans to market the new machines
all over the world—and they've already
sold 200 in the United States.

Each machine is loaded with forty video
cassettes—the top hits that play on
Home Box Office and MTV network. The
machine comes equipped with stereo
speakers and a 25-inch color monitor
screen. Just drop in fifty cents, make your
selection, and watch,

Now, if you want to see your favorite
performers, all you have to do is hunt down
your local video juke box. Then, for only
two quarters, you can program your own
concerts—and still have plenty of money
left for the arcade.

HELPING THE DISABLED

It's a cry heard by video game players over
and over again. "Video games are bad for
your health,” people say.

But many doctors and psychiatrists at
hospitals across the country don't agree. In
fact, some of these hospitals are actually
using games to help adults and children
who suffer from both physical and mental
illnesses.

For example, a hospital in Palo Alto,
California, has been using games to help
brain-injured patients recover their hand-
eye coordination. And in Carbon Cliff,
llinois, a local school for handicapped
children has been using the Oddysey®
system to teach basic skills like math and
spelling.

Many hospitals are now working on their
own custom-programmed games to help
their patients in a variety of ways. Doctors
report that using video games is an
especially good way to help the disabled—
because they provide education and fun.

FUN FOR THE YOUNG SET

What do the Cookie Monster, Snoopy and
Donald Duck all have in common?

The answer is—Atari! That's right—all of
these characters, and more, will scon be
the stars of a new series of Atari video
game cartridges aimed especially at kids.

That means that games like COOKIE
MONSTER CRUNCH and BIG BIRD'S
EGG CATCH will soon be as familiar to
VCS players as DEFENDER and MISSILE
COMMAND are now. And by this fall, there
should be a whole library of Walt Disney
and Peanuts cartridges to go along with
the Sesame Street series.

They're all part of the Atari Kid's Library,
which will have an important role in the
company's future plans.



NOT FOR SPIES ONLY

Computers are already playing a big part
in making cars more efficient and easier
to drive. Cadillac uses a microprocessor to
control some of its special engines. And
Vokswagen uses computers to increase the
performance of its fuel injection systems.
Many car stereos, burglar alarms, ignitions
and gauges are now computer controlled.

Remember the cars in those old James
Bond movies? They were fancy vehicles
that could do wonders. Some of them flew.
Others almost drove themselves. Others
had advanced weapons hidden under the
hood.

Now Ford has a car with a computer that
might bring a little bit of the 007 feeling
to all of us. On display at a recent auto
show in New York was their idea of the
future. The car is called the Concept 100,
and although this particular model isn't
for sale, many of the features it contains
might be popping up in future Fords as
soon as 1986.

The most amazing feature of the Concept

{

100 is its satellite hookup. That's right—
this car will actually have a computer that is
tuned in to a satellite orbiting in space.
What good is this? One big advantage is
tracking. If you ever get lost, just order up a
map and the satellite will find your car.
Then it will give you a screen map of where
you are.

Other features include a voice-activated
door locking system and a mileage-
calculation device.

Buick is also working on an auto
computer that will answer voice commands.
When you want to change the radio station
or turn on the heat, all you have to do
is ask. Your hands can stay safely on the
wheel.

Of course, none of these things are
available yet. And most BLIP readers aren't
old enough to drive, anyway. But the car
companies have plans for younger
passengers, too. Featured in the back seat
of Ford's car, for example, was an Intelli-
vision system. Maybe by 1986 or so, they'll
even have a James Bond cartridge. &

June, 1983

23



JERK! THAT'S A
COCK, IZULNNING
EE YA RS St Acgﬁg'r Es REENI,

*

BT
&N'TGET 'I‘HI.':'é

LAST ATTACKER

IS IT WORTH
ANY POINTS®




The search was on! In the first issue
of BLIP, we bet that our readers had
hundreds of good ideas for video games.
And we were right!

We asked that you write the ideas
down and send them to us. The response
was terrific. We received dozens of
original ideas for games. We spent hours
wading through them, reading them,
and imagining what they would look like
on a screen.

We promised to choose the best five
entries, and to give their creators fifty
dollars each. We have done that, but it
wasn't an easy task. There were so
many good ideas.

