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Look what

ast action. Complex strategies.

Interesting, characters. Supe-
ror 'sound effects. Multiple levels
of play.

These are the things you want
from/your VIC 20™

They're also the things you get
from Tronix. From the people who
brought you Swarm!, Sidewinder
and Galactic Blitz.

And now; there's more.

Now Tronix brings you the same
rewarding rapid-fire excitement in
three/brand-new game cartridges.

Each one is something dif-
ferent. Something new. But they all
have one thing in-common.

They 're all designed to bring
out the best in your VIC 20.

You shouldn't'settle for any-
thing less.

for your ViC 20.

Jimmy Huey.
In a predatory world
of killer worms, dragons; stalk-
ers, pods and fly traps, the scor-
pion prowls the maze in'search
of sustenance. Frogs and their
eggs mean survival to the scorpion.,
But they can also mean instant
death! (Suggested retail $39.95)
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Corey Ostman.
Deep in the earth, a

L T Thomas, Kim.
s Your helicopter gun-

ship hovers over the enemy’s fortune awaits. But the dark
military bases and missile emplace- passageways are filled with peril as
ments. Your mission-is/to destroy well as profit. Runaway boxcars.
them: But as the sky fills with-smart Crashing boulders. A claim jumper
bombs and anti-aircraft fire, there’s with murder in his eyes. Be careful.
less and less room for a wrong But be quick—oxygen is in-short
move! (Suggested retail $39.95) supply! (Suggested retail $39.95)
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8295 South La Cienega Bivd., Inglewood, CA 90301
Look for Tronix games inyour nearest store. If you can't find them there, write to us.

VIC 20™ is atrademark of Commodere Electronics Lid
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For Heroes Only!

Blade of
Blackpoole

Step back in time and join
the search for the magical . e ~
sword of Myraglym. Travel Slrlus
cautiously on your journey Embe

for you will encounter
dangerous serpents,
spine-chilling evils and

carnivorous plants that
crave human flesh!

Critical Mass

On Jan. 1st at 10:00 am,
the U.N. received this
message: "Good Morning,
in exactly 9 days, the
world’s 5 largest cities will
be destroyed by thermal
nuclear weapons.” At
10:03 am, you received
this assignment: STOP
... THIS ... LUNATIC!

Avail. on disk for the Apple II,
I+ or lle and Alari 800 or
1200 and Commodore 64.
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AN ILLUSTRATED ADVENTURE y
Avail. on disk for the Apple Il

J F Il + or lle and Atari 800 or
A L =~ ? o 1200 and Commodore 64

Type Attack T'V‘-‘E”ir-f&

~a
£

The planet Lexicon is !
under attack! Letters of
the alphabet are falling
from the sky. To repel
them, you must be able to
type the letters faster than
they can fall. Be quick!
An entire civilization is
depending on your skill,

T coore

P VOV iv W

The boldest space rescue
ever! Defenseless Twerps
are stranded on an aste-
roid. You, Captain Twerp,
are to board a Twerp-
craft, blast through the
Orbiters, land safely and
rescue your comrades.
Beware of the Glingas

FAST ACTION TYPING ARCADE and Twerp-eating
Gleepnites!

Avail. on disk for the Apple II,
It + or lle and Atari 800 or
1200, IBM-PC and
Commodore 64 and on
cartridge for the VIC-20.

Avail. on disk for the Apple Il,
I+ or lle and Atari 80O or 1200,

Pure Video Excitement!

For Your Atari 800 or 1200, Apple I, Il + or lle,
Commodore 64, VIC-20 and IBM-PC

Sirius, Twerps, Blade of Blackpoole. Type Attack and Critical Mass are trademarks of
Sirius Sottware, Inc.. 10364 Rockingham Drive, Sacramento. CA 95827 (916) 366-1195.
All nghts reserved. Apple Il, Il + and lle are trademarks of Apple Computer, Inc

Atari 800 and 1200 are trademarks of Atari, Inc. VIC-20 and Commodore 64

are trademarks of Commodore Business Machines, Inc. IBM-PC is a

trademark of International Business Machines, Inc




When the game’s
not the same

Are arcade owners out to make your life miserable?
There are plenty of psychologists and other expert
types who believe that video game players suffer from
a severe masochistic streak anyway. so a little more
misery shouldn't make much difference. Who else.
after all, would spend quarter after quarter playing a
game that you can’t win, no matter how good you get?

In this issue we have the complete story of how ar-
cade games can be adjusted, manipulated, tinkered
with, reprogrammed and just generally messed up. all
to make them harder to beat. Why? Because you
gamers are just too good. You're playing too long on
one coin and getting bored with the games you know
backwards and forwards. The latest arcade machines
will tell the arcade operator at the flick of a switch how
many plays it's had, what the highest scores are, how
many people have made those scores and practically
the shoe size of the top 10 players. After all,
underneath that fancy glitz on the cabinet is a pretty
powerful computer.

Also in this issue, a sneak preview of the Coleco -
Vision Super Game Module, which plays super slim
wafers instead of cartridges. The graphics are definitely
the best you can get on a home system—so far. We've
also got a test report on the Apple lle computer, and if
you're wondering what that little “'e” stands for, try
“even better.”

About the time you're reading this, we’ll be gearing
up to go to Chicago for the Consumer Electronics Show.
the biggest circus this side of Ringling Brothers. Every
game company in the world will be there showing off
their new titles that will be out for the Christmas
season, and of course you'll get a full report right here.
As always.

TheEditors
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THE ODYSSEY HOME ARCADE CENTER.

Win one of 50
Odyssey Home Arcade Centers!
All you have to dois go fo the Odyssey®
Dealer nearest you and fill out the
entry form. You can win one of 50
giant, six-foot-tall Odyssey Home
Arcade Centers. And each one
includes a big 19-inch color TV
screen, Odyssey keyboard, twin
eight-position joysticks and, of
course, a TURTLES™ game

You could bring real arcade
action into your home by just
entering the contest. And speal
ing of arcade action &
Play TURTLES, the hit arcade ©=
game on Odyssey. TURTLES is p@
maze game, part shell ga
and all'action &
The goal is to guide the
mother turtle to hidden  §
baby turtiets without gefting

bugged” by the beelles
chasing her.

For one or more players,
TURTLES fectures eight differ-
ent challenge levels plts
high digital scoring with
memory. And exciting
sound effects when played
with the Voice of Odyssey’

Win an Odyssey Home
Arcade Center and play
TURTLES and all of the
over 50 other great
Odyssey games

It's a combination
that's hard to beat
but easy to win

W
ODYSSE¥ .. ~~=-
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Survival of the fittest; |
the Vulcan death grip  "OULONSaME
I

You're in the arcade playing a ‘
] frantic game of Buck Rogers when

L - The non-abrasive cleaner utilizes a suddenly, the guy next to you ‘
= fiber grid cleaning system and doubles over in pain with a sprained
J “Perfect path”™ technology which finger. What do you do? Whip out

from sensitive drives. It contains no  video finger splint out, of

fluids, is loaded like any ordinary course. YouTre a hero. P
disk and is available in both 5% The Video Survival Kit & :
and 8" formats. ¥

Discwasher

1407 Providence Road
PO Box 6021
Columbia, MO

L
WICO

Interface Card $64.95
Let's interface facts, gang. The

DISCWASHER IBM personal computer was not

designed first and foremost as a

dislodges and collects foreign matter  your Video Survival Kit and get the j
l

Disk Drive Cleaner §19.95 (37.7) games machine. This is fairly ob-
$24.95 (8") vious from the rather high price. - -
Forget bright, shiny teeth. If you Nevertheless, a number of com- was designed to “both caricature
want to really attract members of panies have begun to write games and complement’ the video game '
the opposite sex, you'd better have for it and what comes after games? phenomenon. Innovatively \
a clean disk drive. Dirty disks are Accessories. So Wico has designed packaged to look like a cartridge. |
nowhere. Keep your disk drive an interface card which allows you the Kit contains all those things the |
squeaky clean with Discwasher’s to use their trackball and joystick rabid gamer shouldn’t go to the
new Disk Drive Cleaner. The system  controllers with the IBM. arcade without—T-shirt transfers,
cleans the sophisticated interiors of ~ Wico crossword puzzles and quarter ‘
computer disk drives to help 6400 W Gross Point Road holders among other things. Like a
maintain their speed and accuracy. Niles, IL 60648 boy scout, a video gamer should

always be prepared.
Koplow Games

PO Box 965

Hull, MA 02045

I i
RG DYNAMICS

VC-1 Videosonic Stereo Phasor $199
Are you tired of playing hi-res
games with low-res sounds due to
planetary interference? If so, then
the VC-1 Videosonic Stereo Phasor ‘

is for you. The VC-1 connects most
television sets to your stereo system
and produces theater quality sound.
In this way it cuts down on
distortion, eliminates noises and

84 JUNE 1983
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hissing and gives you stereo sound,
which means more realistic blasts
and explosions.

R.G. Dynamics

6440 North Ridgeway
Lincolnwood, IL. 60645

|
' NICOLETTI
ENTERPRISES

VCH §7.95

Tight jeans and pockets crammed
full of loose change (most notably
quarters) simply don’t mix. If you're
really in style, you can put two,
maybe four quarters comfortably in
the pocket of your Calvins. This is
not efficient for an avid gamer. So
what's an avid gamer to do? That's
where the VCH (Video Coin Holder)
comes in. It lets you hold nine
dollars worth of quarters (that's up
to 36 games, folks) without ruining
the line of your inseam. The VCH
features a clear plastic coin holder
inside a carrying case which fastens
with a velcro flap and hangs neatly
on your belt. It's available in six
assorted space age colors including
Galactic Red, Lunar Lavendar,
Cosmic Black and Orbit Green.
Nicoletti Enterprises
PO Box 2818
Newport Beach, CA 92663

OMPUTERS &GAMES

ELECTRA CONCEPTS
Triga Command Joystick $19.95
According to the company. the
Triga Command Joystick puts the
firing button “where it should have
been in the first place.” That is,
right under your index finger.
Whether you're right- or left-
handed, you'll have no trouble
blasting enemies with this
“‘aerospace contoured” controller.
Electra Concepts Corporation
125 Wilbur Place
Bohemia, NY 11716

| Y

SEGA

Star Trek Strategic Operations
Simulator $2,700

Trekkies rejoice! According to
Sega the *‘training system used by
crew members of the Starship
Enterprise to sharpen their battle
skills against the Klingon Empire is
now available on Earth.” You start
with a limited number of Shields
and Photon Torpedoes and a limited
amount of Warp Drive Energy, and
you've got to fight the Klingon
Battle Cruisers which exhibit three

X

q ™

different
hostile ten-
dencies. Each
simulation is
announced by \
the First Science
Officer and presents
faster action and more aggressive
Klingons. According to the press
release “‘carbon-based life units"
from Earth can obtain more in-
formation about this machine from
Sega.

Sega

16250 Technology Drive

San Diego, CA 92127

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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PUSHER SALES

Video Game Storage Units $34.95
Unless you really enjoy having
your video game cartridges lying over
every available open space in the
house and tripping over them on
your way to the bathroom in the mid-

v

room, you'll be interested in this new
unit from Pusher. It's 15" high, 12"
wide, 6%2" deep and holds as many
as 20 video game cartridges and in-
struction manuals. If you don’t have
20 games, this is a good way to cajole
whoever buys them for you into fill-
ing out those unattractive spaces in
the cabinet.

Pusher Sales Inc.

PO Box 6588

Woodland Hills, CA 91365

| |
RECOTON

V335 Game Switcher $tk

In this upwardly mobile society,
the house with only one video game
system is the exception. But after a
while, it gets pretty tiresome to keep
unplugging one and plugging in
another depending on what you want
to play. That's where the V335 two-

game TV game switcher comes in so
handy. It permits the permanent con-
nection of two TV games to your TV
antenna system. You can select
either of two game systems or choose
to watch television (if you still use
your TV for that outmoded func-
tion) with the simple flip of a
switch. It comes with 300 ohm in-
put and output.

Recoton Corporation

46-23 Crane Street

Long Island City, NY 11101

=

TG PRODUCTS
Trak Ball Controller $64.95

The name of the company sort of
makes you want to write TGIT
(Thank God It's Trakball) but we
won't succumb to such a base temp-
tation. The TG Trak Ball is a new
omni-directional control designed for
games requiring rapid-paced,

multiple-movement commands. Trak
Ball has two firing buttons set in a
shelf that is recessed below the ball
control plane for easier firing and
unobstructed movement during play.

TG, a longtime maker of accessories
for personal computers, has put all its
technical know-how behind this con-
troller to give it arcade feel and preci-
sion. It comes in models that fit the
Atari, Apple and IBM personal com-
puters.

TG Products

1104 Summit Ave, Suite 110

Piano, TX 75074

NANCY AND
COMPANY

Videomax Game Glove $6.95

Avid gamers—at last a video game
product that solves the problem of
sweaty palms—the Videomax game
glove. Available in three colors
(white, navy blue and gold), the glove
has a calfskin leather palm which
provides you with a non-slip grip for
tough games of, say, Tempest. It's
got a stretchable net back and velcro
wrist fastener. And lefties needn't
despair. It's available in both left- and
right-handed models and in mens’,
ladies’ and youths’ sizes (S,M and L).
It may be ordered through the mail
(add 45 cents tax and $1.00 for ship-
ping) or you can call the below
number collect. Gloves can also be
shipped C.O.D.
Nancy and Company
22594 Mission Blvd, Suite 302
Hayward, CA 94541
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THE DIRECT APPROACH

My name is Derek Millen. My
score on Pac-Man for the Atari 5200
is 999.995. Could you put this letter
in your next magazine, please?
Thank you. P.S.: | am nine years
old.

Derek Millen
Weston, MA

TIPQUEST

I was wondering if you could give
me some hints on how to play the
Atari cartridge Swordquest: Earth-
world. I have read through the
directions thousands of times and
do everything they say. All I have
been able to come up with are two
clues on the game and dozens in
the comic book. If you're not able to

give me this information, can you
tell me someone who can—and
their address?

Mike Soulakis
Bethel Park, PA

Sorry, Mike, but we're just as
stumped by Earthworld as you
are—and with several thousand

dollars in prizes awaiting the
winner in the Swordquest contest,
there are probably few who'd hand
out free answers. But if anybody out
there does have a few hints they
want to share. send them along to
Readers' Tips and we’ll try to print
them all.

| 2w o W
PARLEZ-VOUS HUH?

In the February issue you had an
article about learning BASIC. You
said it would be continued in the
next issue, but it wasn't. Do you
plan to continue it?

Daniel Yoffee
Orangeburg, NY

Sorry, Daniel. The second in-
stallment of “Parlez-Vous BASIC"
had to be dropped for space
reasons. You should have found it
in the April issue by now.

COMPUTERS, PLEASE

Congratulations on printing such
an enjoyable magazine. I really like
the articles in it. especially your
First Screening and Hits & Missiles.
Although you should review more
video games in Hits & Missiles, the
detail of the reviews was excellent. [
understand that your magazine
deals mostly with games, but I
think that you should have more
about computers in it. In closing, I
would like to say that I enjoyed
your magazine so much that I want
to subscribe to it. Enclosed is my
money order,

Lawrence Ethier
Loreburn, Saskatchewan

=3 ’\ﬁv ¥ & S
ONLY YOU, EF

I have just bought your magazine
and I think it is great. | have also
bought other magazines. but none
of them are as good as yours. So out

[ .;

it :IHNIIHHI.lIl]Hi!IlIl\l“\.l:HIl\l,%[l \‘

of six magazines. | am subscribing
only to yours. | have an Atari VCS
and an Atari 800 computer. Your
magazine seems to tell the most
about both of them. This is the
reason for my subscription. Thank
you!

Clark Morris
Orinda, CA

l * o »

SGM SURPRISE

Is it true that Coleco is making
something called a “Super Game
Module" for ColecoVision that will
double or triple the memory already
available for this super system? I
heard it will plug into the expansion
port on the ColecoVision game
system and be capable of some
really dazzling effects. What more
can you tell me about this new
module and when will it be
available? Are there any more
surprises in store?

Keith Johnson
Inver Grove Heights, MN

You bet there are, Keith. Take a
look at our Game Workout in this
month's issue. You'll find a very
thorough Super Game Module test
flight and other news about forth-
coming ColecoVision plug-ins.

Continued on page 96

Write to us! We can’t promise that
we'll answer every letter, but we will
read them all We welcome your
Send your letters to: Electronic Fun,
350E. 81st St., New York. NY 10028

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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See all those
glittering diamonds?
Grab 'em.
You need 1,000 diamonds fast.
1o score, you have to
burrow deep. Deep
into the caverns.

You craftily cop a dozen
jewels. Then, jump to the ledge
below. Then down to another. And
another. But, STOP!

There’s nothing but an abyss
below. Nothing for you there except
a bad fall—and even worse, delay!

YOU'VE GOT
FROM NOW ‘TILTHE
END OF THIS PAGE
0 BEGOME
MOUNTAI

No, don't
go there.
You've already
stripped that
vein of diamonds.
(Go where no one
has ever dared
venture before.
Follow the caverns.
Deeper and deeper.
Down the ladders. Over to
the right —more jewels...and
CURSES!...you've fallen.
And you're losing time.
Grab those diamonds.
Ah ha! You've reached 1000!
The Flame Spirit has been set free.
Now you must capture it.

Quick—down another ladder.
Listen!
Ghostly music

floating
through the
black tunnels.
That means
the Flame Spirit
is hiding nearby.

The music grows louder as you
draw closer.

Now softer (quick, go back the
other way). Louder again. Shine your

flashlight.
The Flame Spirit
IS very near.
A flicker. Out of
the corner of your eye.
Shine that light!

There
it 1s. Now,
kneel

before the
Spirit and
grab it.
Gotcha! Run!
Run to the
Temple. Watch out! Behind you!
A vampire bat trying to
steal the Flame Spirit. Climb down,
below the ledge. Another bat!
Down. To the very bottom of the
mountain.
"To the pit. And the darkness.
Lit only by the shimmer of
diamonds. Suddenly there’ a rush of
movement...a giant spider—after you.

Run. Jump. Up to the ledge. Hurry!
Jump again!
Aarrrrgggghhhh! You're caught.
Woven in a tangled web. Hurry,
break loose before he returns and
vou're devoured.
Ah! Youve freed yourself. You've
lost time, but vou've gained character.
Now, on to the Temple.
But beware of the guardian flames—one
false move and you'll end up charred
...and out of the game! Get to the
Temple Portal, the Spint in your
grasp. Shine your light on the giant
guardian skull. You kneel. (Not out of
respect, but out of need—for without




kneeling,
entering the
Temple 1s forbidden.)

The entrance yawns
open. And vou leap in, There,
enshrined deep within the
sacred Temple,
emblazoned
with gold, is the
sovereign
crown. You must
get that crown.

Without it, you

_ cannot become

Mountain King. With it, you'll rule.
But now comes the tough part.
Can you make the treacherous climb
back to the surface? Can you
avoid the relentless bats and
spreading cave fires on the
way? Can you even find the way?
Get Mountain King™ Plug it
into your home computer. It will
plunge vou into the depths, and lift
you to the heights.

ANOTHER GAME TO DIG INTO.

M

Its Boulders and Bombs.
One to four can play. And with
99 levels of terrific tunneling
adventure, it§ every bit as involving
as Mountain King.

Your challenge is to tunnel to
safety beneath the surface of an
unknown planet as hostile, alien
vultures seek to turn you into a
buried fossil, entombed in an alien
life form.

While day turns to night above
ground, you use your trusty roto-
auger to claw a path to safety
below ground —through tons
of earth, boulders, and the
ever-spreading green
cave fungus.

ROM
Cartridges for:

Atari“400/800™

(Mountain King
available soon for
Commodore 64™
and VIC-20™)

£ 1883 CBS Inc

“MOUNTAIN KING™ i a trademark
of Kay Enterprises Co

“Rtan” is a trademark ol

Atan, Inc

“Commodore 64" and “VIC-20" are
trademarks of Commadore Business
Machines, Inc

Fortunately,
you can unearth
time bombs along
the way to blast away
the hazards the vultures
toss at you.
But the crawling fungus
spreads as time runs out.
Now that you know the names of
these challenging new games, and

there’ one other thing you should
know:

Theyre from CBS Software. And
even though that name says a lot
about quality entertainment,
we haven't mentioned it until now.

NEW! MOUNTAIN KING

SCORE OO0SS0
TIME &:19 oosD

you know what it’s like to play them,

Because

at CBS Software,

we believe our

computer programs should
speak for themselves.