In order to make our job a little easier,
we had to eliminate some ideas auto-
tomatically. Here are some of the
guidelines we followed:

e We decided not to choose any
games that sounded a lot like anything
we had already seen.

e There were a lot of ideas that were
similar to one another. There were
many, many fantasy adventure games,

SFEARS LEFT

LIDNS LEFT

for example. We got more than one
suggestion based on The Dukes of
Hazzard. To be fair, we eliminated any
idea that was suggested in more than
one entry.

e There were also a lot of games that
really sounded fantastic. But that
was the problem. The games were so
fantastic they sounded like stories,
rather than video games. Any game that
seemed as though it might not be
handled by today’s video computers had
to be eliminated. _

After all the elimination, all the hours
of difficult choosing, we were left with
the five winners on these pages. All the
winners share something in common
with the rest of the entries. They are
original and exciting. But these games
also have a special something to them
that makes them unique.

For everyone who wasn't chosen, a
special congratulations from BLIP. We
wish we could've made everybody a
winner. And for those five who were
chosen, your prize is on the way!

SAMSON, by Darren Starks,
of Perry, Florida. This game is
based on the biblical story of
Samson and Delilah. We really
liked it because it took an old
and familiar idea and made it into
a new and exciting video game
creation. In this game, as Dar-
ren imagines it, Samson has to
fight lions, battle angry Philis-
tines, avoid sneaky Delilahs, and
unchain himself to bring the tem-
ple walls crashing down. This
game has lots of action: battles
with wild animals, spear-throw-
ing, chases and mazes. We think
SAMSON is a game that all kids
would like.
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PICNIC RAIDERS, by Stew-
art Oswald of Pasadena, Texas.
You're at a picnic and you've got
to keep the ants from ruining your
day. This is a simple idea, but
Stewart made il exciting by add-
ing a spray can, different kinds
of food prizes, and a maze-chase
sequence. We think a lot of maze
games coming out today are just
imitations of PAC-MAN. Not
PICNIC RAIDERS, though. We
liked the way Stewart combined
a classic video game idea with
an original story line. The result
was a game that could be easily
learned, but could provide hours
of fun as well.

26 BLIP

ROUND UP, by Mi Kyung
Kim, of New Hyde Park, New
York. This game, Mi tells us, “is
definitely not a copy of Stam-
pede!” She didn't have to tell
us. The title might suggest that
popular Activision title, but Mi's
game description had us in
stitches with its originality and
wit. ROUND UP stars a heroic
sheepdog, who is charged with
protecting his drunken master,
rounding up the flock, and avoid-
ing a dastardly hawk. There is
also a shifty snake to be reck-
oned with. The sheepdog must
help his master shoot the ene-
mies and close the corral. This
is no easy task, since Mr. Brown,
the rancher, is usually a little
tipsy. We chose this game be-
cause it has a sense of humor,
butdoesn't seem at all difficult to
actually create for the screen.




BALLOON POPPER, by Dar-
ren Schmidt and Kelly Pollock
of Dryden, Ontario. This game
pits a lone skier, armed with a
popgun, against a second player,
who controls a dragon that lies
in wait at the bottom of the ski
slope. Along the way, both play-
ers must pop an ever-increasing
number of balloons that float
around. After the face-off be-
tween the two players, the win-
ner gets to battle an evil knight.
If you can beat the knight, you
get a free game. We thought
BALLOON POPPER was really
interesting because it combined
many elements that might not
usually be found together in a
video game. It has team play,
individual battle, struggle with
your opponents, and more. And
unlike some other action-adven-
ture games we saw, it didn't get
too complex or bewildering.

SEWER SAM, by Chris Sas-
ser of Trevose, Pennsylvania.
Here's a new twist on the lested-
and-true ladder/digging/maze
craze. In this game, the idea is
for SEWER SAM to make his
way to his subway train. He has
to avoid dripping water pipes,
hungry alligators, and evil rats
that can swing their tails with
amazing accuracy. We liked the
way Chris combined different
obstacles in his idea. This game
seemed like a unique variation
of the famous maze idea, com-
plete with funny characters and
precise action.

Congratulations to all the winners of
the first BLIP talent search. We wish
we could give prizes to all the entrants,
because all the ideas were very good.
All we can say is, look for the next
Talent Search in a future issue of BLIP!
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THE
BRADY

BUNCH
GAME

By arrangement with Mind Rot Productions, Inc.

Tired of the same old average morning!
space wars? Why not try a With your joystick, you
different adventure—one control the lucky parents of
that hits closer to home? three girls and three boys.
Maybe even next door! Your mission: Get them all
Yes, it's the Breakfast- out of bed, dressed, fed,
with-the-Brady-Bunch Game! and into the school bus
Get into the fast action with before a SWAT team of truant
the rock-'em-sock-'em thrills officers descends on your
of a house full of kids on an house.
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SCREEN
ONE

Press the Reset button,
and the fun begins. That
sound you hear is not an
air-raid siren. It's the alarm
clock signalling that it's
time to get the kids up.