NEW! BOULDERS AND BOMBS

BOULDERS and BOMBS s

CBS Software. You know what you 'regettmg



&\ Of course we can help you, Atari has a toll-free
[" | number for specific areas in the United States
which connects you with someone who can tell
you the service centers closest to you. In the New York
area, call (800) 538-8543. Someone there should be able
to get you in touch with someone who can upgrade the
memory on your machine.

ik T

(£2 4 | am very interested in purchasing an Atari 5200.

[ However, | have reservations about putting out the
" money for one because of its limited library of game
cartridges. Could you tell me if other companies such as
Activision or Imagic plan to come out with 5200-compatible
carts?

Favius Laguaglia
Sacramento, CA

_£2 4 Every major video game company has at least two
[ licensed arcade games except Odyssey? and | &\ We spoke to Atari and were told that while a lot
¥ happen to own one. There are some rumors about a [ [ 1 of independent software manufacturers have

TURTLES cartridge for the system but so far | don't know of it. | expressed interest in producing cartridges for the

Could you tell me if Odyssey® has any plans to license any 5200 system, no firm deals have been made . . . yet.
arcade games and why don’t companies like Coleco or Although there are currently only a limited number of
Imagic make any carts for the Odyssey? games made expressly for the 5200, we'd like to remind

Joseph Kozun  you that Atari plans to release a VCS adapter like the
Manitoba, Canada  one available for ColecoVision. This would mean that all
2600 games could be played on the 5200 which, in
4\ Take heart, Joseph. Not only is Stern’s Turtles turn, would mean a vastly increased library of carts.
[[[ ] available (it was released at the end of April) but e e T 1)
_ "L Odyssey is actively pursuing other licenses even

as you read this. Although no firm agreements have [ 5\1" | just wanted to tell you that | and practically every

been reached yet, Odyssey hopes to add many arcade
titles to its library. And as far as other companies’

child in my sixth grade class can’t wait until your
next issue comes out. | have two questions: 1) |

making games for your system, Imagic already does— have heard a lot about machine language lately. | own a TS
Demon Attack and Atlantis are both available in the 1000 which S has a one-touch command
Odyssey format. Other companies have expressed in- T

terest as well, and negotiations are underway now. S

£2 4 I'm writing to you to find out where | can v :
T\r, take my Atari 400 to upgrade its —

memory. 5o far | found out that o
company named “Mosaic” sells the
boards, but | can't find the company’s
name in the yellow pages. Where can |
take my Atari where they can sell me the
board and also install it? | hope you can help me.
Miriam Mandry
Elmhurst, NY

14 JUNE 1983
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system. s it possible to program machine language on it?
2) Where would | find a book on how to program in
machine language?
Will MacNeil
Bronxville, NY
_& \ Good news. Yes, you can program in machine
[I[ "] language on your TS 1000. The book you want
AL | which covers that language on the TS 1000 is
called Mastering Machine Code by Tony Baker. It
should be available at any of your local bookstores. EF
will be running an introduction to assembly language
soon, and an article on machine language won't be
far behind.

~£7 3 | have bought all of your magazines so far and |
r must admit they are great. | really like the “Hits
1 and Missiles” section but so far | haven't seen any
reviews of Vectrex games except for the article "Vec-
trekking.” | own a Vectrex and would like to have some
information on the games available for that system. Thank
you.

James Rich
Houston, TX

&\ We're beginning to give Vectrex more
[' [ coverage. In fact, if you look in the March

M1 | issue, you'll see a review of Space Wars by
William Michael Brown. And that's not all. In the
April issue there’s a review of the new Vectrex game
Web Wars and we've got Bedlam and Spike (the
talking game) on deck. We'll try to include a game by
Vectrex as often as we can in the future.

| l

about several game cartridges for that computer. |
\»]: haven’t the slightest idea where or how to get
them. Can you please send me the addresses of the follow-
ing companies: Epyx, Synapse, Muse, CBS and PDI.
Robert Kugler
Floral Park, NY

[\g) 3 | have an Atari 400. In your magazine | have read

&\ Sure. Epyx. 1043 Kiel Ct., Sunnyvale, CA 94086;
[ [ | Synapse. 5327 Jacuzzi Street, I, Richmond, CA

L1 94804; Muse, 347 N. Charles St., Baltimore, MD
21201:; CBS, 41 Madison Ave., New York, NY 10010;
and PDI, 95 E. Putnam Ave., Greenwich, CT 06830. If
you're interested in the names and addresses of other
companies which manufacture games for the Atari
computers, you should really find a copy of last
month's EF and take a look at the Complete Gamer's
Guide to game software for Atari computers.

" £D 4 | read in your February 1983 issue about a new

l;[j voice synthesis interface for GCE's Vectrex Arcade

System. Do you know when it will be released or
how much it will cost?

Holt Slack

Plano, TX

&\ You've got it a little mixed up. Holt. There's a
[l [ ] talking game for the Vectrex but no voice
[ | synthesis interface. Why?
Because the Vectrex has
speech capabilities built

right into the console—it has an arcade sound

chip. you know. No peripherals are needed to make
Vectrex games talk. The first of the talking games is
called Spike in which Spike has to rescue his girlfriend
Molly from the clutches of someone out to do her only
harm. The scheduled release date was the end of May,
and it should cost between $25 and $35.

(" £D 2 Could you please give me the address of Starpath?
[ ' j I'd like to get one of their game catalogs.

Chad A. Schiffner

New Boston, TX

&\ Sure thing. You can write to Starpath at: 2005
[’ 1| De La Cruz Boulevard. Santa Clara, CA 95050.

_®1| | You'll be happy to know that Starpath is
working on a number of exciting new games with their
usual great graphics.

Do you have a question about video games or
compulers that needs answering? Send your
questions to: Electronic Fun, 350 E. 81st St. New
York, NY 10028.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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Action Controllers’

Grasp the most precise con-
troller ever built.

Feel the arcade quality joy-
stick and built-in speed roller.

Use the multiple player select
buttons to move as many as four
different players at once.

Plot elaborate sports games
strategies in advance. On a twelve
button keypad.

The Super Action™ controller
set comes with Super Action Base-
ball® as a bonus. And wnl be avail-
able this June.

L BEST G
JUST GO’

When you own ColecoVision, you own a powerful computer.
A computer that creates graphics more advanced than any other video

game system.

And all the new game modules you see here are just the beginning.

Soon, there’ll be an astonishing breakthrough that will allow
ColecoVision to operate as a multi-functional home computer.

Which means the ColecoVision you own today, is the system of to-

morrow.

The Super Game Module:

Boost the memory of your
ColecoVision to equal the memory
ofmostcoinoperatedarcade games.

Achieve over 15 times the
memory of an Atari 2600® VCS™ car-
tridge.

Unleash astounding graphic
resolution and game variations that
surpass even the real arcade.

The Super Game Module can

produce over 100 different screens,

VIDEO GA.

*PENOING FCC mﬂm o i
TURBD, ™ SPACE FURY,"™ DESTRUCTION ntaav

PLANET F 2 i
TRADEWARES OF SEGA ENTERPRISES IKC. 1980 @192 PEPRER I 15 &
. COSMIC AVENGER ™ ARE TRADEMARYS OF UNI

©1982. MR. DO!™ , SPACE PANIC™

when required. It displays bonuses
Intermissions. Even lets you ente
and store your initials in the “Hall o
Fame" The Super Game Module wil
be available this August.

And it comes with two bonus
Super Games: Buck Rogers™ Plane
of Zoom™ and Gorf"

©]982. DONKEY KONG JUNIOR™ AND MARID™ »
TRADEMARKS OF NINTENDO OF AMERICA, INC. ©19
LOOPING™ 1S A TRADEMARK OF VENTURE LINE, INC. ©1982. GORY
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The Expansion Module.

Play more games on Coleco-
Vision than on any other system.

Play any cartridge made for the
Atari 2600® VCS™ by Atari, Acti-
vision,™ Imagic,™ Sears Video Ar-
cade™ and more. The expansion
module is available now. So, now
choose almost any game made, and
play it on the best system ever made.,
ColecoVision.

The Roller Controller.*

Quick. Responsive. The Roller Controller is a whole new way to play most

Joystick controlled ColecoVision games.

It gives you a 360 degree field of movement. Lets you fire up or down. And

The Driving Module.

Take the wheel of a
high performance race car.
Step down on the accelera-
tor. Slam shift.

Steer through tunnels.
Around curves. Over oil
slicks. The Driving Module is
available now with Turbo,™
the hit arcade game, as a
bonus.

And Destruction Der-
by™ and many others are
coming soon.

the faster you spin the ball, the faster your on-screen object reacts.

The Roller Controller is coming this July. And, as a bonus, it comes with
Slither™ the lightning fast arcade game.

PRESENTS

The Official ~

t

o SICA"

SPACE

LIRY®

]

Dazzling

New Games.

Arcade games. Sports
games. Adventure games. And
more. Games like Donkey Kong
Junior™ Space Panic.™ Looping.™
Pepper I1.™ and Space Fury.” All
available now.

Games like Destruction Der-
by™ and Super Action Football®
coming in June. Rocky,™ SubRo¢,™
Mr. Do!™ coming in July. And Time
Pilot™ in August.

ColecoVision is the first truly
expandable video game/home
computer system. And today is just
the beginning. Because Coleco-
Vision is the system of tomorrow.




If You Liked Donkey Kong
- You'll Love«

ACTION GAME.

If you liked jumping over barrels and climbing
ladders to save damsels in distress,you'll love the

blazing excitement of JUMPMAN. Your incredible
speed andjet boosters let you leap from girder to
ladders and ropes to disarm the
bombs plghted in Jupiter Headquarters. But it’s
not easy@ind there are thirty levels of difficulty.

to dodge missiles, killer robots, flying
crumbling girders and vanishing escape
Route In the heat of battle, JUMPMAN must keep

Sunnyva!e California 94086 JUMPMAN Designed by Randy Glove
DONKEY KONG is a trademark of Nintendo of America, |

Epyx, 1043 Kiel Cou,
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NEW GAMES BY
THE TRUCKLOAD

It seems there's no end
to the new releases coming
from the coast—Silicon
Valley and points south,
that is. Intellivision has

the music synthesizer with
eight octaves which will
place the notes you play
directly onto the screen.

Good news., All the

MRTTEL uELEETRDmCS

Euerybody wants to get into the act!

***Monthly Contest™**

We had a tie in our
March contest—Defender
from Atari. In the case of a
tie we hold a random
drawing to choose the
winner. Top Defender
player of the month is
Richard Carmean. We
can only judge on the
basis of the pictures you
send us, not your word.
So no matter how many
times you roll a game,
take a picture of the
highest score.

By the way. to get a good
picture from a screen: Do
NOT use the flash. Tum
out the lights and turn up
the brightness control.

This month’'s contest:

Ll am BRJ

212121298 8)
-

Defender winner: 999,900

Donkey Kong dJr. on
ColecoVision. Send a
picture of your highest
score to June Contest,
Electronic Fun, 350 E. 81st
St., New York, NY 10028.
The deadline: June 20.

many new tricks up their

sleeves including the
computer adaptor and
keyboard for all In-

tellivision units—I through
IlI. That's right, III. There is
an Intellivision lll—release
dates are not known as yet
but it is state-of-the-art
with LED indicator lights
and a sleek new design.
Back to the much
discussed keyboard: The
computer adaptor and
keyboard will be sold
together and will have a
substantial amount of user
programmable memory.
Using the keyboard, you
Intellivision owners will be
able to modify and
customize some of the
games available for the

sytem—for example, in
Scooby Doo's Maze Chase,
not only are there 15

different mazes (which you
can change), but there's
also a mode which will
enable you to create your
own mazes. There's also

peripherals (except one)
from Mattel are totally
compatible with all the
Intellivision systems. The
exception is the Systems
Changer which lets you
play all Atari VCS carts on
your Intellivision. If you
want to use it with your
Intel I, you've got to have a
factory adjustment made.
But that's the only
peripheral that requires
any modification of the
master component.
Vectrex will also be
marketing a computer
keyboard with word
processing capabilities,
games that can be
modified. music syn-
thesizers and educational
programs. By placing the
Vectrex unit on its side.
you'll be able to get up to
80 columns! New games
from Vectrex include: Star
Castle, Pole Position (Yep,
Atari's Pole Position), Dark
Tower (an adaptation of
Continued on page 20

Winnah and Still Champeen

For a moment it seemed

that 19-year-old Golden
Gloves champ and

Olympic hopeful Mark
= ‘

Mark shouldn’t have
worried. The man in
evening clothes was Burt
Sugar, editor of Ring

Sugar and Breland: Sugar s no Sugar Ray

Breland was going to meet
his first defeat in an un-
broken string of victories—
right there, on the floor of
New York's teaming
Magique disco, squaring off
over a hot Activision
Boxing cartridge against a
man in a tuxedo.

magazine, the bible of “the
sweet science.” And while
Burt knows a lot about
boxing, Boxing was his
downfall. Mark and ring
superstars Archie Moore
and Vita Antuofuermo
drubbed the Ringmaster
unmercifully.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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ZAXXON WHIZZETTE
DEFIES THE EXPERTS

In an article in the March
issue of Psychology Today,
a team of social researchers
from three universities
claimed that the video
arcade is basically a boy's
world.

ol L
Susan Fandler at play: Equal opportunity

the Yellow Brick Road
arcade in San Diego,
California—and she

doesn't need an escort,
thank you.

“I don't usually care for
space games, but Super

They've obviously never
met Susan Fandler here.
Susan is a department
store employee whose
favorite arcade game is the

Zaxxon is really different,”
Susan says. "1 like it a lot
because it has. a lot of
movement and action.™
And does she feel out of

Benefit

A competition of a dif-
ferent type was held on
January 22 and 23 in
Indianapolis. In_ con-
junction with the National
United Cerebral Palsy
telethon, contestants paid
S1 to play Activision's
Pitfall!, were given one
minute to warm up and
five minutes to play for a
chance to qualify for the
finals. Nearly $400 was
raised for UCP. Prizes
included two AM/FM stereo

cassette radios, two Atari
2600 systems, River Raid,
Spider Fighter and Sky

Harry, Jr. and friend

Jinks carts, and Starfighter
joysticks.

Continued from page 19
Milton Bradley's electronic
board game). Polar Rescue
and Spinball, a video
pinball game which tilts if
you're too rough with it.

And for those who've
been holding their breath
wondering what Atari's
cartridge release schedule
is, it's printed below
through September:

2600

May—Galaxian

super-macho Super place playing a macho June—Jungle Hunt,

Zaxxon. She spendsalotof game? Kangaroo

her lunch hours and “Absolutely not,” she July—Pole Position, Dig

Saturday afternoons laughs. “Why should the Dug, WaterWorld,

whipping Super Zaxxon at  guys have all the fun?" Children's Computer
“*That's Incredible.””

First City Nineteen  hand-picked
video game superstars

Of Games

Many of you have
probably spent countless
sleepless nights wondering
just where the capital of
the Video Game world was.
Wonder no more, Ot-
tumwa, lowa, has been
given that lofty title. Ot-
tumwa, the home of the
Twin Galaxies In-
ternational Scoreboard,
was named capital by the
governor of lowa. Run by
Walter Day, Twin Galaxies
was recently the host of a

OTTUMWA, IOWA

VIDEO GAME CAPITAL OF THE WORLD

Hawkeye hub

competition to determine
the national video arcade
game champ. The final
results were broadcast on

participated in an arcade
pentathlon featuring
Donkey Kong Jr., Super
Pac-Man, Millipede, Joust
and Frogger. The top three
finalists were flown to
Hollywood to compete.

Contestants had to
achieve a certain score on
each of five games and
then run across a finish
line. The winner was Ben
Gold of Dallas, TX, with
the second and third place
winners crossing the finish
line less than 15 seconds
after he did.

Workshop carts, Disney
games

5200
May—Space Dungeon
June—Pole Position,
Kangaroo
July—Vanguard, Real-

Sports Baseball, Road-
runner
August—dJoust, Moon
Patrol

September—Pengo, Sport
Goofy

Naturally, as soon as we
get an update on this info,
you will too.

Quote Of
The Month

“Video games will be
the Trojan Horse that
brings computers in-
to the home."—John
Farnsworth, Senior
vice-president,
Chemical Bank.

Department Of
Corrections

In the April Hits &
Missiles Art Levis reviewed
a game for Odyssey/Odys-
sey? system called
Smithereens. For those
who are interested, Art
gave Smithereens a joy-
stick rating of two and a
half.

20 JUNE

1983
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I name, is one of those rare coin-ops

that leaves you with sweaty palms
and a palpitating heart. Visually,
there’s just nothing else like it. I bet
they could have named it
Mr. Rogers’ Neighborhood
and the game would
still be a hit.

The game puts you at
the helm of a remote

| By Michael Blanchet

—

U Buck Rogers was Y
around a long time before | was.
Chances are he was here before you
were, too. All I know of the time-
travelling space adventurer is what

I saw in the dim-witted and ill-fated  controlled  spaceship.
prime time TV series of a few years  Unlike your garden
ago. So when I stumbled upon variety third-person

Sega’s Buck Rogers Planet of
Zoom, | didn’t brace myself for a front row center—

very scintillating experience. In you see your ship™

fact, I didn't even hold my breath— as if you were

not until I finished my first game, sitting right behind
which lasted all of twenty seconds. it. Instead of scrolling

Buck Rogers, no thanks to its laterally or vertically, the
playfield rolls toward you.
giving the sensation of move-
ment. As you fly, objects in the
distance loom larger and eventually
whiz past you.

Your mission is to reach the
Source ship and knock out its four
engines. Once this is done. one
direct hit will vaporize your

nemesis.
To reach this showdown,
you must first survive a
bunch of smaller battles.
The game is divided.

Zaxxon-fashion, into

half a dozen smaller

contests which

alternate between low-
flying runs through
Death Star-like trenches
and free flights through

piles of space garbage

and oncoming enemy ships.

Your ship is controlled by

an eight-position joystick
similar to the one found on
Zaxxon. The stick, however,
does not propel your

game, Rogers seats you

you must depress either the fast or

craft—it only steers it. To move,

Buck Rogers and Burgerfime:

slow speed button. Laser blasts are
unleashed by either of the two panel-
mounted fire buttons or the stick-
mounted trigger. Unlike Zaxxon,

you can hold down the trigger for
continuous firing.

Buck Rogers has no fancy intro
sequence—the second you push the
start button, you're off. And I mean
the second! It starts almost too
quickly, so be ready. You can lose
your first ship in the blink of an eye.

Since you are awarded points on
the basis of how fast you are
travelling (as well as what you hit),
go full tilt throughout the entire
game. To reach top speed, hold
down the fast button until the speed
indicator reads “"99." Then you can
let go. You'll continue at this clip
until either your ship is hit or you
press the slow button.

The first battle doesn’t require
much in the way of strategy: Just
blast everything that comes down
the pike. Whatever you do, don’t
stay in one place too long. The
oncoming ships will launch missiles
at you that you won’t see because
what is directly in front of your ship
is obscured from your view by the
silhouette of the ship itself. This rule

Continued on page 93
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Just when [ was about to lose all
faith in the ingenuity of game
designers, | found BurgerTime—a
simply preposterous, silly and
stupid game that is also funny,
challenging and quite original.
BurgerTime is the quintessence of
the new pop culture—the first ar-
cade marriage of the American
institutions known as fast food and
video games.

In the game you are burger
meister Peter Pepper. Your job is to
scale a grid of ladders and platforms
which contain various burger parts
such as patties, buns, cheese and
mats of peculiar looking green stuff
which [ assume is lettuce. The
ingredients are scattered over six to
nine tiers in each of the six different
screens. Utlimately, Peter hopes to
assemble all of these goodies in a

row of pans that run a]ong the
bottom of the screen. To do this, he
must walk across each ingredient. [
don't think this method is company
policy at McDonald's or Burger King

(then again, you never
know), but it gets the
job done here. Each time
Pete trots over an ingredient,

it drops down one level. Like
dominoes, each burger part below
drops down one notch also.

BurgerTime is not the simple
rack-em-stack-em operation it may
sound like. Of course, there are
villains to contend with, namely
Messrs. Egg, Hot Dog and Pickle.
This comestible trio is out to foil
Pete by running into him. If caught,
our hero chef whithers like a souffle.

He does have one means of
defending himself—pepper. With a
tap of the pepper button, Pete will
toss one shake of the spice in the
direction he is facing. Any villain
within range is temporarily in-
capacitated. When the villain (urns
brown. Pete can pass right through
him.

BurgerTime was developed by
Data East and was later licensed by
Midway. Both have produced coin-
op versions, and both versions are
identical insofar as graphics and
game play are con-
cerned. You may find

the Midway version a
little easier to play,
especially if you are
left-handed. The four-
way joystick which
pilots Pete around the
screen is centrally
located and flanked by
a pair of pepper
buttons on the Midway
control panel—as
opposed to the Data
East rendition, where
- the stick is stuck at the
far left. 1 also found the Midway
controller a lot more responsive
than its Data East counterpart.

Strategies for both versions are

identical. Since a felled ingredient

knocks the condiment below it

down one notch too (and so on),
starting at the top of each maze can
save a lot of steps. Pepper is your
most powerful weapon, but its
supply is limited. At the beginning
of each game you are allotted five
shakes. Save it for later rounds
when you'll really need it. In the
earlier stages of the game, you can
thwart your pursuers by dropping
burger parts on them in much the
same way you crush Pookas and
Frygars in Dig Dug.

Messrs. Hot Dog, Egg and Pickle
behave a lot like the ghosts in Pac-
Man. They follow you and, more or
less, mimic your actions. By moving
up and down the screen you can get
your foes to follow you. Since you
can move much faster than them
and are capable of taking a more
direct route, position yourself so
that they will be easy marks for

Continued on page 93
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Reach Out
And Cure
Someone

You've heard of Dial-A-
Joke? You deposit a dime,
dial a number and you get
Henny Youngman asking
you to take his wife,
please. All hail the advent
of Dial-A-Doc. You deposit
a dime, dial a number and
get a doctor telling you to
take your medicine,
please. Well, not exactly
but close. A patent
(number 4,373,527 if you
must know) was recently
granted for a medication
infusion system that
would allow physicians to
give medication over the
phone. How? A patient
would have a medications
infusion system implant-
ed in his body which
would be controlled by a
microcomputer. The
phone would then inter-
face with this device and
through it, the doctor
would be able to regulate
the amount of drugs re-
leased with a simple
phone call. Sort of like a

body modem. Anyway, |
don’t think this is going to
last. After all. doctors
used to make house calls
and now they don’t. It
shouldn’t be too long be-
fore they stop making
phone calls too.

Crime Plays

Let’s name some of the
most terrifying criminal
types we know—Hell's
Angels, pirates, 10-year-
old Japanese boys in
short pants and baseball
caps. the Mafia. . . Hold it!
Ten-year-old Japanese
boys in short pants and
baseball caps? It's true.
Apparently a gang (or
two) of 10-year-old Japan-
ese boys in Tokyo have
taken to breaking into
homes and shops and

stealing cash in order to
spend it in video arcades.
In 30 robberies they net-
ted as much as $39.800,
which they hid in a forest.

(Unfortunately, we were
unable to get the name of

the forest. Rats.) In Japan,

one play of a video game
requires a 100 yen coin
(about 43 cents) and kids,
it seems, often spend two
to three thousand yen in
one visit. These kids were
in desperate need of
recreational money. Clear-
ly they really had a yen to
play.

Computer
Sportsware

If you can’t program it.
wear it. That's what we
always say. Well. not
always—in fact, only
recently, when we heard
that the logos of certain
computer companies had
found their way to
T-shirts and sweaters.
That's right,
preppies. Even if
you can't run a
computer, buy
one of the new

ing offered by
Dreamweavers

Needleworks of
Newport. Rl and

you can at least
run in one. The
new line—called
Wearable Soft-
ware—will in-
clude T-shirts
with apples and
phrases such as
“14 my IBM PC"
on them to replace the
very outmoded alligator.
They'll even create their
own designs and slogans
such as “I'm a bit-head™

line of T-shirts be-

accompanied by a picture
of a person with a bite
taken out of his head.
What's next? A line of
designer floppy disks, no
doubt from Gloria
Vanderbyte.

Semi-Precious
Conductors

One way to cure
yourself of compuphobia
(assuming that you suffer
from it) is to immerse
yourself in the technology
gradually. First look up
the word “computer’” and
learn to spell it. Next,
wearing a slouch hat,
dark glasses and a trench
coat, saunter by a com-
puter store and peer slyly
in the window. Next, you
can try wearing parts of
the computer. Really.
Computer FX in East
Lansing, MI has begun to
market what they call cir-
cuit art. “*Each decorative
motif incorporated into
the collection is an au-

|
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thentic circuit board com-
posed of the genuine
materials used in the
manufacture of comput-
ers,” says Lawrence
Meyers. chairman and
CEO of the firm. You can
get anything from money
clips to belt buckles to
necklaces and barrettes.
Gold is only 14K but
some of this stuff could be
as much as 64K.
Anyway, once you get
used to sporting small
components, it will be
much easier to graduate
to the real thing but
frankly. I don’t know.
Mounting a full-function
computer on your belt
wouldn’t do much to help
keep your pants up and
wearing a computer as a
barrette could be
awkward, especially with
all those peripherals get-
ting in your eyes.

A®

| Penmanchips

There’s a lot of talk
these days about com-
puter literacy and illiter-
acy, but what about com-
puter illegibility? Accord-
ing to an elementary
school principal in Bloom-
field, NJ, computers have
contributed to the down-
fall of legible penmanship.
(I don't know about that. I
can trace the illegibility of
my handwriting to the
development of the pen.)
Instead of studying cur-
sive, everyone is studying
cursors. The result of all
this is that handwriting is
a mess. And the phenom-
enon is not restricted to
kids. One mail order com-
pany reported that more
than 10,000 orders re-
ceived were illegible, and
one fund drive seeking
volunteers was unable to
read a great percentage of
the names. What we need
is someone Lo create a pro-
gram to improve penman-
ship. You simply type in
the words and . . . well, no.
On second thought, that
won't work at all.

Be Prepared,
Courteous And
Programmable

What, we'd like to
know, is the world com-
ing to? We are a nation
that is rapidly moving in-
doors. No more hikes or
picnics. We watch TV or
play video games

and anyone who doesn'’t
like it is accused of being
behind the times. Well, no
one can accuse the Boy
Scouts of being behind
the times, despite the fact
that they haven’t changed
the style of their uniforms
since 1666. In addition to

awarding merit badges for

the usual useful achieve-
ments such as helping lit-
tle old ladies across the
road and tying knots,
there is now a merit
badge in computer-related
activities. We'd like to
know what the require-
ments of this particular
award are. An educated
guess leads us to believe
that those seeking merit
badges in this area have
to program the computer
to tie knots. help hi-res lit-
tle old lady frogs across
five lane highways, make
tooled leather floppy disk

carrying cases and start
fires by rubbing two
joysticks together.

Klis For

Kosher

There's old time religion
and there's computer time
religion and one of the
latest entries in this
category is Crumb Eater,
the arcade action game for
Passover. A Pac-Man style
character runs around
gobbling up all the crumbs
in the house readying it for
the holiday. We hear that
you have to set aside one
set of joysticks solely for
this game.
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CREATIVE SOFTWARE
-the #1' independent VIC-20 full-line software
publisher in the U.S. - is proud to announce
4 new Game Cartridges & 5 Home Applications
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The fwo-bit
op £ RATION

\ Making arcade
games change
their dots

& By Rondl Hocker
Nothing is certain, it's said, but
death and taxes. In the video ar-
cade, nothing is certain but death,
and the steps leading up to that
eventual demise at the hands of alien
spaceship or gluttonous ghost are
getting less and less certain all the
time. Why? Because arcade opera-
tors all over the country are taking
advantage of a few switches hidden

in the back of the machines—
switches that can change your life

by hastening your death.

A few minor adjustments and
you're denied a bonus ship at
10,000 points. Flip a lever
here and your laser blasts

are slightly slower. It's all

done to drive you nuts. . .and

to get you killed even faster

so the next victim can feed his
quarter into the hungry
machine. (Those machines are
insatiable.) So while death and
taxes may both be certain, taxes
might be the cheaper way to go.
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You're playing Stargate.
Stargate is your game. You know
every quirk, every turn, every
move and when to make it. You're
a champ but today seems to be an
off-day. You're on your last ship.
The situation is tense. You're tense,
but you know you simply have to
get in one more good shot in order
to earn a bonus ship at 10,000
points. You take aim, blast the
enemy and relax. Oddly, 10,000
comes and goes with no rein-
forcements in sight. Is everyone at
Starbase asleep or what? You
watch in astonishment as you are
wiped out just like that. Game over.
All you can think is *“What hap-
pened?”

The arcade operator changed the
game, that’s what happened. Ar-
cade operators can do that, you
know. And what's more they
sometimes use these tricks of the
trade to turn a game you were on
very intimate terms with into a
total stranger. Yes, arcade
operators have more than just
tokens up their sleeves. They can
make games more difficult. They
can make games easier. They can
even make games behave in un-
characteristic ways and do
whatever they want them to do.
Unsettling, isn't it?

The mazes in Pac-Man can be
changed altogether. The number of
ships you begin with in Defender
can vary. The number of points

Ty CONTROL

EECOMMENLED
MOGERATE
MOLERATE

you must accumulate before earn-
ing a bonus ship can be set at
5,000, 10,000 or even a very
discouraging 20,000. Difficulty
levels can be manipulated. The
number of bases in a game like
Space Invaders can be set at three,
four or five. And any combination
of the above can be put together as
well.

Messing Around

How is this all done? By tamper-
ing with the internal workings of
the machine, that's how, Basically,
an arcade machine is composed of
three parts: (1) the power supply.
(2) the monitor and (3) the logic
board. Fooling with the power sup-
ply is not terribly constructive and
will generally result in turning the
machine off. And there's very little
to fool with when it comes to the
monitor. This leaves the logic board,
which contains both the program-
ming circuitry and a number of
cunning little devices known as
dipswitches. Every action in a
game is based on the binary
code—that is, either 1 or 0. The 1
means a signal is being transmit-

POOKKEEFING TOTALS

LEFT SLOT EOINS
? 5LOT Cons

N MNUTES
SHIFS FLAYED
TOTRL PLAYS
LARFS

ONE, TWO, THREE, DIP! The dipswitches
in PAC-MAN, facing page, can be set to
speed up the ghosts and slow down
Pac-Man, or vice versa. STARGATE tells
the arcade owner everything (this
page) and he can make adjustments
without even opening the machine.

ted: the O means no signal goes out.
Dipswitches control these signals.
They can be set in one of two posi-
tions—either “on" or “off.” The
pattern of “ons" and “offs’’ deter-
mines the difficulty levels, the
number of ships. etc.

An arcade operator can open the
back of a given machine and fiddle
around with these dipswitches and,
in this way. modify how the game
plays. For example, by flipping a
dipswitch or two, the difficulty level
on, say, Robotron, can be set
anywhere from 1 through 9 or 10.

Some of the newer machines
don’t require the removal of any
back panels. The capacity to make
changes is built directly into the
machine and the only thing arcade
operators have to do is call the
menu—the list of changes available
to them—up to the screen and by
manipulating the joysticks and
assorted buttons they can choose
the settings they want. If they like
to do things the hard way, they can
also play with the dipswitches but
in a game like Stargate, it isn’t
necessary. Modifications can be
made in every facet of the game,
from what the attract mode says to
difficulty levels. Even the type of
currency the machine will accept
can be changed—I{rom American
quarters to Italian lira to Japanese
yen, Stargate is one of these newer
games which can be altered using
the joystick (see sidebar).

GARE ADJUSTRENT
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Of course, some arcade [§
operators aren’t content just
flipping dipswitches. They
want to make changes that
are even more drastic. In this
case, they have to change the
programming chips or circuit
design. This is done on the
logic board. Just what is the
logic board? It's the heart of
the machine, the board that
contains the circuits that con-
trol all of the action and play.

Fooling with the logic
board is not as easy as turn-
ing a dipswitch on and off,
and only a real technician can
do it. But the rewards of E
monkeying around with the §
heart of the game are worth §
it. The game can be changed §
almost entirely. Ll

For example, there's the timing
circuit which controls the speed (or
lack of it) at which the characters in
a game move. Lifting a trace on a
pin (also referred to as lifting a leg
on an integrated circuit chip), can
greatly reduce or greatly increase a
character's speed. Take Pac-Man.
Lifting pin 10 on IC chip 74LS74
will result in a hyperactive
dot—one that moves very quickly.
Speeded up action can also be ac-
complished by lifting traces on the
game Asteroids.

Most arcade games arrive at the
arcade having been preset at the
factory. What this means is that
they are set at predetermined levels
prior to being shipped. According
to Frank ““The Crank' Seninsky,
president of Alpha-Omega Sales in
New Jersey, a distributor of arcade
machines, these settings are
generally pretty accurate—not so
easy that they cause instant
boredom, but not so hard that a
player will give up in disgust after
the first try. Just because games
start off this way doesn’t necessari-
ly mean that they stay this way. A
crafty operator will change the
games so that they attract the most
players. He can make a harder
game easier and an easier game
harder. In fact, games can be made
so difficult that you don't have a
chance. The instant your man ap-
pears on the screen, it is

P-'ll) L al]
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demolished before you can say

“hyperspace.’’ For this reason,
when an arcade operator decides to
increase the difficulty levels, he
does it cautiously. After all, he isn’t
really a sadistic monster who wants
to see you humiliated in front of
your friends.

Pac-Man was a very easy game to
master—simple controls and an
easy-to-understand objective. This
was one of the things that gave it
such mass appeal. At the same
time, this was also a threat to its
popularity. Arcaders are a heartless
bunch. Once they've mastered a
game, they think nothing of aban-
doning it to move on to bigger
things; to conquer another
unknown. To prevent this from
happening, Midway packages
something called a
Pac-Man Plus Kit.
That, says Frank
the Crank, is an
enhancement kit
which enables ar-
cade operators to
make authorized
changes in the
maze configura-
tions after the first
screen. This is done
to woo back players
who have become
disenchanted with
the game. Changes
offer them an op-

Zz @ & ‘.,}'
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portunity to memorize and
defeat completely new
mazes. In short, it's almost
as if you were playing a
totally new game.

Like all good ideas,
enhancement kits have been
copied illegally. Frank the
Crank says that several
W unauthorized enhancement
kits are floating around that
permit operators to make
i games other than Pac-Man
do whatever they want them
to do by giving them access
to and enabling them to
change the program chips,
among other things. If, let's
| say. you come across a Ms.
Pac-Man game that contains
§ different maze configura-
tions than the ones you've
grown to love and hate—ones
you've never seen or played on any
other Ms. Pac-Man game—you can
bet that it's been tampered with il-
legally.

Other changes can be made by
arcade operators that have nothing
whatever to do with game play. The
colors, for example, can be altered.
This is generally done not to fool you
into thinking it's a new improved
version of the game, but because
colors fade. The earth’s magnetic
field causes the colors to lose their
original brightness over a period of
time. When this occurs, arcade
operators resort to a process called
degausing (pronounced de-gousing)
which counteracts the effects of the
earth, realigns the magnetic field
and restores the colors.[]
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If you think you've never run into a doctored arcade
machine before, or are hoping you never will, forget it.
Games like Williams' Stargate are the coming thing in
adjustable arcade machines—and Stargate is so easy 10
change, it'll be a wonder if. in the future. you'll be able to
find a single arcade game that plays exactly the same way
from one day to the next.

Stargate aside, with 99 percent of the machines out
there right now, making one or two simple changes in
game play is about as easy as performing open-heart
surgery while locked inside a dark broom closet.

For arcade operators, the main problem is those little
dipswitches. They control the game variables, and aside
from not being very flexible. they're tiny. Eight of themn all
lined up in a plastic switch box makes a component just
over an inch long and half aniinch wide. The switchbox is
usually located in some obscure corner of a printed-circuit
board, surrounded by dozens of similar-looking com-
ponents—and then the whole thingds, more often than
not, buried deep inside the lightless game cabinet.

To change just thé number of ships you get for a
quarter, the operator or his
mechanic has to turn off the
machine, take it out of the
arcade lineup, turmn it around
and remove the back cover,
and then crawl half into the @
cabinet while’ armed with a
flashlight and a screwdriver.
Once he has' located the dip-
switeh box, he has to crouch
thére with a flashlight in one
hand while he pushes the
appropriate dipswitches on and §
off with the point of the
screwdriver.

Stargate eliminates all this g
hassle by getting rid of the
dipswitches. Instead. the
operator just presses a couple of |
normal-sized buttons locked
away behind the coin slot.
and—voila!—Stargate’s brain is ready
reprogrammed via the same front panel controls and
video screen that you use to play the game.

Because this reprogramming is all done electronically

to: “be

instead of mechanically, the ability to control almost
every detail of the game is literally at the operator’'s
fingertips. Pressing one of those hidden coin-slot buttons
twice calls up a “"Game Adjustment’ screen that lets the
operator fine-tune no less than 28 game functions. Once
in this adjustment mode, the operator selects the
variations he wants with a few movements of the joystick
and by pressing the fire button—adjusting everything
from how many points you have to score to get an extra
ship (including one variation where you'll get no extra
ships at all) to how many letters there can be in the
highest-score signature.

The sheer number of the Stargate variations is almost
too big to list here. There are, naturally, adjustments for
how ‘many ships you'll get for one quarter (anywhere
from one to 20) and for two quarters (from no two-credit
game at all to 50). But there is also a 99-level “Master
Difficulty Control” that automatically sets the difficulty of
the game at the beginning, the ultimate difficulty level it
can reach, and when and how fast it will attain that top
difficulty. Then there's an “Inviso™ control that adjusts
the shield time of your ship in
tenth-of-assecond  increments
from a high of two to a low of
.05 seconds. Still other items on
the “Game " Adjustment”
screen’s menu can practically
eliminate the game's bonus-
scoring features by foreéing you
to rescue as many as nine
humanoids before you can
warp ahead to a higher wave, or
barring you from doing any
warping at all after the very
first wave.

The menu even tells the
arcade operator which settings
are the best for his type of
customer. While he can easily
N set the number of ships for a
two-credit game at 50,

setting it at seven ships auto-
matically brings an on-screen announcement that this is
the “Recommended’ level. Nine is “For weaker players™:

four ships is only for “*High-volume arcades.”
— William Michael Brown.

Fa
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Tired of chasing vour tail?
If youre looking for Commodore 64 or VIC-20

software, look no further than Syna
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the Synapse Elite! Write for free
membership!
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' THE PHARAOH'S CURSE

A fortune —yours for the tak-
ing. But can you avoid the
ghost of Rama and the evil
mummy? Are you nimble
enough to leap the chasms
and avoid the booby traps
standing between you and

. freedom?

SURVIVOR
The first multi-player coop-
erative space adventure.
Alone or with your hand-
picked crew (1 to 4 players)
ou must out-maneuver the
enogryph fleet and destroy
their space fortresses. Can
you train yourself and/or your
crew to survive?

SHAMUS
The odor tells you the Shad-
ow's there —in one of four
levels of 32 rooms, each bris-
tling with danger. You know
it won't be a high school
rom, but there's no turming
ack. Shamus — the sleuth
adventure classic.

FT. APOCALYPSE

| Your mission —fly your heli-

copter to capture fuel and
eapons from the Kraalthan

Wi
" lords of inner Earth, free the

enslaved masses and destroy
the fortress itself. Will you
triumph or be crushed by its
fiendish defenses? Encounter
Fort Apocalypse!

PROTECTOR 11

You are the last hope! The
Fraxullan Slimehordes are
attacking your cities and
carrying off their citizens.
Can you get your people to
safety as volcanoes erupt and
enemy forces conspire to
thwart your every effort?



Exclusive built-in screen for real

K : new Vectrex games like Clean Sweep*
£ arcade play-No TV set needed! - HyperChase Cosmic Chasm"and many
~ Arevolutionary breakthrough! Only . many more. With still more on the way!
|.
- Vectrex delivers fantastic real arcade 2 Convince yourself
& 'ﬂﬁ"ﬁdﬁm‘j cha\l}enge. Uhasnlike : s Compare the Vectrex Arcade System
[ : Inte Vﬁaon, ectrex bfﬁlitedf = 7/ withany ordinary home video game
~ arcadescreen and sound system buit in! I system. You'll discover why most Atari
~ NoTVsetneeded! RI eall mdi e"_col_ nirchs " 4 andIntellivision players say Vectrex
. m:cﬁosﬁ?l?eug;!?putpompa;neg il o plays more like real arcade games than

ﬁmatyour tp . A ¥ their own systems!