Move your parent into one
of the bedrooms on the
screen. Touch the kid circles
to get them up and moving
around.

To speed things up, you
can threaten the kids with
physical violence. This
makes them do what you
want for 10 seconds. But you
can use it only once in
a game.

After each kid has been in
and out of the bathroom,
move on to Screen Two.

SCREEN TWO sc“ E E N
| TWO
Mrs. B In the kitchen, try to get a

balanced breakfast into each

kid before the first school

. bus shows up. Pick up points
by feeding the biggest kids

. first, because they leave
earlier.

. If you get them all fed and
into the driveway before the

first bus arrives—you lose!

Turns out it's Saturday. @
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The surveys are out of our office, now.

We've sent them on to somebody else,
who will count and sort them. But while
they were here. . . .

They came in bundles, thirty or forty
wrapped up together. We asked our
readers in BLIP #1 to fill out a form so
we would know what they liked (and
didn't like) about our magazine. We
didn't know we’'d have so many
interested readers!

As mentioned in the first issue, one of
those readers will be given a reward.
But we wish we could give every reader
who answered our questions a prize.
Instead, all we can do is say thanks very
much to everybody who took the time
to fill out the form.

The winning survey that we chose at
random came from Steve Glover, of
Coldwater, Michigan. Steve will be
receiving four new cartridges for his
Intellivision system. Like many of the
readers who answered our questions,
Steve’s favorite game is DONKEY
KONG. He also likes GALAXIAN and
LOCK-N-CHASE.

The answers that we found most
interesting (besides the favorite games)
were the ones that told us what you
thought of our first issue. Almost all our
readers liked the DONKEY KONG
comics feature the best. Almost an equal
number didn't like the “Video Games
of The Stars” story. We're taking your
advice. Right now, we're planning
an Incredible Hulk comic strip. We'll also
try to concentrate on other features
that you liked, especially BLIP TIPS and
PLAYER'S CHOICE.

We said it once before, but we'll say
it again. Thanks to all our readers
who sent in completed surveys. And
keep looking to BLIP for more contests
and prizes! iy
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CHARTER SUBSCRIPTION OFFER
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Become a CHARTERES § § £5 hc new VIDED

SUBSCRIBERto 258 88 .o

SAVE 50% off the Newsstand price of $12.00.
You pay ONLY $6.00 for 12-monthly issues!

(L E R R R R R E R N N R R R R ]

BLIP features: PLUS YOU GET:

* video games of the stars 1. Every issue delivered to your door And itsa

* home game strategies betore it hits the newsstands! GREAT GIFT

* video jokes 2. Cancellation privileges if not satisfied! f friend!

* news blips and lots; lots more! 3. Lowest price on renewals! or. 8 e
Just mail coupon below with remittance; and we'll do the rest!

01 I'd ke 10 SAVE 50%. Enter my subscription for 1 yr (12 monthly issues) Enciosed is
my check for $6 00
MAGAZINE O Vd nke 0 SAVE MORE! Enter & sub jor my friend ai $6.00. Name and address
e i s
ubscrniption p!

387 Park Avenue South My N
New York N Y 10016 Addrass
City LY RS R

Allow 10 weeks & Goivery.  Maka chacks or money orders paiysble 10 Marvel Comos.  Canada and Foregn. add $2 00 per subscription

HHME  NVER ‘,1 LlE  NVER

SEE 70
WNEAT MONTHY




AN EXCITING NEW FRONTIER
IN VIDEO GAMES
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ASK FOR IT AT YOUR LOCAL ARCADE

For a 22° x 28" Full Color Journey Performance Poster

Send $3.00 To: FROM
Journe

Dept. "P"

PO Box 404

San Francisco, CA 84101

! anvding

includes Postage. Tax and Ha

© 1983 BALLY MIDWAY MFG. CO
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Tutankham, the video game where you race through a pyramid
to find Tut's treasure. The game where you're attacked by the fiend-
ish quardians of the tomb. And you fight back with your laser guns.
You capture the keys to the treasure room and then the treasure s
yours. All the action of the hit arcade game is coming to your Atari®
or Sears™ home video system. From Parker Brothers, of course.

©PARKER BROTHERS

THE ONES TO BEAT

h & 1982 Konam: Industry Co. Lid TUTANKHAM is atrademark of Konami Industry Co, Ltd and used by Parker Brothers under