" An arcade full of favorites! real arcade variety, plug in Vectrex car-

The fast-paced fun of Mine Storn'isbuilt tridges like Berzerk* Scramble! Rip Off

¢ intothe Vectrex console. Andformore  and Armor Attack. Or choose exciting BrhgsRea_!Pn'éi’déPlay;-lq _—




You can talk to your computer without typing

We've all had one of those days. You get home from school or the office. slam the
door, go straight to your room (after a short detour to the refrigerator), slam the
door again, and slump into a chair. Then you project evil vibes toward anyone
. foolish enough to venture within ten feet. This is a typical example of non-verbal
communication. Without saying a word, you've told your family that you're feel-
ing slightly out of sorts.

Chances are if you're in this sort of mood you might want to tell your computer
where to GOTO, too. Unfortunately you'd have to break your silence and keyboard
some unprintable commands into the machine. Well, sulkers of the world, your
day may be dawning.

L T

Photos: DeWayne Dalrymple
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Meet the mouse. The little critter rolls around on a flat surface, and your
cursor, or ship, or whatever you have on the screen follows its movements.
This mouse is from a company called Mouse House.

By Marc Berman

The era of nonverbal com-
munication with your computer
has arrived. Although it’s too soon
to take that keyboard and shove it,
alternatives are at hand.

Now available at reasonable cost
are such devices as the light pen,
which allows you to “draw’ direct-
ly on your TV screen; the graphics
tablet, kind of a computerized Etch-
a-Sketch and the mouse, which can
only be described as a remote con-
trol doohickey. In the not too dis-
tant future your computer will res-
pond to your voice commands, and
will probably give you backtalk as
well. At Disney's Epcot Center in
Florida you can talk to a computer
simply by touching the screen with
your hand—something that can fre-
quently get you into trouble with
humans.

Better Than A Keyboard?

Are these new systems any better
than a keyboard, or just different?
According to Steve Kirsch, who
runs Mouse Systems Corporation,
“You still need the keyboard to
generate text. But you can move
things around and delete or
transpose words with the mouse.”
Kirsch does point out, however,
what he considers one very big ad-
vantage for the little critter—it
brings joy to frustrated joystickers.
“You can use a mouse with more

speed, precision and accuracy than
a joystick,” he says. “'In a game like
Missile Command, | can move the
cursor much faster and with far
more deadly effect.”

Yes, but what is a mouse? It
doesn’t look like the animal, but it
does look like one of those windup
mice that run around in circles on
little wheels. You hook the mouse
into an RS232 port or a joystick
port, depending on the model.
Equipped with either wheels or ball
bearings, the palm-sized mouse is
moved around a flat surface, and
these movements are duplicated by
the cursor on the screen. Some

mice also come equipped with but-
tons which let you activate func-
tions or make multiple choice selec-
tions from different alternatives dis-
played on your screen.

Interface Needed

But a mouse in the house may
not be worth two joysticks in the
hand. The biggest problem so far is
that the popular home computers
like the Apple Il or TRS80 need ex-
pensive interfaces to make the
mouse work. “If you push the
mouse too fast. it will gobble up a
small computer’'s processor capaci-
ty. unless you have the right per-
ipheral.” says Jack Hawley, owner
of Mouse House, another mouse
maker. Until recently. companies
like Mouse House and Mouse Sys-
tems have sold most of their
rodents to business users for the
more powerful IBM and Xerox com-
puters.

Another limitation. albeit a small
one, is that it is difficult to draw
freehand with a mouse because it
has fixed X and Y axes. If you in-
dicate points on the screen, the
mouse can “follow the dots’ be-
tween them. or you can draw con-
tinuous curves, so long as you're
careful not to rotate the mouse
while drawing.

With the necessary interfaces,
mouse prices range from around
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The graphics tablet, like this one from SpectraVideo, enables you to draw
on your computer screen by drawing on the tablet. It's got electronic
sensors that transfer your lines to the screen. Professional computer graphics
designers use tablets very similar to this one.
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8300 to $650. That's a lot of
cheese, so some companies are giv-
ing away games programs with a
purchase. Logitech is offering Cen-
tipede and Random Access in-
cludes a jigsaw puzzle game. The
user sends the cursor up to the top
of the screen to fetch pieces, and
then rotates them to fit them into
the puzzle.

Intimate Contact

For those who crave intimate
contact with the screen, nothing
beats a light pen. This device gives
you that E.T. feeling, providing you
with a magical glowing finger of
YOUur Very own.

Light pens have been used for
vears in education and industry.
but they make nifty games con-
trollers too, although there are
many disadvantages. Not the least
of these is that you must sit at
point blank range of your TV set.
“*Another problem is that it tires
vour arm to hold the light pen up
for too long.” complains Steve
Kirsch. ""You also obscure the im-
age because you have to put the
light pen right on top of it. and
since the glass on a monitor screen
is so thick. you can’t be very pre-
cise because of parallax.” But if you
like to doodle or sign your name on
your monitor. the light pen is un-
paralleled. And they're a lot cheap-
er than mice. For instance 3C Com-
pany makes a light*pen for the Ap-
ple. Pet and TRS80 which sells for
840.

Another keyboard alternative to
fill the needs of your hidden artistic
sell is the graphics tablet. This
small electronic “slate” transfers
your scribblings up to your moni-
tor. It's been especially useful to
businesses and schools. where it
serves as a modern day replace-
ment to the old overhead projector.
That machine had the distinct dis-
advantage of forcing you to draw
upside down and backwards. The
graphics tablet allows you to draw
in any of the 16 colors, as well as
store images or print them out. Any
stylus can be used to draw with,
but don’t go too quickly or you'll
get a dotted line instead of a solid

Say “"Ah.” With a light pen you don’t
even need o separate tablet—you can
draw right on the screen, provided you
have the proper software. This light
pen, from Yectrex, is shown with the
Atari 400 to give you an idea of how
it operates. Although nc one has
designed a light pen for the 400 yet,
it's certainly possible,
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A one. One
' " company that recently
brought out a graphics tablet is
SpectraVideo, whose unit will sell
for about $130.

But the big keyboard alternative
everyone is waiting for is voice
recognition. In the next couple of
months you'll be able to buy the
first voice recognition game unit
from Milton Bradley. designed to
interface with the TI 99/4A. The
Voice Expander, as it's called, will
come with seven games that feature
not only voice recognition but voice
synthesis as well.

Start Talking

The first step with the Voice Ex-
pander is to program the computer
to recognize your voice, The com-
puter flashes a message on the
screen to REPEAT the key phrases.
In baseball, for example. these
would be “first,” “'second.”
“third.” etc.. but you could pro-
gram the company to recognize
“Balboni."” “Randolph.” and "Net-
tles" if you wanted. Of course.

you'd have to keep the players the
same throughout the game, so if
you're George Steinbrenner you
might find this frustrating. Speak-
ing the name of the position into
the mike that comes with the unit
accomplishes the same thing as
touching the proper key on the con-
troller—that player will fetch the
ball or throw it to the position you
instruct it to.

You can use the control keys in-
stead of your voice any time you
choose. This is especially handy
because the Expander sometimes
gets a little hard of hearing. or
seems to be caught daydreaming—-
in general, manual commands still
get a slightly quicker response.
Voice recognition technology is pro-
gressing quickly. though. At IBM,
one of the leaders in voice recogni-
tion research and development, the
big 370 computer has a vocabulary
of 1,000 words and can respond to
whole paragraphs of spoken com-
mands. It still has trouble, though,
with seemingly simple words like
the “and” in “ham'n’eggds.”
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The Milton Bradley Expander will
sell for about 8100, and includes a
headset and mike, a 64-entry key-
pad and a joystick. Other games for
the unit will include Bigfoot (a
Donkey Kong cousin), Superfly
(sort of a garden variety of
Asteroids) and two space games. In
addition, MB will introduce a series
for children called Bright Begin-
nings.

Although a long way from the
home screen, Bell Laboratories and
Disney engineers developed an in-
teractive information retrieval
system—the WorldKey Information
Service (WKIS) to provide informa-
tion to visitors at Walt Disney
World's Epcot Center. The screen
itself is touch-sensitive, eliminating
the need for a keyboard. It works
by surrounding the monitor with
an interlocking grid of infrared
“'electric eyes.”” When the screen is
touched, sensors detect the inter-
rupted beams and tell the company
which choice has been made.

Information is stored on laser
videodiscs in the form of still pic-
tures, movies, text and data. Cur-
sors and an animated character
named Bit guide the user through
the possible choices. The system
can also link the user to real live
Disney World attendants, with two
way audio and video. There’s also a
game where you can design a rol-
lercoaster. On the left side of the
screen there are pieces of track
which you put together. When
you're done, you get a ride.”

No Programming

Don't expect touch screens to
take the place of keyboards.
They're okay for retrieval but pro-
gramming is another story.

But in addition to providing a ser-
vice, WKIS has become an attrac-
tion in itself. “*People are always
using them.” say the folks at Epcot.
“Everybody wants to try them and

they’re designed so everyone can
be successful.” o
Still, the venerable old keyboard Although all the keyboard alternatives hove their advantages and ’
is here to stay, even with a slew of disadvantages. the keyboard is still the most versatile way of com-
other input systems. They are each municating with your computer. The alternative that seems to have the |
fine for specific applications but, for most promise, though, is voice recognition, and it may not be long before
now, the keyboard is the most ver- it's a commonplace feature.
satile of all. [ L0
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’_‘572;;,5 Tutankham, the video game where you race through a pyramid to find Tut's treasure.
The game where you're attacked by the fiendish guardians of the tomb. And you fight
back with your laser guns. You capture the keys to the treasure room and then the

f treasure is yours. All the action of the hit arcade game is coming to your Atari® or Sears®
soon ior home video system. From Parker Brothers, of course.

Intellivision” "[©PARKER BROTHERS THE ONES TO BEAT

KHAM game graphics & 1982 Konami Industry Co., Ltd TUTANKHAM is a trademark of Konami Industry Co., Ltd
1 15 a trademark of Atarilnc and Sears 5 a trademark of Sears Roebuck and Co
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UMI software...aworld of choices

A World of Fun! They're hot! They're new! The settes or UMI's own durable cartridges, depending
exceptional graphics and challenging play of UMI's  on your selection. If you're looking for fun, or for
games have made United Microware the leader in an easier way to manage your personal business,
arcade-quality recreational software. look to UMI . . . the leader you can trust. UMI

A World of Help! UMI has created programs to products are available at your favorite computer

help professionals and homeowners “take care of products store.
business.” UMI can make your life a little easier L ke 0o

; - 2 : 1 Dealer inquiries invited.
with word processing, information storage, finan-
cial management, hobbyist programs, utilities and
communication programs — all with easy-to- 3503-C Temple Avenue
understand instructions. Pomona, California 91768
A World of Choices! All programs come on cas- (714) 594-1351

United Microware Industries, Inc.
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GAME WORKOUT:

One million

AC*

Super Game Module: Million bit baby

Shrouded in mystery. That describes all of Coleco’s new products and peripherals

for its already popular Colecthsmn system. We already know about Expanswn

that’s not a rumor. Thef .
Super Game o
Module.

*Affer Coleco\hswn
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By William Michael Brown

Evolution is usually a pretty slow
process. Biologists say it took
millions of years for the apes of
prehistory to develop into today’s
human beings. And because it took
so long—and because so much got
lost along the way what with
Neanderthals being so careless
about their fossils and all—nobody
has ever been able to discover the
Missing Link.

But in the microchip universe
it’s a short jump from big. dumb
Donkey Kong to smart little Mario.
In the decade since the first
Odyssey unit appeared, home video
game systems have steadily grown
in power—grown to the point
where only one small link is miss-
ing to bridge the gap between video
games and home computers.

The Missing Link

For ColecoVision, that Missing
Link may already be here.

It's full name is the ColecoVision
Super Game Expansion Module
#3—or. to make a long title short,
the Super Game Module. First
shown to us at the New York Toy
Fair in February—and scheduled to
go on sale by this fall—the plug-in
module gives ColecoVision owners
the most detailed, colorful. true-to-
the-arcade graphics and play
capabilities I've ever seen in any
home game system.

Although it is called an expan-
sion module, its enormous power
justifies reviewing it as though it
were a separate game system. In
addition to delivering fantastic
games, the Super Game Module
adds one million (yes, one million)
bits of information to the already

high memory of the
ColecoVision
game machine.
That Kkind of
power used to
be found

only in
ST o
piael eneid

computers
with disk
drives. Con-
sidering
that Coleco-
Vision already has
a Z-80 microprocessor (the same
CPU that is found in many home

‘power at a reasonable
home video game price.

computers, the TRS-80 among Not only is the
them). it's clear to see that what amount of memory
you're getting for $125 is not only new but the games
128K bytes but home computer have a whole new
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EXPANSION MODULE INTERFACE

look as well. Instead of being
standard cartridges. the
Super Games are stored on
mini-cassettes (which are

a business card) called Super

about the length and width of

The ColecoVision Super Game Module
doesn't take cartridges. It plays
wafers containing super thin audio
tape, but still manages to load the
games about as fast as a cartridge
machine. Shown here are several
screens from SUPER SMURF RESCUE IN
GARGAMEL'S CASTLE. Also shown on
this page is the Super Game Mcdule
itself. and a look at the new packag-
ing for the game wafers—a plastic
folder about the size of a 45 record.

Game Walfers.

Naturally,
they don't
fit into your
standard
cart - slot
so the mod-
ule has a
magnetic
micro- tape
drive mech-
anism behind
a slot in the
front left panel.
Inside the wafers is
approximately 50 feet of specially for-
mulated magnetic tape about an
eighth of an inch wide. Clearly, size
is not directly proportional to game
play because there’s more power in
this tiny wafer than in any of the

other cartridges currently available,

Using the Super Game Module
and its wafers is less complicated
than using the first module and an
Atari cart. You simply plug the
Super Game into the Expansion
Module Interface port, push the
tape wafer into the drive slot and
turn the system on. You then get
the usual title screen while the
game is loading, followed by an ex-
tensive option menu which is
selected via the keypad.

A Load Off Our Mind

Many of you who are seasoned
compulter users may be thinking.
“"But tape takes such a long time to
load. Who wants to wait that long
when cartridges load like that?"’
Well, don’t worry. Although it often
takes longer to load a program
stored on tape than it does on, say,
disk or cartridge, this problem does
not occur with the wafers. Over
eight hours of use on two different
days. I clocked Coleco Super
Donkey Kong, Super Donkey Kong
Jr. and Super Smurf Rescue in
Gargamel’s Castle wafers at an
average load time of only around
10 seconds. This experience leads
me to believe that the wafer speed
is so close to the speed of other
storage media that it makes no real
difference. What matters is that the
tape wafer has given Coleco some of
the best looking games in town.

I had access to three games at the
time of this writing—Super Donkey
Kong. Super Donkey Kong Jr. and
Super Smurf Rescue. All display
more detailed graphics, more
varied and brilliant colors and
more screens and game variations
than their ColecoVision cartridge
incarnations. Even the animation is
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more sophisticated, apparently
making better use of the ColecoVi-
sion unit's multiple screen/object
processing abilities. And in the two
cases where there is an arcade stan-
dard to refer back to, the quality
made possible by the use of wafers
makes it a real challenge to find very
many differences whatsoever be-
tween the two variations.

Probably the most striking dif-
ferences between regular Coleco
and Super Coleco are evident in
Donkey Kong. Not only is the
fourth (Conveyor) screen of the ar-
cade game included in the wafer
version. but you'll also be treated to
the little introductory skit wherein
Donkey Kong snatches Betsey and
carries her off to his lofty perch
before stamping on the girders and
turning them into Ramps. The
post-Rivets screen intermission in
which DK takes the big dive while
Betsey and Mario are re-united
under a pink heart is also included,
and this time the fireballs do jump
out of the oil barrel—a touch many
people found missing in the other

FUN-

;r.,';u,;,, T '!JH:;::#HM; T

k

r:,g MRRIO

three versions.

All of the screens feature better
resolution and color drawn from a
wider palette than the cartridge
versions. Where the girders were
simply red in the cart version, they
are brick red in the wafer. The
distinction may seem like a fine one
but the overall impression is one of
enhanced vividness, as though the
game had been created for this
system instead of adapted to it.

Some of the animation is still not
the equal of the arcade, but the
quirks in the cartridge versions at
least seem to have been worked
out. Mario doesn’t spin and drop
when bonked by a barrel as he
does in the arcade game but
neither can he leap off the end of a
girder and bounce back unharmed,
as he can in at least one of the car-
tridge versions I've seen.

The same comments apply equal-
ly to Super Donkey Kong Jr. and
Super Smurf. The Mario's Hideout
intermission in the former (which
was missing in the cart) is includ-
ed, and it's smoothly animated

SUPER DONKEY KONG, JR. plays about as close to the arcade version as anything
you can bring into your home. The missing sequences from the arcade gome are
restored, even though the animation isn’t quite as good.

A

™ T ™

right down to Mario's
spinning (why he can
do it in Junior and not
in DK is beyond me).
The greens and
yellows of the first
play screen are also
more vivid and the
Keys are not lost in a
blur of blue anymore.

Color really comes
to the fore in Super Smurf:
The interior of Gargamel's

Castle is done up in
ominous purples, blacks
and scarlets that. while

similar to the colors of the
Forest screen, really seem
to be different color mixes
entirely. The backgrounds
are more detailed right
down to the thatched roof and
window of the opening screen’s
house, and the attacking birds in
later—and more difficult—levels
swoop with a viciousness that's
truly frightening,

In keeping with a policy to only
market games that have licensed
figures or well-known names at-
tached to them (such as Ken
Uston's Blackjack). Coleco is plan-
ning to release some of the hottest
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arcade titles ever for

4

-? the Super Game
$ Module. Some of the
K1 arcade games from
¥ which they will be
a- adapted represent
5 such sophisticated
wl technology that re-
' producing them for

the standard video
game unit would prob-

ably have meant really
compromising on both
graphics and playability.
With the increased
capabilities of the Super
Game Module, these
games promise to be as
exciting, complex and as
brilliantly portrayed as
they are in the arcades.

Five titles are planned for release
on wafer so far. They are: Zaxxon.
Buck Rogers Planet of Zoom, Time
Pilot, Turbo and Sub-Roc. How Co-
leco will improve upgn the already
outstanding Zaxxon and Turbo re-
mains to be seen but you can be
sure that if improvements are pos-
sible, the Super Game Module has
the power to make them.

Buck Rogers Planet of Zoom was
a game that [ thought would never

translate to the home game format
without sacrificing most of its sen-
sational effects. If you've seen it,
you'll understand why. The 3-D ef-
fects are astounding—you speed
down a three-walled tunnel floating
somewhere in one galaxy or an-
other while all sorts of menacing
alien ships come at you from the
other direction. Once again, if any
unit has the capability to reproduce
something this sophisticated. the
Super Game does. Its million bits
should enable designers not only to
faithfully replicate the graphics but
to keep most of the game play in-
tact as well.

Another arcade license is Time
Pilot—analyzed by Michael Blan-
chet in last month’s issue. This
game turns you into a fighter pilot
who travels through time from
1910 through 2001 battling with
planes that become progressively
more futuristic. As this game is a
great favorite of mine, I'm very
anxious to see what Coleco does
with it in the home format.

Last, there's Sub-Roc, a game in
which you are the pilot of a com-
bination spaceship/submarine and
you've got to fight enemy space-
ships, seagoing ships and other
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nasties that rush at you from the
distance. In the arcades this game
requires an elaborate set of goggles
that house shutters which close
and open rapidly. blocking the vi-
sion first of one eye and then the
other. This produces the 3-D effect.
How Coleco plans to replicate this
at home is still a mystery.

The END

One other arcade-type feature
unique to the game wafers is the
ability to enter your initials next to
your score as a permanent record
on the tape. The high-score chart
pops up right after your last screen,
along with an alphabet menu that
allows you to select the letters with
keypad and controller movements.
You can even skip this if you want
by centering your cursor on END
and pressing the appropriate key
three times.

One complaint: Alas, there is still
no 5200-type “'pause’’ control that
allows you to pick up the game ex-
actly where you were killed and, in
this way, go through to see what all
the screens look like,

At Toy Fair, Coleco did have a
few wafers programmed in a

Continued on page 94
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HEAR
fhiS...

Dr. Dolittle, you will recall, wanted. (o talk to the animals. That was k
years ago. These days, nothing will do unless we talk to somethinga o
little more sophisticated —computers. And the day isn't g—
g far off when, instead of inputting all your data %

S

through a keyboard, you'll be able to order a /
computer to do some- MR
thing verbally. And, gy, -
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Voice recognition: Computers learn to listen

By Kim Mills silent elevator to the 59th floor. are back) and greets his computer.
£ Inside his plush, climate- “Good morning, Hal.”

It's 7 a.m. on a typical Monday controlled suite of offices. col- **Good morning, .M. How was
morning in Anytown, U.S.A. LM. leagues are already hard at work, your weekend?" it asks in dulcet,
Bizzy says "“Ciao" to his car-pool since flex-time has finally become a  unisex tones.
buddies in front of his John Port- fact of business life. .M. walks “Not bad, Hal. How 'bout your
man-style office building-hotel- through the suite to his own snug own? Did you finish analyzing the
shopping mall complex—complete  cubicle, complete with holograms figures for the Abu Dhabi
with atrium and non-collapsing of the wife and kids, tosses his hat account?” asks .M. as he blows im-

skywalks—and rides the whisper- onto a rack behind the door (hats aginary dust off his mirror-clean

.'/. I - “--: L <
i 5
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Microphone meets microchip

Voice recognition technology is advancing so rapidly that companies such as In-
terstate Electronics, manufacturers of the module shown here, claim that voice in-
putting is more accurate than keyboarding for a variety of applications. Interstate
gives its customers a wide choice of systems, from a 40-word vocabulary to one
with 1000-word capability. for “'normal speakers”, says Interstate, their systems

meov«wpermtomumtemdqmm Lo
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In addition, the operator is no longer chained to his or her desk, but is free to move
about the office. This allows you to refer to your files as you input data. While
many systems can be used right out of the box, there are others which are
programmable for regional accents. Smaller voice recognition devices are
being used in toys, telephones and emergency response devices.

These are speaker independent and have 85 to 95
percent accuracy.

SEERSIR S S P
e = —— et ST e e OO S




B EGHRGNTC EENCOMPBD TERSEECAMES

desk top. Not a paper or file cabinet
is in sight.

*Yes, [.M.. may | show them to
you—or are you ready for the
morning mail?”

**Oh. I guess I'll look at the mail
first. And while I'm doing that.
would you call Walt Wriston Jr. at
Citicorp and set up a meeting for
later this week?”

Iron The Wrinkles

Fantasy? Yes. but not for long,.
say researchers in the youthful field
of computer science and linguistics.
Computers are already capable of
understanding language. but there
are still a few wrinkles that need
ironing out. enough to keep
researchers busy for the next 10 (o
15 years, by their own estimates.

However. those speech-recog-
nizing computers already
on the market—de-

for
business
use—can
understand
language
with a fair degree
of accuracy (as much as
95 percent in many cases).

“The big problem is what we call
speaker normalization.” says Dr.
Matthew Yuschik. professor of com-
puter science and linguistics at the

University of South Carolina.
“What that means is when you
train a computer to understand
speech, vou generally do it for one
person and the computer has a
very good pattern set up for this
one person. However, you put a
new person on. or even the same
person with a bad cold, let’s say,
and all of a sudden you generate a
different pattern. The computer
isn’t able to change its model, or
what we call templates, stored in its
memory."”

Besides this there are other stum-

bling blocks. Among
these are the

way in which we

speak —essential-

ly in long

nected gob-
bledygook.
rather
than in
distinct.
separate
words.
“When
people
talk, they
just make a
mess of it.”" according
to Dr. Arvin Levine, man-
ager of technology application for
Four Phase Systems. a division of
Motorola. *“It’s the equivalent of
having to read a letter that had a
million typos on a single page,
because people say things different-
ly when they're speaking in a con-
tinuous stream. If I just say what
comes off the top of my head, the

streams of con-

actual sound of the individual
words will be drastically different
than if [ spoke one word at a time
as though [ were reading a list.”

Linguists agree that language is a
poorly understood human phenom-
enon. No one knows how it evolved.
no one understands how children
learn it. And just when you think
you comprehend it. language
changes. Computers, on the other
hand, are logical. basically reliable
and incapable of adapting by them-
selves to changes.

They cannot. as yet. differentiate
among homonyms
[words that sound
the same, but
mean different
things, such as
dear and deer) and
have virtually no
ability to under-
stand context well
enough to catch
their own mis-
takes.

So given the pres-
ent state of the
art, computers can
best recognize fair-
ly simple lan-
guage, such as
commands, or they can understand
limited artificial grammars that are
used in restricted environments.
such as for business letters or air-
line reservation systems.

IBM has achieved virtually total
recognition with a limited language
called New Raleigh, and is now
working with a larger vocabulary
called Laser Patent Subtext. New
Raleigh consists of 250 words.
while Laser contains 1,000. But, ac-
cording to researcher Frederick
Jelinek, vocabulary size is a poor
measure of complexity. The diffi-
culty comes with the entropy—the
measure of consistency—of a
language, or more simply, the pro-
bability that certain words will
follow one another. The more con-
sistent the language’s word order,
the easier it is for the computer to
understand.

But how does a computer recog-
nize a word?

It looks at the sound waves that
you make when you talk.” explains
Levine. "It looks at the loudness of
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thic

word in
various
mathema-
tical ways and
picks out what it
considers signifi-
cant elements of the
way vou talk. It picks up silences or
loudnesses within each word. De-
pending on how complex the
machine is. it might have a small
number, say 50. of significant
points within a word. Or it might
have almost 1,000.”

It's Phonemenal!

Some speech recognition peri-
pherals already on the market
break words down into their small-
est linguistic components. called
phonemes. according to Ann Con-
rad, manager of marketing services
for Votan, Inc., of Fremont, Calif.
Votan sells a speech recognition
system for $10.000 including an
IBM personal com-
puter. Others convert FE:Ti111
the sound of the
voice to a series
of numbers—digital
signals—based on
several different
variables.

“‘Using phon-
emes gives robotic,
unnatural-sound-
ing speech when the
computer speaks
back to you and
means you can only
talk to the computer g
in English,”” she says. =

“With digital, the computer is

language independent. You
can speak to it in Japanese,
Russian. Spanish. whatever.”
Most of the products currently on
the market are speaker-dependent,
meaning they must be pro-
grammed to understand a particu-
lar speaker. Before the year is out
Votan expects to market a speaker-
independent system that will be
able to understand virtually anyone
who walks up to it and starts talk-
ing. That's the good news. The bad
news is that its vocabulary will con-
sist only of the numbers zero to
nine and the words “yes” and
“no,” Conrad says.

With speaker-dependent systems,
the user must sit and painstakingly
train the computer to understand
his speech, Levine says. He puts pat-
terns that correspond to words into
the computer’s memory. "Then,
when you say a word, it creates a
new pattern and tries to determine

which word was spoken from pick-
ing among those in its memory."

Some machines do an averaging
of significant points when you pro-
gram them. They will try to deter-
mine the variability likely within a
specific word. Other machines
make several copies of the same
word to increase the chances that
when the user speaks. it will be
able to match the word with a copy
on its list.

“There's only one problem with
storing patterns,” Levine says. "'t
takes the computer a significant
amount of time to search among
the patterns. You'd like the
machine to respond in, say, a tenth
of a second from when you stop
talking. A quarter- or half-second
seems like a very short time until
you actually have to wait for the
machine to respond and you get
annoyed."”

Talk Takes Time

Programming is another time-
consuming aspect of the voice-rec-
ognition peripherals now on the
market. Levine estimates that it
takes about 20 uninterrupted min-
utes to teach the computer 100 dif-
ferent words. And if several differ-
ent people wish to use the system,
each has to program it to recognize
his or her voice.

“If you're talking aboul
thousands of words, then it's prob-
ably a few days of recording to get
that done.” Levine says. “'And even
then, you might mess up on a cou-

ple and have to fix them. It's
Continued on page 95

Games you can order
around are not as far off as

you might think. In fact, Milton
Bradley has several games—
including a baseball game — for
the Tl which take direct
verbal commands.
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something money can’t buy.
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Fame.

That's right. F-A-M-E.

Because if the game you design
is good enough, we'll make it
and put your name on every one
we sell.

And remember, you don't have
to be a computer programmer to
come up with a great game. You
just have to have a great imagina-
tion, and give usashort description
of your idea.

IF FAME ISN'T ENOUGH,
HOW ABOUT A FORTUNE?
$25,000 to be exact. That's how

much the game contract will

bring you. Guaranteed. What's

more, we're giving away a whole

list of prizes for the other great

game ideas we get.

e Four First Prize AMC Jeeps?®

¢ 400 Second Prize Texas Instru-
ments 99/4A™ Home Computers.

¢ 4000 free Fox Video Games.

EVERYBODY WINS.

Because the new M*A+S+H
game comes packaged with a
smashing M*A+*S+H T-shirt.

Absolutely free.

HOW DO YOU GET STARTED?

Just buy the original M+A-+S+H
game. The contest rules and entry
blanks are in every package.

And if you win, you might say
the rewards are monurmental.

Games of the Century

THE M-A-S-H CONTEST.
IT’S A SMASH.



ELECTRONIC FUN-COMPUTERS &GAMES

Enduro:On =&=
theroad again

ENDURO Z11/

Activision/Atari VCS oty
By Michael Blanchet

I dislike sports games for the simple reason that they
are just better when played in real life. Likewise, I shun
driving games because | have a brand new sports car
that's a lot more fun to drive than some vague shape on
the TV screen. But after playing Enduro, I'm ready to
alter my opinon.

Enduro gives you that behind-the-wheel feeling like
no other driving game available. It's so good. I'd
venture to say that it's comparable to the
ColecoVision- compatible Turbo.

The title Enduro should give you a good idea of the
gist of the game. This is an endurance contest. During
each game “day” you must pass a specified number of
computer-controlled cars. As you drive, the day will
progress from sunrise to sunset.

Your instrument panel features an odometer which,
in essence, is your score. The number of cars you must
pass is posted directly beneath the odometer. This
figure decreases with each auto you speed by.

To say that this is a tricky course would be an un-
derstatement. Unlike comparable games, such as
Turbo, Enduro winds, bends and turns. The transitions
between directions are remarkably smooth, too. The
course doesn’t just blink into a sharp turn, like Turbo’s.

Since you only need to adjust your lateral position on

| . i

the course, the less-than-agile standard Atari joystick [
does not hamper play action to any great degree. In ‘
fact, I found the stick's lack of responsiveness a blessing |
sometimes. Your steering response increases propor-
tionately with your speed. When under full steam, the
car responds beautifully to light taps on the controller.

[ was pleasantly surprised to discover that your car
will not be struck from behind after being involved in
an accident. This was another inconsistency in Turbo
that was not only extremely maddening. but totally
unrealistic to boot. Don’t the approaching off-screen
cars see that you are not moving? What are they,
blind? And how come they pass right through you
unscathed while your car rattles like a trash can lid and
sits floundering for another five seconds?

Enduro gives you credit for being a good driver, yet it
doesn't over-penalize you if you're a little sloppy. Unlike
other driving games. for example, you can brush
against the sides of the road without automatically
crashing. Doing so will, however, slow you down.

Visually, Enduro is a lot cruder than most Activision
products. [ wouldn’t go so far as to say this is a low-
res effort. On the contrary, it still looks sharper than a
good 90 percent of the carts other companies try to
pass off as “realistic looking." Enduro is just not as
pretty looking as your average Activision game.

To keep you on your toes, Enduro throws in a few
surprises. In one sequence, the road is blanketed with
ice and snow. Extra caution is necessary since your
racer skids. Just after dusk, fog shrouds the race
course. Again, special care is needed here.

Although I wouldn't go so far as to trade in my car
for Enduro, 1 will say that it is the best VCS-compatible
driving game ['ve seen yet—bar none.

Don't use the brakes to slow down. Simply take your
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PLAQUE i
ATTACK 141/

Activision/Atari VCS

Il

By Michael Blanchet

I hate going to the dentist probably as much as thc
next guy. Yet, I can’t recall ever having “nightmares
about the food my toothbrush missed and the un-
speakable damage it was doing to my teeth. Nor did 1
ever awaken in a cold sweat to count my teeth and
make sure none of them had disappeared while 1 was
asleep. Whatever you think goes on in your mouth, I
bet your most hideous fantasies aren’t as paranoid as
those depicted in Plague Attack, another piece of
twisted surrealism from the designer of Megamania,
Steve Cartwright.

The battleground in Plague Altack consists of two
rows of horribly overspaced teeth. Are there no or-
thodontists in video gameland? Your lone defense
against the waves of junk food that are out to rot your
teeth away is a tube of toothpaste. Brushing your teeth
was never so easy. Well, you don't actually brush them.
The idea is to zap each food item before it touches any
of your teeth. When contact is made between
comestible and cuspid, the tooth yellows and quickly
disappears.

The opposition's roster reads like the average
teenager's diet—double cheeseburgers, hot dogs, fries,
donuts, candy canes and ice cream cones, to name a

few. You have 35 seconds to rub out each
onslaught. As time passes, you'll notice that -‘-
the toothpaste tube begins to shrink.

What saves the game is its incredibly lifelike
graphics. Unlike Megamania, where the majority of
menacing common household items were, for the most
part, unrecognizable, each of the edible enemies in
Plaque Attack looks just like it does in real life. The
images are so detailed. colorful and true-to-life, you
won't believe your eyes,

I have to admit that Plaque Attack’s storyline is a
first in video game scenarios. As imaginative as it is,
though, the game, once stripped to its basic elements, is
just like any other shoot-em-up. Sure. the prevention of
cavities is a noble pursuit, but it's not my idea of fun.

When there’s one tooth left. position yourself directly
across from it and fire at everything that comes by.

TROPICAL TROUBLES L1141

Imagic/Intellivision

By Randi Hacker

If you found Beauty and the Beast [from lrnaglc] casy
to master, it might have been because you as the
human being had an unfair advantage. You were
fighting an ape on your home ground, so to speak—an
urban setting. Not many apes we know live in apart-
ment buildings and those that do are unable to meet
the monthly rent payments. Tropical Troubles is
the ape’s revenge. You have to meet and defeat
him on his home territory—a tropical island.

When the game begins you are looking at a
panoramic view of the island and you see your man

standing at the edge of a beach. Immediately, the

scene shifts to a close-up of that beach. Horrible &
Hank (either an ape or the missing link) has got
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your girlfriend in his clutches and is about to run off
stage-right with her. But first he gives you a good kick
to let you know he means business. This lands you at
the far left of the screen and gives Hank a headstart.
Now you've got to det up, dust yourself off and give
chase. While you run, you've got to avoid rolling
boulders, a snake and a disembodied monkey's paw
which wants very much to hit you on the head and
knock you out. If you do catch up with the two, you
merely have to touch your poor girl's feet (which are
always visible at the right side of the screen) in order to
advance to the next screen. Along the way. your
paramour drops white handkerchiefs (of which, it
should be noted. she seems to have an endless supply

you run over one of these you are rendered, momen-
however, are still dangerous.

voleanic plain where balls of hot lava drop from the
sky—and then you get to the bridge. Here Horrible
Hank stops dead center and pelts you with a new
variety of rock that bounces. Should you manage to
duck under this barrage and touch Hank, he tumbles
off the bridge and into the water below with a damp
splash.

The play is wonderful—challenging, exciting and
great fun. The graphics are so tropical and lush you
wonder why some large conglomerate has not
discovered this island paradise and set up a hotel and
bar so that after the chase you could relax with a cold
pina colada.

despite the shortage of haberdasheries on the island). If

tarily, invincible and cannot be stopped by rocks. Fists,

Never wander too close to the bottom of the screen or
you'll get stuck. Then you're fair game for fists, snakes and
other predators.

MPUTERS & GAMES

FRANKENSTEIN'S MONSTER 211

Data Age/Atari VCS il
By Mqu Trost
The original Frankenstein's monster was a patchwork

creation, and the Data Age video game based on Mary
Shelley’s tragic hero/monster is true to its origins. It too

is a crazy quilt of borrowed appendages—in this ¥

case,old VCS cartridge ideas and graphics that
have been combined to look like something dif-
ferent—something you can almost learn to love.

As a heroic Transylvanian (the Shelley novel is ac-
tually set in Switzerland). it's your job to keep the
monster inside the castle by erecting a stone barrier.
The castle is of Donkey Kong design. with three stories
and trap doors (instead of ladders) leading to lower
levels. You could swear you're the only Transylvanian
named Mario as you move down the screen outrunning

There are three scenes—the beach, the forest and the g ghosts (suspiciously like Atari's Pac-Man characters),

jumping over spiders and tarantulas (seemingly traced

out of a grade-schooler’s notebook) and vaulting over

acld pools. boulders and other pitfalls (wink-wink,

nudge-nudge, say no more) to fetch a rock from the
bottom of the screen.

You start with 500 points and three lives. Everytime
you fall through a trap door or contact an obstacle, you
are momentarily stunned and lose anywhere from 10 to
200 points. If you fall into the acid, a life is forfeited.
The monster escapes after all your lives are lost or he
becomes powerful enough to escape. (This takes 30
lightning strikes on the equipment over the monster's
head—anywhere from five to eight minutes.)

If you manage to pick up the rock and scramble back
up the castle, the game moves into the second screen—
the monster's chamber, containing a gauntlet of bats
and demons that must be run in order to blockade the
beast. Once the boulder is in place you're awarded 500
points and return to the first screen to capture five
more rocks.

The second-screen variation would be a novel twist
were it not a blatant re-creation of Data Age’'s own
Journey Escape. Flanks of bats and bugs replace the
groupies and managers to be avoided. Even the scoring
(you lose points when you touch a bat) is similar.

Accomplished Donkey Kong or Pitfall! players will be
able to bottle up the monster in short order. But for
those who aren't familiar with those two cartridges, or
who found them an interesting challenge, Frankenstein
should prove a formidable and engaging opponent.

ﬁurtng the opening round, move toward the top trap door
after the ghost passes over it. Stay in the door until the
tarantula on the second level passes under you. You can
‘then cross the ramp with a minimum of trouble.
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BURGERTIME ZZ44

Maueb’lntel!ivision
By Randi Hacker

If you've always wanted to be a short-order chef but
hated aprons and grease, BurgerTime will satisfy you
beyond your wildest dreams. And you won't even have
to learn the lingo. No *Adam and Eve on a raft and
wreck ‘em’ nor “One cow medium and put legs on it.
It's walkin'."" BurgerTime, Mattel's new arcade adap-
tation, gives vou all the joy of charbroiling without get-
ting your uniform dirty.

As in the arcade game, you are a short but energetic
chef who. apparently, hasn’t heard of griddles or
spatulas. You've got to construct hamburgers by
running up and down ladders and then running across
buns, burgers and lettuce which drop from the top layer
down to form a complete hamburger at the bottom. It's
a wonder the FDA hasn't closed this game down for
health violations. Surely, walking on food can't be
called sanitary conditions.

Never mind. As you dash along, you are pursued by
several edible enemies. You've got a couple of ways to
outwit them, including luring them to the top and then
dashing down a ladder, crushing them beneath the
weight of a sesame seed bun or using your Pepper.
Throwing Pepper, accomplished by pushing the fire
button on the controller. effectively stuns the ferocious
foodstuffs, allowing you to trample them under your
feet. Once you've put together three delectable (if
footprinted) hamburgers, your little chef raises his fists
in triumph and you move on to the next level.

This game may be Intellivision's finest hour so far.
It's unerringly faithful to its arcade predecessor, right
down to the tiny temper tantrum the chef throws when
he's been outsmarted by the enemy. The music,
graphics and game play are outstanding. It's such a
wonderful game, you'll even start feeling benevolent
toward the controllers.

QIX 2111

Atari/Atari 5200 %
By William Michael Brown
Whether you pronounce it "kicks’ or “'quicks”, Qix is
a rare treat. It was one of 1982's most aesthetically
pleasing arcade hits—and Atari has done a masterful

job of translating it into the 5200 format.

If you've never met up with Qix before, the game's
theme could be called Combat Art. You control a
diamond-shaped Stix—a kind of electronic paintbrush
that leaves a continuous line behind it as it travels
around the playfield. You start out on the bottom
playfield border, with the purpose of enclosing as much
of the playfield as possible with the lines the Stix draws.

All of this probably sounds like an aimless sort of
video Etch-A-Sketch—except that your Stix is up

" ]

against the Qix, a weirdly spinning bundle of colored
lines that drifts randomly all over the screen. If it runs
into your line while you're still drawing it, your Stix
(one of five) blows up and you have to start again. The
Qix thus forces you to either grab off a tiny hunk of
acreage each time or, if it gets too close, wait for it to
drift elsewhere. But you can’t wait forever: rushing
along the border and the lines you've already drawn are
Sparx—and they’ll do the same job the Qix does if they
catch up with you.

Arcade Qix fanatics will find absolutely nothing to
criticize; everything's here—from the original playfield.
sounds, color and scoring indicators, right up to the
double-Qix/split-Qix bonus scoring.

Stop in the middle of a burger or bun and wait for the
enemy to come after you. When they're all on,
hotfoot it off the other side.

First bottle up the Qix on one side of the screen by
building a long thin column up the center. Then strike out
on the Qix's side, trying to force it into a corner.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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RAM ITIIIL

Telesys/Atari VCS 1

By Marc Berman

At last! Another first-rate Breakout-type game with
no space ships, dragons or nuclear meltdowns. This is
gameplay stripped to its bare essentials: action, color
and sound. And it works!

In Ram It! you control a Ramroid which travels up
and down a vertical line in the center of the screen.
Your object is to shoot away bars of color which ad-
vance on you from the left and right. You get ten points
every time you hit a bar, and 400 to 1,300 points for
hitting a flashing bonus bar. Points depend on how long
the bar has become. Each game is three rounds. or
screens. A round ends either when the bars completely
block you or when the clock runs out. There are four
difficulty levels for one or two players. The first one
doesn't offer any bonus points. The second, third and
fourth have bonus points and increasingly faster action.

The graphics are definitely appealing, like a box of
new crayons. The sound is a plus. too. Each bar makes
a different noise when you shoot at it, a vast im-
provement over the monotonous sound effects in many
games. If you could figure out a scale, you could
probably play “Three Blind Mice.” Or a Mozart sonata.
A short one.

Although any slob can ram away at the colored bars,
it takes a true virtuoso to really master the Ramroid.
Tap the joystick lightly to move up or down—it will
save you precious time and let you aim more precisely.

Occasionally you'll hit two contiguous bars. You can
save time by eliminating them, then switching direc-
tions and zapping their counterparts on the other side.
And keep that firebutton down; it takes several shots
to wipe out a bar.

Between games the screen will show the highest

score, at least until the machine is turned off. E I

Challenging it is. Cutesy-poo it's not. Even the name
is good—right from the dictionary of computer terms.

Ram one whole side of the screen first so you don’t get
blocked. The top and bottom bars can't block you so leave
them alone until they start flashing, then go for the big

points.

BEDLAM 211

GCE/Vectrex Arcade System
By William Michael Brown

Take the arcade hit Tempest, pull it inside oul, erase
its brilliant colors and add new features that make it
tougher to beat, and you've got Bedlam. While it may
not be that simple, GCE's Bedlam is probably as close
as you'll get to a home-play Tempest without buying an
arcade machine. And while some may never prefer it
over the arcade favorite, there's still enough here in the
way of design similarities, furious action and surplus
challenge to divide the loyalties of even the most ardent
Tempest fanatic.

All the more wonder, then, that GCE hasn’t seen fit
to put out a color-video version of its Vectrex Arcade
System. The wild sunburst screen-overlay that comes
with the Bedlam cartridge tries hard to overcome the
problem, but since most of the color variations are at
the edge of the overlay and almost all of the action is at
the center of the screen, it just doesn’t make it.

Still, that's the only disappointment in this game,
which plays like Tempest-in-reverse. Instead of running
around the outside of various differently-shaped arenas,
zapping an army of alien shapes as they swim toward

you from the center, Bedlam has you rooted in the
center of the arena, in a laser-equipped gun turret that
swivels to fire at enemies coming in from the edge. The
arenas progressively change from diamond shapes to
six-pointed stars. Out of each point come four types of
enemies—snowflakes that head straight for you at a
steady pace; disks that attack only when your laser is
aimed away from them: crosses that can break off a
straight attack to circle, waiting for a chance to
sneak up from behind and nail you; and
stars that act as moving shields for the other
shapes and can only be destroyed with your
Zap button (although you can push them back
with your laser, getting a full score with each hit).

It's a lot harder than it sounds; every one of the tricks
advanced players use to beat Tempest is harder or
impossible to use in Bedlam. The arena layout means
you can't just let things go past—they're all coming
straight at you, and you can’t move away. The Zap
button, which wipes out every enemy on the screen at
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one time, has to be employed very judiciously: you only
get one per arena, and there’s no Tempest-style trick of
hitting the button when the enemies are very close to
get you out of a bind. You can get continuous fire by
holding down the Fire button, but it's way too slow to
be really effective. Your fire must be highly accurate to
do damage, and the turret revolves slowly. There's a

Fast Rotate button to help in emergencies, but try to
use it all the time and you'll find all your fire going
wide of the mark.

If you're looking for a home game to give you a real
hot workout before heading down to the arcade to
impress everybody with your Tempest prowess,
Bedlam is just the ticket. Don't let them see you
sweating over it at home, though—you could em-
barrass yourself.

As soon as the crosses break off, swing back and forth
wildly. That will break up their attack —sometimes.

JEDI ARENA 214
Parker Brothers/Atari VCS
By George Kopp

The first thing to be said for (or rather, against) the
latest Star Wars-inspired game, Jedi Arena, is that as a
one-player contest it's one of the worst I've seen. On
every level the odds are so stacked against you that
unless you enjoy humiliation, you might end up
smashing your cartridge against the wall. But first a
brief description.

The one screen is the Jedi Arena, a kind of galactic
Rose Bowl. The combatants, Jedi Knights, are at the
top and bottom of the screen armed with lightsabers.
These can be pivoted left or right with your paddle
controller. In the center of the screen, moving randomly

back and forth, is the Seeker, a high-energy laser ball
according to the instructions, but its laser blasts are
more like lightning bolts. You and your opponent
have shields which get chipped away bit by bit
each time you're zapped.

You use your lightsaber both to deflect bolts and to
aim them against your opponent. Make a hole in your
opponent’s shield, zap him, and he dies a stroboscopic
death. Strategy as well as reflexes are involved—you
can't aim and deflect at the same time because your
saber will be pointing in the wrong direction. From time
to time the Seeker goes nuts and fires wildly all over
the place. During these Seeker seizures all you can do is
deflect—your fire button becomes inoperative.

There are four difficulty levels in both the one-player
and two-player versions. In the top level of each the
Secker is invisible. In the two-player versions you can
aim with deadly accuracy, but in all the one-player
versions, not only is the computer better at deflecting
than you are, but your aiming falls to pieces.

The game ends when one of the Jedi Knights has
blasted the other three times. The contests can go on
for quite a while as you and your opponent get more
skillful, and unlike a lot of so-called two-player games,
you're not just taking turns against the computer. This
is a human vs. human fight.

Always concentrate on one spot of your opponent’s
shield. Five well-placed hits will zap him but ten scattered
ones may not even put him in danger.

RIPOFF 1111
GCE/Vectrex Arcade System :
By William Michael Brown

In the lurid gallery of video games specially designed
to turn your every antisocial trait into a useful and
desirable skill, Ripoff is a unique work: a fiendish
masterpiece that draws on every ounce of your
frustration, greed, paranoia and aggression—and
then turns out to be still so brain-fuddlingly tough,
the only way to conquer it is to team up with your
equally freaky pals.

In the one-player version of the game, the frustration
factor-is paramount, and it comes in a place most game
designers would never think of—your spaceship, which
starts out squatting numbly at screen right like some
fat, modernistic mother hen. She can move, but she’s
no dipping, diving . lemme-at-em Defender: She’s leaden.,
she limps, she's as nimble as five tons of frozen
chicken. And if she's slow, her laser bolts are worse—
they're like bowling balls on the Indianapolis Speedway.
Added to this stumblebum defense is a greed problem
with a truly mortal grip. Mother Hen simply must hold
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on to a little clutch of “‘fuel cells™ sitting defenseless in
the center of the screen. They're of no use whatever to
her and a snap to steal—and once The Threat makes off
with the last of them, the game’s over for her.

Given such a nasty situation, any reasonably com-
petent Threat ought to induce instant terror—and

Mother Hen's enemies are more than competent.

Arriving in several waves of “'space pirate” teams,

they're not only faster than Mama, but whipcrack
smart and ferociously aggressive too.

If Mom manages to get too close and the pirates
aren't terribly busy, they usually deathray her into
temporary oblivion with short-range lasers (you've got
an unlimited supply of ships. but it takes about two
seconds for each new one to appear). Sometimes she
can just crash into them, but the brightest breeds split
up, one distracting her with a furious attack while the
others make off with the spoils. In short, gang, playing
Ripoff all by yourself will have you purple with rage in
seconds.

But turn it into a two-player game—with two Mother
Hens on screen at the same time—and not only will
your mental health return, you'll also find yourself
playing an enjoyable game with some deep tactical
subtleties to explore. Your all-too-human reaction time
will now have a chance against the computer-controlled
pirates, and with two of you on the case you can turn
their divide-and-conquer strategy back on them.

Add the wraparound-fire option available in higher
variations, and there is literally no limit to the strategic
interest and enjoyment Ripoff has to offer.

In the two-player game, work out some voice signals to
divide your responsibilities on the playfield, or you'll spend
more time crashing into each other than you will doing in
the pirates. And don't just sit over the fuel cells—you'll be a

sitting duck.

CRYPTS OF CHAOS 1/

Fox Games/Atari VCS
By Marc Berman

According to Webster's, a crypt is a hole in the
ground. Which is where they should put this game and
cover it with cement.

Presumably what Fox had in mind here was a VCS
version of sophisticated computer adventure games like
The Wizard and the Princess and Adventureland.
What they got was a mess—poor-resolution graphics
and more commands than you can conveniently
execute with a joystick.

The object is nothing new: Slay monsters and collect
treasures. Only you never see the treasure. You just
have to assume it’s there, in a monster lair, and select
the “Treasure Sack Option.” Say what? Okay, we’ll
start from the beginning.

You are a square at the bottom of the screen. There is
also a square cursor at the bottom of the screen. Try
not to get them confused. even though you will. You
can move the cursor left or right over a menu of op-
tions—treasure sack, a variety of weapons, a peace
symbol and a U-turn.

When you get attacked by a monster, such as a troll,
frog, snake, skull. blob, eye, wizard or dragon you have
to a) pull the joystick toward you to activate cursor; b)
move joystick side to side to select action option: c¢)
push joystick forward to lock in option: d) move joystick
side Lo side to aim; e) press firebutton to shoot. Get the
picture? The monster could finish law school by the
time you're ready to fire.

Of course, you have to remember which weapons
work on which monsters. Got that? Good. Cause each
monster comes in eight random colors indicating how
resistant they are to your weapons.

To find the monster lairs and invisible treasure, you
move down corridors with your joystick. Fox recom-
mends making a map on a piece of paper as you
go along. There are eight lairs on each floor and
more than 18 floors. There are stairways to go
up and down between floors.
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No one, not even the author, has
ever achieved the last Gridrunner. It
is an extremely fast-paced arcade-
quality game designed to test your
coolness under fire and challenge
your reflexes.

As the pilot of the Gridrunner, a
combat ship, you must annihilate
the various enemies traveling
along the “Grid." High scores are
possible only through the mastery
of the patterns of the X/Y Zappers
and the Gridsearch Droids which,
when destroyed, mutate into
potentially lethal Pods.

Gridrunner has 32 levels of diffi-
culty (20 levels in
the VIC 20 ver-

sion). To this
date, the 13th

level has been
the highest
achieved.

IS GRIDRUNNER
UNBEATABLE?

Gridrunner
is available
for VIC 20,
Commodore
64 and Atari
400/800.

Can you beat
Gridrunner?
See your local
computer or
games dealer
and find out.

Human Engineered Software
71 Park Lane
Brisbane, CA 94005

a division of US!
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The graphics are lackluster. Looking down the
corridors is a first-person affair, and the monsters ap-
proach from the far end. looming ever bigger as they
come closer. It's a good idea but it doesn’t quite come
off. Even with the forced perspective. the corridors look
flat. (Actually the resolution is so elementary that even
the corridors look like staircases.)

There are four levels of play in which you receive
different amounts of weapons charges. Difficulty

switches control the rate at which monsters appear.

The sounds are plodding—what's supposed to

sound like footsteps sounds more like a truck
crashing into a loading dock.

If you're looking for a maze/adventure game for your
home console, Advanced Dungeons and Dragons is
much more fun, suspenseful and better looking. If
you're really into complicated fantasy games that make
you think, you're better off getting a computer and
some good adventure programs. Crypts of Chaos tries
to straddle both genres and unfortunately falls into
chaos.

Mmmmmwmmtdﬂywmm
an n, a dead end, a lair or whatever. The
mmmmtcomwm&rwmmuammd.

KEYSTONE KAPERS 1441/

Activision/Atari VCS
- By Michael Blanchet

D1rty Harrv s a cop, but in Keystone Kapers you're a
Kop, Keystone variety. This game strips police work to
its bare essentials—two legs and a billy club against a
felon trying to lose you in a department store. (The
store is either closed or overpriced—there’s not a
shopper in sight.)

When the game begins, you'll find yourself standing
in the lower right-hand corner of the screen. The crook,
on the other hand, is already on the second floor and
making his way toward the roof. If he reaches the east
end of the roof, you lose one life and must begin again.

The entire store—three floors and the roof—is much
larger than what is seen on the screen at any one
moment. As the cop runs off one edge. he reappears—a
la Pitfall—in the next frame. My estimate is that the
store is about ten to twelve full screen frames in width.

To reach the crook, our bungling hero must either
use the elevator or the escalators. The lone elevator is
in the center of the store. Like the escalators it moves
automatically, pausing briefly at each floor before
moving on. The escalators, which are positioned at
either end of the screen, move perpetually but only in
one direction—up. To locate the whereabouts of the
convict, the player uses a long-range scanner at the
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bottom of the screen. At a glance, our gumshoe can
determine the location of his quarry as well as his own
position, Here is where he maps out his strategy.
Should he take the elevator or the escalator, and should
he get off on the second floor or the third? Kapers is not
a pattern game, since the crook possesses a sixth sense
regarding your whereabouts. | found this both a
blessing and a curse. It's a super idea for the sole
reason that it guarantees no two games will be iden-
tical. On the other hand. it's not uncommon to find
yourself at an impasse with the crook, particularly
when you are in the elevator approaching the floor he
might be on.

One inconsistency that only compounds this problem
is the fact that the eriminal can jump down a floor
when he reaches the east or west end, but you cannot.
Your only available means of transportation are the
elevator and the escalators.

e

— ]

To further complicate your mission, an unusual
collection of obstacles will pop up throughout the
game—including bouncing footballs. floor-sized
cathedral radios, runaway shopping carts and model
airplanes. These are avoided by jumping (footballs,
radios and shopping carts) and ducking (airplanes).

Quirks aside. Keystone Kapers is an all-around
decent effort. Although it resembles Donkey
Kong in some respects, it does offer enough
graphic and strategic differences to be label-
ed an original.

[ also like the fact that you can actually win this
game. Instead of fleeing to another structure, the crook
surrenders when caught, giving you that glorious but
short-lived feeling of victory.

Just by riding the elevator, you often stand the best
chance of catching the crook without really ever
chasing him.
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WNEW!

FOR COLECOVISION™

and other applications

THE ONLY ARCADE-STYLE JOYSTICKS
WITH THE 4 WAY /8 WAY SWITCHABLE GATEPLATE™

DRAMATICALLY IMPROVING JOYSTICK RESPONSE FOR PAC-MAN, DONKEY-KONG” ANOOTHER MAZETYPE GAMES

THE PROSTICK II'" FEATURES:

NEW! e SWITCHABLE GATEPLATE™
The 4-way setting allows only horizontal and
vertical motion dramatically improving response
for maze type games. The B-way setting offers
the regular crisp, precise 8-position action.

NEW! e LEFTZRIGHT FIREBUTTONS
A more convenient firing technique activated by
the left or right-hand index fingers. (Both the
two ‘Soft-Touch’ buttons on the Prostick II'" and
the ‘Tri-Fire’ Bar'" on the Prostick IIl'" are
designed to take advantage of the superior dex-
terity of the index finger — resulting in quicker
reaction time and less fatigue during play.)

NEW! e FIVE YEAR LIMITED WARRANTY

/1S

NEW! FROM NEWPDRT CDNTF{DLS

THE PROSTICK III'" FEATURES:
NEW! e SWITCHABLE GATEPLATE™
As with the Prostick 1" the Switchable Gate-

plate™ revolutionalizes video play with faster
and crisper response.

NEW! ® ‘TRI-FIRE' BAR'
It features two distinct firing functions designed
especially for Colecovision!” Depressing the left
side activates one firing function; depressing
the right side activates another; depressing the
center of the bar activates both firing functions
simultaneously.

NEW!e 'Y ADAPTOR CORD
This feature permits use with your Colecovision'”
console, leaving the original touchpad control
attached for selection of start, reset and degree
of difficulty.

NEW!® FIVE YEAR LIMITED WARRANTY

only if you want the best
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ASTRO CHASE 21414
First Star Software/Atari 400/800
By William Michael Brown

Astro Chase is such a pretty game to look at, it
seems a shame that it isn't more exciting to play. And
that’s perplexing, because at first blush Astro Chase
looks like a space game with everything. It's got shield
depots, it's got energy generators and it's got pulsating
enemy mines so powerful that just one of them can
blow up the entire Earth. It's got a screen full of zillions
of colorful asteroids. planets and stars, and a picture of
Earth so good it looks like it came right off the

schoolroom wall. And then there are eight different

kinds of enemy spaceships, 34 difficulty levels and
no less than seven different animation sequences.

In short, Astro Chase has everything but an
animated, laser-equipped kitchen sink—and therein’s
the rub. First Star designer Fernando Herrera seems to
have either run out of room for. or just forgotten about,
that other component of a hit game: challenging and
innovative game actiorn.

Once the game begins, the lovely 3-D starfield is just
another 2-D maze—with round obstructions instead of
walls—through which you must carefully dodge in
order to ray down the pulsating mines creeping
inexorably toward the Earth. The enemy spaceships
show up at odd intervals to harry and distract you from
your main job of eliminating the mines, and you can
either shoot them or ram them.

Astro Chase’s only notable variation from its
predecessors is First Star's proprietary Single Thrust
Propulsion movement system. which involves using a
single tap of the joystick to lock your saucer on the
course you want to go. After that, yvou hold down the
trigger button and point the joystick in the direction
you want to fire your lasers.

Is there really anything wrong with Astro Chase? No.
not a thing. Just remember: the graphics are only
screen deep.

It costs you energy to bump into planets or stars. Beware
of wiping yourself out with too much maneuvering.

EVOLUTION 2141/

Sydney/Apple I
By Hartley G. Lesser

There's a veritable mountain of games written for the
Apple computer. Within this crowded software
assemblage are hundreds of look-alike games. and very
few shining examples of evolutionary entertainment. Er,
well, that was true until a game came to the forefront
whose very name implies an evolutionary advancement
of gaming skill. The name? Why, Evolution of course.

Three levels of difficulty may be selected. Until you're
familiar with the game, don't be a hero. Start out at
Level 1, for Heaven's sake. Only experience playing the
game develops truly competent participation at each of
the six eveolutionary steps. And the only way to gain
this experience is to finish each of the stages.

First stage . . . amoeba . . . eat the DNA cells on the
screen and avoid the spores, microbes and antibodies
swimming about the screen trying to do you in. Second
stage . . . tadpole . . . snack on three jittery water flies
before the fish eat you! Third stage . . . rodent . . .
scramble through tunnels of your own creation while
avoiding the hissing snakes in your hunt for five pieces
of cheese to gobble up. Fourth stage . . . beaver . . .
build a dam with five sticks and hope the hungry
alligators don't bag you. Fifth stage . . . gorilla . . .
sneaky, underhanded monkeys are trying to swipe your
five oranges, so belt five of them with coconuts and
progress onward. Sixth stage . . . human . . . the
mutants have revolted, and you have to slay ten of the
revolutionaries to win. Your reward? Why, you get to
watch the entire human race come to its dismal end.

When you're a rodent, thrive on tunnel construction and
do your business only when you have to!

CHOPLIFTER 2114

Broderbund/Atari 400/800
By Paul Backer

Choplifter has to be one of the best variations on the
Defender theme to date. The object of Choplifter is to
rescue American hostages from burning buildings.
where they are being kept prisoner, and bring them
across the border to a U.S. Post Office. This task is
complicated by enemy tanks on the ground and enemy
planes and drones in the air.

The first thing that you notice about Chaoplifter is its
unorthodox method of firing and movement. For
example. in order to be able to attack the tanks you
have to turn around into a special bombing position. On
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the other hand, the helicopter handles pretty much like
an actual helicopter. and you can crash if you land too
hard.

But the really strange part about Choplifter is its
scoring system. The game doesn't keep track of how
many enemy tanks or planes you destroy. All it records
is the number of men you have safe inside the post
office. how many men are in your helicopter at the
moment and how many got killed. But once you think
about it, it really makes sense: The object of this game
is not to take on an entire country with one helicopter,
but to rescue the hostages.

This game is incredibly well-made. After the chopper
is loaded with the maximum number of people it can
carry (16), the men stop running towards the chopper
and wave goodbye. All in all, this game is graphically
very pleasing—you can even see stars on the flag above
the Post Office. and when the helicopter implodes and
bursts into flames after being hit, it is absolutely
stunning.

My only complaint is that you can't start over in the
middle of a game. My version of the disk also had a lot
of loading problems.

It appears that Broderbund's policy of making a
“clone™ of every game they make available to Atari and
Apple has, in this case, paid off. unlike their somewhat
less spectacular pinball game David's Midnight Magic.
Chaplifter is a very good buy for your money. especially
considering that Broderbund has one of the most
conscientious guarantees, even offering to replace
physically damaged disks for $5.

Starting with the second sortie, move forward normally,

and as soon as you see a plane or a drone, pull back. This |
should raise the nose of your chopper and allow you to |
destroy the plane. i

|
|
|
i

DAVID’S MIDNIGHT MAGIC 11/

Broderbund/Atari 800 E.
By Paul Backer

David’s Midnight Magic is a faithful simulation of a
pinball game. The question is, who wants to play
pinball in this age of crazed robots and monster aliens
who spirit pathetic humans away to fates far worse
than death? On the other hand. if you feel that pinball
was treated unjustly, then this game is for you.

The game provides you with a very sharply drawn
pinball field on which you have a bumper, a ball trap,
two sets of flippers and multiple targets to hit. You can
control the tension of the spring when you hit the ball,
and determine which flipper you want to use. The ball
even changes direction if you hit it with the tip of the
flipper as opposed to hitting it with the middle.
Although David’s Midnight Magic promises a lot of
things, it unfortunately has some trouble delivering on
them. For example, it says that you can apply ‘body
english’ by pressing the space bar but if you press the
space bar nothing happens except that you might see a
pretty red sign saying “'Tilt.”” That's about it.

The game is especially disappointing to anyone who's
played the version for the Apple II. The biggest problem
with the Atari 800 edition is that you have to control
the game by using two paddles. While it's terrific that
there's a game besides Breakout which uses paddles.
two Atari paddles at the same time just don't work.
Apple paddles are slim. but holding two stubby Atari
paddles causes what can be mildly termed “'discomfort.”

‘ When hitting the ball, set the spring o bit above medium |
tension. This will let you rack up a lot of points on the |
upper half of the field. E
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ATTENTION
RETAILERS

The video and computer
game business isn't as easy as
it used to be. With the enor-
mous growth of game car-
tridges and home computers,
CONSUIMErs are more wary—
and more selective. They're
looking for guidance and we've
got the magazine to help. We're
Electronic Fun with Com-
puters and Games.

We're also the publishers of
Video Review, so you know
we're the authoritative source.
We’ve got a retail sales program
that guarantees you 40 percent
profit on a no-risk basis. We
provide a free handsome lucite
display rack and we invite your
participation.

Call today (collect) or write:

Karen Lerner
Electronic Fun with
Computers and Games
350 E. 81st Street

New York. NY 10028
(212) 734-4440

OIIR NEW BABIES.

JOYSTICK
GAME, SEARS TELEGAME, ATARI
400/800, COMMODORE VIC."
If your joysticks are like most, you
can't feel when you have made a move.
You only see it on the screen, when it's

too late. Suncom has a solution. TAC-2.
Totally Accurate Controller — 2 fire
buttons.

control .. you can feel absolutely,
itively, for sure, exactly when you
made a move. And with its 2 ﬁre

buttons, TAC-2 is equally fair to left

handers and right handers.

TAC-2 comes wrm Suncom's famous

2 year warranty. And it comes with

something else. Totally Accurate

Control

CONTROLLER FOR
SEARS TELEGAME, ATARI
COMMODORE VIC.*
Our engmeeﬂnu staff has s, mfrent
m&m The mﬁ%g

you just the right combination of
and responsiveness. Now, the slnuhzesi
touch is all that it takes to effect control
movements on your game screen. Rock
your finger or thumb back and forth,
and it seems like Joy-Sensor has read
r mind. Moves are executed much
r because there is no stick 1o move,
no resistance to movement,

Your ships will fly across the screen
as easily as light flies through space.
Your laser rays will fire exactly when you
want them 10. You will never go back to
your old joystick again,

%Stmmgj;_g

650E Anthony Trail, Northbrook, IL 60062

10 bnnu

JOYSTICK CONTROLLER FOR
APPLE COMPUTER*
You own an Apple Computer. You probably

use it for entertainment and to ﬂnmes
e

as up ping new

your cnmpmr So we mmw:om

Brand new internally. Starfighter. For

glarﬁghhm for Apple has many of its Atari-
le cuumcrpan‘s maﬂnr mw

it wan't tallque wu over m(ml
sessions. And internally, its new, u
gives you a kind of feel and response

during game play that you have never ex-
perienced before.

0f course, Starfi ighter for Apple comes
\Smm a 2 year warranty. From your friends at

uncom.

*Products and lmdamarks of Atari, Sears, Commodore, Apple Computer.

sumer Hotline. BOD-558-0003

HARDWARE AND SOFTWARE

OR THE VIC 20 & COMMODORE 64°

SOFTWARE

ZAP! - Climbing the corporate ladder could be fun
except for all that falling paperwork. This Hires
arcade type game allows up to 4 players to advance
through each floor to scale the corporate ranks. Be
careful, it's easy to be ZAPPED! CARTRIDGE for
VIC 20* $20.95

ATE-PAK - Eight graphic games on tape with com-
plete manual to explain gaming techniques. For VIC
20® ONLY $24.85

Word Wizard For The VIC 20* - (Requires at least
8K memory expansion) A user friendly WORD PRO-
CESSOR with optional joystick control. Easy edit
and string manipulation commands. Full use of func-
tion keys, Delete Word, Search functions and Full
Justification. Use VIC 20%* printer, or any Cen-
tronics compatible printer connected to the user
port. On Tape (supports disk). $34.95

Bomber Word - A unique graphic word game on car-
tridge that provides the full thrill of arcade action.
Complete with six modes of play options for added
enjoyment. Play against the computer or another
player. 6 toadult. For VIC 20°® $29.85

Tic Attack - A fast action arcade game on Cartridge
that challenges all of your dexterity. Written in
machine language for special audio & visual effects.
Qver 100 levels of play. High score indication. For
vIC 20™ $29.95

Dot-A-Lot - As you wander through life collecting
Berries, you happen upon some magical frult. Pick
one and the treasures appear, but the Meanies are
out today looking to spoil your fun. Defeat them and

continue on to a higher level. An ever changing
maze plus arcade type animation to provide a real
winning CARTRIDGE for the VIC 20* $29.95

Triple Play - Three games that are both fun and
educational. CROSSWORDS (requires at least BK
expansion). Five complete puzzles are included
CRYPTOSOLVE will help you solve those cryptic
messages found in newspapers and magazines with
a systematic comptuer technique. Included are ap-
proximately 50 different puzzles, You can even
enter your own cryptic messages. HIDDEN
WORDS will display a matrix of seemingly random
letters on the screen, You should be able to find
many words, Included are approximately 25 dif-
ferent puzzles. For VIC 20® ONLY $29.95forall 3

KEYQUEST - QOur exciting new Arcade type game
that takes you through the many levels of an ancient
dungeon while gathering treasures and gaining ex-
perience points. Monsters, magical keys, and hid-
den passages all add to the excitement. ON CAR-
TRIDGE for VIC 20® ONLY $34.95

SKETCH PAD & CHAR-GEN - A high resolution
drawing program that will allow you to save your pic-
tures to tape. Also included is a simple to use
character generator that will allow you to design a
different character for every printable key. Create
game creatures, foreign alphabets, secret symbols
or other special characters. One set is included. On
tape for the VIC 20* $24.95

HARDWARE

Expand-O-Ram - 16K Expansion Board for the VIC
20% with reset, memory write protect, full memory
allocation, plus TWO slots. Can be used as a car-
tridge development system too. $119.00

Universal Tape Interface & Duplicator - (Use on the
Commodore 64% and VIC 20® ). With this device,
you can easily load, save or even duplicate tapes
with your standard recorder. Full 3 LED indication of
Data transfer. A reliable way to Load, Save and
Duplicate. NOTE: Duplication requires 2 standard
cassette recorders. Only $49.50

TYMAC BUFFERED PARALLEL CABLE WITH
DRIVER - For the VIC 20® & Commodore 64"

This cable assembly plugs into the USER Port and
provides a simple and inexpensive way o connecta
PARALLEL Printer to your computer. ONLY $19.85

DRIVER CARTRIDGE for VIC 20% - Take full advan-
tage of the capabilities of your Parallel Printer in-
cluding full Commodore graphics and formatting
Available for SEIKOSHA, C.ITOH, OKIDATA, and
others. Specify printer. ONLY $29.95

TYMAC “CONNECTION" - A truly intelligent parallel
interface for the VIC 20® and Commodore 64% It
will make your printer operate like the COM-
MODORE Printer including graphics, text symbols,
tab’s, and virtually every other printer function. Plugs
into the serial socket. Available for most popular
parallel printer. $118.00

<o Ninre =
DISTRIBUTING INC
Dealer and Distributor Inquirias Invited 201-838-9027
13248 Route 23, Butler, N.J. 07405

NOTE: We solicit hardware and software items for the VIC
20* and Commodore 64.Royalties, license fees, or outright
purchases can be negotiated. Commodore 64% & VIC 207
are Registered Trademarks of Commodore Business
Machines, Inc.
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WAYOUT L1414

Sirius/Atari 800

ﬁy Phil Gerson

Wayout is a maze game with a big twist. While other
such games give you a view from the top, Wayout uses
superb 3D graphics to put you right in the middle.
Everything appears as it would if you were actually
trying to walk through the maze itself.

There are twenty-six totally different mazes for you to
escape from, and not even the introductory maze can
be considered a pushover. It’s all too easy to become
very disoriented as you pass the tall blue walls—they all
look alike no matter which maze you are in. To help in
your search for the Wayout, you're provided with two
on-screen tools. One is a compass that shows vou the
direction in which you are heading. The other is a
standard two-dimensional maze map that is drawn as
you wander, and contains a moving dot that shows
where you are and where you are heading. Each time

IRl

Vel

-
wawur you see a new wall or door opening,
the mapmaker sketches it in.

Of course, a compass and map would make things
too easy. and so you have to fight to keep them. En-
tering every maze with you is a harmless mischief-
maker called a Cleptangle. and the name fits. It's a
kleptomaniac 3D rectangle that flashes in red and white
and sneaks up on you to steal your tools.

To recover the equipment. you have to catch up with
the Cleptangle and tag him. Finding him isn’t too hard,
as he often comes back to find you and his approach is
always signaled by an alarm that gets stronger as he
gets closer.

When you do find it, the Wayout is easily identified. It
appears as a flashing panel changing from red to black

to blue. and emits a distinct buzzing sound easily
distinguishable from the other game noises. aahe
-

While definitely better than most other maze games,
Wayout has its drawbacks. After a while, looking at the
uniform dark-blue walls gets monotonous. But the
graphics are excellent, and the mazes are original and
challenging. Wayout also keeps score by showing how
much distance you covered getting out. The score,
along with the player's initials, can be permanently
entered alongside the name of the maze in the selection
menu, so score-beating becomes the challenge of a
maze you have already solved.

If mazes and puzzles are your thing, then Wayout is
for you. But if you're a person with little patience or no
natural sense of direction, you're likely to find nothing
but frustration.

mwwmummmmuw
mmwm&«m Searching the
, mmamamﬁm

TRASHMAN 111

Creative Software/VIC-20
By Art Levis

This time around it's dirt instead of clots but the
basic idea’s the same: race around a maze eating some
little things and some big things, and make sure the
evil things don't eat your things. If your thing is
meandering through mazes, that's not all bad.

There are some distinct differences between
Trashman and other eat-em-up extravaganzas. For one
thing, it has a fairly elaborate plot. Seems the town
fathers have decided to sweep with a clean broom, and
you've decided to pitch in by driving the garbage truck.

But life in the trash lane isn’t without its messy little
problems. As you zip around to take out the garbage
and the trash, a scurvy band of pestilent flies is out to
fix your wagon. Avoid them, pick up all the little
vellow litter pieces (15 points each), the blue trash
barrels (50 points) and what Creative Software has
dubbed ““The Bonus Character’ (500 to 5,000 points,
depending on the pre-set bonus level) and you win
vourself a town chock full of new garbage and an ad-
vance to the next level.

While Trashman is good clean fun, I do have a few
quibbles. My biggest problem was slowing Trashman's
truck once it got into high gear. Unlike other such
games—where you're generally able to stop on a dot—
Trashman often just keeps rolling, even after you let go
of the joystick. Other than that, it's a nice ride.

Park near o trash barrel, then wait for one of the
Woﬂntomwkq&gymmy.mmm
gets there, b&tzmbmrdm\dstnnsﬁdmtomnﬂy
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STAR BLAZER 111/

Broderbund/Apple Ile
DBy HortleyG Lesser

Every now and then, the Apple's awesome computing
abilities are matched by a game whose scope leaves
you nearly breathless. Such is the case with
Star Blazer, a magnificent hi-resolution
shoot-em-up from those gamemasters
at Broderbund Software. Siggge- As the pilot of
a World War I1I jet, you're faced with some seemingly
impossible missions. With joystick in hand and per-
spiration beading your forehead, you begin the game
with your first mission: bombing a radar installation.

This requires some pretty frenetic low-level flying.
You've got to move the joystick to dive and climb.
speed up or slow down, and push the joystick button at
just the right moment to unload your bombs on
target—all while avoiding those radio towers and trying
to catch the fuel being parachuted from the supply
plane.

The second mission—bombing a tank—looks easy
enough, but this tank has better tread than those cars
running at Indy. You can accelerate, but don't fly too
high . . . enemy fighters will blow you to bits. The third
mission is another bombing run, only this time the
enemy planes are laying down highly destructive sky
mines. And there's still the resupply drop to catch. The
fourth mission sends you back to the tank, but this
one's firing heat-seeking missiles! If you make it
through that, the last mission—to bomb the enemy
headquarters—is the most difficult and demanding test
of your flying skills. Everything but the kitchen sink
will be tossed at you.

The high-resolution graphics are simply superb,
featuring bright color, flicker-free animation, incredibly
realistic bomb explosions and detailed backgrounds.

When playing, press your spacebar and enjoy a pause. Then
tap your arrow keys . . . things'll slow down for you.

BANDITS 4114

Sirius/Atari 400/800/1200
By Wolter Salrn

Okay so at f‘rst it looks like just anothcr Space In-
vaders-type shoot-em-up, but first glance is very
deceiving. Right from the start there are differences,
what with the innovative and humorous graphics of the
spaceship gantry crane moving off the launching pad
and an enemy saucer ship appearing. The object of the
invaders, in addition to destroying vour ground-based
shooter, is to steal the five pieces of fruit on the Earth at
the right of the screen.

There are several Bandits-inspired games such as
Activision's new Spider Fighter. No matter. This one is
the original and is both fun and funny. The shots you
get off at the invading bandits don't sound like anti-
aircraft missiles, they sound like someone blowing hard
bubbles under a mountain of peanut butter. But laughs

Your ship can use shields for protection, but the
shield uses up the fuel supply at a prodigious clip.
The first screen of thieving invaders has three attacking
waves. Get through them all, and you graduate to a
screen full of bouncing balloons called Nuisants that are
trying to do you in. Get past this screen and you
have to contend with the Torrents—centipede-like in-
vaders who also try to do you in and steal your fruit.
The one thing I don't like is the length of time it
takes to start a new game. A lot of the program has to
reload from the disk. which can take 10 to 15 seconds.
But the game is definitely worth the wait.

aside, Bandits is hard to learn and takes a lot of practice.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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Which playeris
heading for victory?

Better find out. Here comes Centipede” from Atari.

Look out. Centipede’s escaping from the ar- : And if it’s points you want, you can get 10
cade. Grabbing every great arcade feature it ATARIE ng, times more by shooting for the head. Like the
can. And it's only from Atari, for use with the & player on the right. He's about to hit

@ ™ 1 e + I{: e ead . Q I’_ 1 S A e
A aot oo bacartyatom > otem®: N (12, . 0o ot s about o it
There’s the same relentless attack of centi- = £ : e = body segment for a measly 10

pedes, scorpions, fleas, and spiders. A mush- L RN points. A cheap shot.
room garden. Changing screen colors with ~ | So don’t let Centipede get E
each new centipede. And each new one gets R . IR i away That wouldn't be using

faster. So points get tougher. = your head. A Warner Communications Company.
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YOUR HIGH SCORE
COULD WIN YOU: =
An ATARI 5200™ Super-
System or = An ATARI
5200 TRAK-BALL™
Controller and two
5200 game cartridges =

= A trip to San Fran-
cisco to compete in the
U.S. CENTIPEDE
Championship Play-
Offs = A grand prize of
an ATARI MILLIPEDE™
arcade game =

- B &

B, : = A trip to Munich, Ger-
T P many to represent the
United States in the
' ATARI World Video
! Championship Com-
petition =

s R0,

HOW TO ENTER: = 1. Purchase a CENTIPEDE game
cartridge for your ATARI 2600™ or 5200™ game system.
(You may compete in either the 2600 or 5200 game
division, but not both.) = 2. Practice zapping the crawly
creature until you reach your top score! = 3. Snap a
picture (black-and-white or color) of the CENTIPEDE
game screen showing your best score, making sure
that the score is clearly visible, and send it to us along
with a completed entry blank or 3" x 5" card with your
complete name and address, and the proof-of-pur-
chase seal from the back corner of your game manual.
= 4. In the lower left-hand corner of your envelope,
write your game score and the ATARI
game system (2600 or 5200) you played
on. Your entry must be received by
June 30, 1983.

© 1883 ATARI, Inc. All rights reserved

BUG-OFF CONTEST

HOW TO WIN: To find out who's really
buggy about CENTIPEDE, we've divided
the country into 20 geographical areas

To win an ATARI 5200 SuperSystem,
be the top scorer in your area in the
2600 game division. (THE 2600 CAR-
TRIDGE TEDDY BEAR LEVEL IS NOT
ELIGIBLE FOR ENTRY IN THIS COM-
PETITIONJ

To win a TRAK-BALL Controller and
your choice of two 5200 game car-
tridges, be the top scorer in your area
in the 5200 game division.
HOW TO WIN MORE: It you're buggy
enough to be one of the five top-scoring
winners in either division, you'll receive
an expense-paid trip for two to San
Francisco for the U.S. CENTIPEDE
Championship Play-Offs this summer
where you'll have a chance to compete
in a timed CENTIPEDE play-off for a
grand prize of an ATARI MILLIPEDE
coin-op arcade game, awarded to the
tfop scorer in each game division
THE ULTIMATE BUG-OFF: Here's your
chance to prove you've got what it takes

to tell everyone to bug off: the two grand
prize winners will compete in a final
play-off on both game systems and the
player with the highest combined score
from both games will win an expense-
paid trip for two to Munich, Germany to
represent the U.S. in the ATARI World
Video Championship Competition in
mid-September,

It all these prizes are getting you even
buggier, there’s only one thing to do:
get a complete list of official rufes from
any participating dealer or by sending
a self-addressed stamped envelope to:
ATARI CENTIPEDE BUG-OFF CONTEST
OFFICIAL RULES, P.O. Box 10890,
Long Island City, N.Y. 11101. Read and
follow them carefully. And then get busy
sharpening your playing skills with
CENTIPEDE, the ATARI arcade hit that's
driving everyone buggy.

*Note: When a CENTIPEDE score reaches
999,999 on the 2600 or 88,899,989 on
the 5200, the score display will revert to
zero. Therefore, scores closest to but not
exceeding the above amounts will win

Photo Tips: For best results, take the picture after dark with room lights
off. If you use an instant or instamatic camera, tape opaque paper over
the flash compartment or insert a dead bulb to force the lens open. DO
NOT USE A FLASH! (We suggest you try a few practice shots, just to
be safe.)

Contest open only to U.S. residents. Employees and families of
employees of Warner Communications, Inc. affiliates, subsidiaries and
production agencies and Marden-Kane, Inc. are not eligible to enter

Official rules and entry blanks available at participating dealers.

Void in Flarida and Vermont and wherever prohibited or restricted by
law. All federal, state and local laws and regulations apply.

cecerreeenc
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ATARI* CENTIPEDE™ BUG-OFF CONTEST ENTRY BLANK

Send this entry blank, a clear photograph of your highest CENTI-
PEDE score and the proof-of-purchase seal clipped from the back
of your game manual to: THE ATARI CENTIPEDE BUG-OFF CON-
TEST, PO. Box 10425, Long Island City, N.Y. 11101.
Please check one: [J 2600™ game division

(] 5200™ SuperSystem division

Name

Street Address City
State Zip PhonefC s i =0 Jk

&

]
All entries must be received by June 30,1983. Remem- ATAR‘
ber to write your score and game division on the lower

left-hand corner of the envelope.

A Warnar Communications Company
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It would be silly to pretend that video games existed at the dawn of time. There were no arcade games for one thing, because the
quarter hadn't been invented yet, And there were no home games either, because people hadn't been invented. But once man
entered the picture, video games took off . . . and so does this article, which we call . . .

A DRIEF BUT WHOLLY FICTITIOUS

HISTORY OF VIDEO GA MES

by Randi Hacker and Sam Viviano
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16M A.D. : ANCIENT ROME'S COLOSSEUM WAS THE
WORLP'S LARGEST VIPEC GAME ARCAPE AND THE
GAMES PLAYEP THERE WERE MUCH LIKE THE GAMES
PLAYEP TOPAY— AS YOU MIGHT, YOU COULPNT WIN...

e b l\_,
EOSCELS - 3 ; .

L ; llh_" L

Q87 A.D.- AFTER THIS CAME THE PARK
AGES’ NOT MANY GAMES WERE PLAYED
AT ALL, BUT ONE GREAT INVENTION CAME
OUT OF THE INQUISITION —THE WORLP'S
FIRST PADPLE CONTROLLER, WHICH WAS USEP
IN CONJUNCTION WITH A GAME CALLEP
SUPER RACK-0OUTY IN ORDER TO USE
1T, YOU HAD TO WEAR A BLACK HOOP...

IM77 A.D: LEONARPO PA VINC/ FORETOLD
THE FUTURE OF THE INPUSTRY WITH HIS
AMAZINGLY ACCURATE SKETCHES OF
VIPEO GAMES AS WE WOULP KNOW THEM...

THUS WAS USHEREP IN THE MOPERN ERA—WHICH
WILL HAVE TO BE TAKEN UP AT A LATER DATE, IF EVER...
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COMPUTER WORKOUT:

The CORE of
the APPLE lle

We test the latest fruit of knowledge

What'’s upgrade, doc? Since forever, people have been obsessed with the “'better
mousetrap’ idea. Whatever comes out, there's always a new and improved edition
right behind. It’s the same with personal computers. At first, 5K of memory seemed
adequate, but no more. Today’s jaded users require at least 16 with 48 and 64 be-
> | ing even better. So everyone is jumping on the upgrade bandwagon.

What, you might ask, could be better than an Apple II? An Apple //e, that's what.
Not only has the latest personal computer from Apple got a new look—

By Hartley G. Lesser

Apple /le computer? Big deal . . .

that. There's the Atari 1200, a
new IBM computer, a new Com-

borne II. . . where will it end?

What's all this noise about a new

seems like every computer company
in the world is coming out with an
upgrade of this or a downgrade of

rumored slightly less-than-personal
modore 32K machine, and the Os-

Well, for Apple. the //e represents
the rebirth of their Il Plus computer,
which for years was the standard of
the personal computer industry. But
the little-machine-that-could was start-
ing to suffer from too little memory.

upper-case character restriction and a
mere 40-column screen. Highly com-
petitive machines with more RAM
(Random Access Memory). upper and
lower case character capabilities and
80-column text screens flooded the
marketplace. II Plus prices were
undercut by these upstarts. . . some-
times by several hundred dollars.
Add to this dilemma the deaf ear Ap-
ple seemed to have turned toward
the consumer and the overall sales
scenario spelled trouble.

Clearly, the only thing to do was to
upgrade the II Plus by playing upon
the consumer's instant recognition of
the computer’s distinctive exterior
design. Immediately noticeable is a

some new keys and a redesigned back panel—it’s got a new manual
which takes you step-by-step from removing the machine from the box
through using a disk operating system. And that’s not all. There’s both

upper- and lowercase capability, memory expansion modules and almost
total compatibility with all Apple peripherals and most Apple II software.

» All this and only 31 integrated circuits!

change in the logo. some new key ad-
ditions to the keyboard. and a rede-
signed metallic back panel. But
there's more to the Apple /e than just
good looks.

The //e is more than jusl a game
machine. Perhaps a "helper’ might be
a good definition. Apple Compulters
has truly tried to make the /e
documentation readable (unlike the
manual for the II Plus). and they've
succeeded. A manual should combat,
not cause, compuphobia. The
Owner's Manual guides the pur-
chaser through every phase of new
ownership. from photo essay with
supportive text describing how to un-
pack the computer and its subse-
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quent assembly. to a hands-on tutor-
ial that introduces one to the disk
operating system. Other details dis-
cussed in a layperson’s terms are
how the //e system works, with easily
understood definitions and examples
for *hardware’. “software’. ‘'main
memory’ and the like. The wide va-

riety of applications for the /e are dis-

cussed. including a chapter dealing
with programming. The //e's versatil-
ity for adding additional equipment is
revealed in Chapter 7. with a trouble-
shooting guide. glossary of computer
terminology and an index rounding
out the manual.

Trite But True

There's even a tutorial on disk that
comes with every machine. This
hands-on approach in learning how
to ‘converse’ with the //e is both
entertaining and functional. No mat-
ter how trite a phrase ‘user-friendly’
has become, it's certainly applicable
to the new machine.

Care to peek under the hood? Only
31 integrated circuits! The Il Plus had
110 of them. And the motherboard
doesn’t hide under the keyboard
anymore, This'll certainly save you
time and money, should servicing
ever be required. And there's no need
to remove the exterior case for most
work. Next to the power unit (which
uses half the power of the II Plus. by
the way) there's a new slot. This is
the 60-pin auxiliary slot where the
80-column video card is plugged in.
Toward the front of the mother-
board are eight chips that make up
the 64K bytes of RAM that are now

standard. That gives you a built-
in language card. which was an
option on the Il Plus. .
ther expensive option at that!
There's an easily accessible
keyboard connector, which
means compatible key-
boards may be pluggtd amr

in and used with the
/le when they become ‘F
|

ava

bered from lto7, @&

will

accept a majority
of the various
boards current-

ly in use on the

Apple 11 Plus.
And how many
computer com-
panies can claim
98% compatibil-

ity

differing models? |
have interchanged

the

sonal boards be- S
tween the Il Plusand

.andara-

ilable. Slots.num- f,-—-

continue to

[
.—
R
R

between their

following per- [

the //fe and have encountered abso-
lutely no operational problems:

ALF 9-voice music synthesizer
ECHO II speech synthesizer
SOFTWARE AUTOMATIC
MOUTH speech synthesizer
LPS II Light Pen (with minor
maodification to board)
GRAPPLER printer interface
PKASSO printer interface
Apple parallel card
Apple Super Serial card
BREM serial card
ALS Z Card (for CP/M)

MICROSOFT Z-80 Card (CP/M)
THUNDERCLOCK PLUS

There's a new 9-pin hand con-
troller connector as well as the old
16-pin plug-in game 1/O port on the
motherboard. An interior LED warns
when the power to the computer is
on, which should aid in preventing
those nightmarish occurrences of
yvanking a controller board from one
of the slots while the juice is flowing.
Such disasters have sent many an
Apple 1l Plus owner over the brink of
sanity. The small audio speaker has
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not, unfortunately. been improved,
other than having been repositioned
over an acoustical vent in the com-
puter case.

Even the back of the computer has
been redesigned. First of all, it's now
metal, not plastic. This meets FCC re-
quirements. The Apple II Plus notch-
es have been replaced by rectangular
openings that allow the cables from
the various peripheral boards to be
secured to the computer. thereby
reducing damage caused by acciden-
tally pullingia board through the

back of the computer.
Let's check out the new key-
board. There are now a total of
. 63 keys. There's a full ASCII
— 4 set and 96 printable charac-
ters and all 32 control char-
== acters are accessible.
There's full upper- and
lowercase capability,
just like a typewriter.
— ' And the control charac-
ters work in either
— . mode! An Apple II Plus
= emulation mode is
== possible when using
the CAPS LOCK key,
¢ which shifts the letter
keys to uppercase
with no effect on
the other keys.
And how about auto-
repeat when holding
down ANY key for
more than a second?
Just don't rest your
thumb on the spacebar
' anymore. . .you'll zip

across the screen. There are

cursor movement keys for up, down.
right and left control. No more dual
keypresses like CTRL-l. CTRL-J.
CTRL-K. and CTRL-M to move your
cursor around the monitor. Two new
special purpose keys have found a
home on either side of the spacebar.
These are the OPEN-APPLE and
CLOSED-APPLE keys. A built-in
memory test is accessible through a
combination keypress of CONTROL.
RESET and SOLID APPLE. A system
restart is available through a com-
bination keypress of OPEN-APPLE,

CONTROL and RESET. These two
distinctive keys can also be used as
equivalents of game paddle buttons.
Really outstanding features, all.
However, since most current soft-
ware was written for the Apple Il
Plus, don't count on being able to use
your cursor movement keys on most
of the programs purchased prior to
the //e's release. The software will
have to be upgraded and rewritten so
that the new keys will be recognized
by the program. The CAPS LOCK
key in the lower right corner should
be maintained in the lock position
when running software, as lowercase
letters aren’'t recognized by programs
written to run under DOS, or BASIC,

Don’t Panic!

You might also run into difficulty
with some of the older Apple disk
programs because of their peculiar
method of copy protection. Sound
somewhat bleak? Don't panic. I have
run over 400 pieces of entertainment,
utility and business software through
my /e, and only twelve programs
proved themselves incompatible! And
best of all, many of the Apple
classics. such as Galactic Empire,
the original Prisoner and Zork I
operate just fine in the new //e en-
vironment. Newer software that's //e
compatible should carry a little
sticker somewhere on the packaging
to indicate its //e friendliness. A wise
Continued on page 82

ROM with a view: At center, an inside
look at the Apple f/e’s works. Top, some
games for the Apple [/e.

i
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The
I.EARN ING

armimm:'mlm.

76 JUNE 1983




ELECTRONIC FUN-COMPUTERS &GAMES

Game designer Bernie Dekoven and friends

Bernie DeKoven has been playing games for forty years and creating them
professionally for 10. He and his family were living happily on a 25-acre farm in
Fleetwood, PA, until four years ago high technology crept into the barn in the
form of a home computer, which DeKoven has come to call “the Swiss Army
Knife of the mind."” He became convinced that greater games than anyone was
dreaming of could be created for the computer, games that only a computer could
simulate. And within the year, DeKoven and family migrated to California.

Interview byw
Phil Wiswell

Through Ramon Za-
mora and Bob Albrecht,
two pioneers of the
microcomputer frontier,
DeKoven was referred to
Epyx/Automated Simu-
lations, a computer game
company, where he
designed games for a year
and a half. But as
DeKoven discoverd, the
Silicon Rush is on every-
where, and now he
commutes 6,000 miles
every other week be-
tween his home/office in
Palo Alto and Children’s

board games?
BD: No, because there are
all these other talents
that are involved—the
graphic artist, the
programmer, the sound
engineer—they're all
designers, too. I'm just
the idea man. I think
one of the things I began
to realize as I got more
involved in designing
games for the computer
is really that the words
“game design’ are no
longer accurate to
describe what my
particular input is into a
game.

You talk about

Computer Workshop in
New York, where he
works with design teams
on video games for
children ages three to 13.

Three Projects

Children’'s Computer
Workshop currently has
three major projects: for
the VCS, Atari 5200 and TRS-80.
Joining DeKoven and myself toward
the middle of the interview are three
members of a design team DeKoven
works with to produce 10 pieces of
software for the TRS-80. They are:
Dan Oehlsen, Project Manager. a
special education teacher for seven

Not everyone at CCW is a computer
programmer. Many of the team'’s
members bring skills such as graphic
design and psychology to the pro-
grams, as befits the people who bring
SESAME STREET and THE ELECTRIC COM-
PANY to millions of young—and not so
young— viewers.

years, currently earning his Ph.D. in
psychology at Columbia University;
Sandra Damashek, Creative
Manager, who comes with six years
experience at Children’s Television
Workshop. the parent company:
and Joachim Kim, Software
Designer, whose background is
computer programming. CCW’s
approach is to develop video games
using television production as a
model; in fact, the same model that
created Sesame Street and The
Electric Company.

EF: Is a game designer in the computer
world of video games the same as a

game designer in the plastic world of

and PEANUT BUTTER PANIC.

design, but what about

Graphics from COOKIE the person who designs
MONSTER'S LETTER CRUNCH the program, which is an
art form? And the sound

is really an art form.

Who designs the

sounds? 1 can only hint
at the kinds of sounds I
want, but the pro-
grammer or compu-

ter musician has to implement
them. I feel that as I progress in the
work. even though I'm contributing
something that's like game design,
I'm taking less and less total
responsibility for projects.

EF: How much of your time is spent on
video game design?

BD: All of my professional time and
the majority of my non-professional
time.

EF: Don’t you wish you could snap your
fingers and instantly become a
proficient programmer?

BD: No, because if | were a com-
petent programmer, I would be
spending a lot more time trying to

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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get one game finished, whereas a
competent conceptualizer can start
working on games he knows he
won't get to for a couple of years.
EF: What's the satisfaction in designing
video games?

BD: One of the most exciting things
is when the game hits the screen in
its first prototype and starts having
life. Animating your visions makes
them very real for you. And that's a
tremendous kick!

EF: Most video games depict a hostile
world, but not your game ALIEN GARDEN
wherein strange and beautiful crystals
grow.

BD: When I designed Alien Garden I
was looking for a different kind of
experience. 1 wanted to make an
alien world, but not one that was
necessarily hostile. A world that had
some danger, but also some beauty.
EF: How do you playtest your basic
concepts?

BD: I have to have something that I
can play with on the screen. The
sooner I can have that, the happier I
am. My process is to look at a
design... and reduce it to its sim-
plest elements that 1 can interact
with on the screen. In Ricochet, for
example, you have very simple
elements really. You have the rods
that you can move. You shoot the
ball at them; it bounces off the rod
and the rod also turns as a result.
Now, when you try to visualize that,
it’s really much too complex even in
its simplest form. Your mind can’t
remember all of it. So you really
don't know what it's going to be like
to play with until you've had a
chance to do just that. You really
need a computer to design for the
computer. It's difficult to do it with
only paper and pencil. Maybe there
are people who can, but what I trust
is my sense of play.

EF: Which of your Epyx creations do
you enjoy playing?

BD: As a matter of fact, both
Ricochet and Alien Garden. Of
course, 1 play those games dif-
ferently from the way I would hope
most people play them! I like to
play them as close to mindlessly as
[ possibly can. I love Ricochet’s
version five, where you can't
possibly figure out where the ball is
going to go without all the dots on

the board to help you. The more I
think, the unhappier I am about the
game when I'm playing.

EF: Epyx was your first long term in-
volvement with video games. How
long were you with the company?

BD: A little more than a year and a
half.

EF: Obviously, you worked on many

game designs during that time. What
did you learn with Epyx?

BD: I had the opportunity to practice
my skills as a game designer in a
different way than I had done
before. As a video game evolves,
you constantly have to redesign it.
So game design isn't something
that’s done in a vacuum. The game
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design is a continuing dialogue
between concept and machine and
that process doesn’t really stop until
the game is ready to duplicate.
What I learned was a facility at
changing approaches, at looking for
ways of maximizing the capacities
of a machine, of rethinking a
game's structure even when it's

near the end of its development.

EF: What new games have you seen
that you like?

BD: I got excited by Tron. It's very
nice with four different games and
the way the games relate to each
other. The feel of the control is very
interesting. So is the episodic nature
of the game And Robotron! A

wonderful experience! So much is
going on...

EF: It's a violent garme, though.

BD: Violent schmiolent! The first
thing I look for in a game is
something that's engrossing to suck
me in. Anything that's going to help
stop the world for a minute. And if
it does, then it's something I want
to pay attention to.

EF: What are the elements of a good
game?

BD: There's something about a good
game that’s haunting. You get
something like a residual image
from playing it. You remember
yourself interacting with it.
Sometimes the world even starts
looking like it. You're driving
around and you try to push a
button so you can zap things out of
your way. You start seeing things in
relationship to the game. When that
happens. I consider it a good game.
EF: What drew you to Children’s
Computer Workshop?

BD: When I talked with them, an
amazing kind of synergy was ap-
parent because all the stuff I talked
about were things they wanted to
be doing. All the sensibilities that I
wanted to have were there. I wanted
to be working with people who
really cared about kids and their
growth experience and the kinds of
challenges we could provide.

EF: What do you think about when you
start a new game?

BD: As a computer game designer,
what I'm trying to do—and this is
why I feel at home with CCW—is to
provide a game that is so flexible
that it responds to the amount and
the nature of the challenge the
person wants to play with. As a
result, the player does not have a
static model of the game that says
“This is the way you play this
game,” but rather an active model
that says “This is one of many
different ways to play this game."”

That's the kind of control I try to
Continued on page 92

From left to right, CCW designers Dan
Oehlsen, Sandy Daomashek, Joachim
Kim and Bernie DeKoven. Below, one
of CCW's staff members studies the
playability and graphics quality of a
new game.
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...for all Commodore computer users—

ARTWORX has three games
for the VIC-20. Commodore
64 and PET series in the
Strategy category. They
include Bridge 3.0 and
Teacher's Pet. Company's
Pick: Vaults of Zurich. Deep
within the mysterious vaults
of a Swiss bank. you en-
counter a variety of obstacles
and aides on your search for
the keys to a king's ransom.
$21.95. Address: 150 North
Main St., Fairport, NY
14450.

AVANT-GARDE CREATIONS has
one game for the VIC-20 and
Commodore 64 in the Ar-
cade category.Company's Pick:
Lazermaze. In the 24th
century, wars are fought
between Man and Robot. In
the Arena of Final Recon-
ciliation. you are pitted
against a fireball-spewing
robot armed only with your
single-shot laser gun. It only
takes one miss to be burned
alive. $29.95. Address: PO
Box 30160, Eugene, OR
97403.

DRODERDUND has nine games
for the VIC-20 and Com-
modore 64 in the Arcade
category. The Arcade titles

include A.E.. Seafox.
Martian Raider, Choplifter
and David’s Midnight Magic.
Company's Pick: Ser-
pentine. Maze game
featuring five different
configurations casts players
as a snake which must get to
the giant serpents before
they get to you. The snake
must protect itself as well as
its young from attack.
Cartridge only. §40 (approx.).
Address: 1938 Fourth St.,
San Rafael, CA 94901.

CBS SOFTWARE has two games
for the VIC-20 in the Arcade
category. The Arcade titles
are K-Razy Antiks and K-

Star Patrol. Company's
Pick: K-Star Patrol. De-
fender-style space ship

battle game casts players as
the captain of a Battlestar-
style ship defending a
convoy of other ships from
dastardly aliens. Cartridge

only. $40-350. Address: 41
Madison Ave.. New York. NY
10010.

COMM*DATA has 100 games
for the VIC-20 and Com-
modore 64 in the Arcade and
Educational categories.
Some of the Arcade titles are
Logger, Centropods and
Escape MCP. In the
Educational area there's
Wordspot. English Invaders
and Munch Word. Com-
pany's Pick: Pacacuda. You
are a fish instead of a cute
little yellow ball, attempting
to eat up all the squids and
evade death-dealing eels.
$16.95-519.95. Address: 320
Summit Ave.. Milford. MI
48042.

COMMODORE COMPUTER has
40 games for the VIC-20 and
Commodore 64 in the Ar-
cade, Educational and
Adventure categories. In the
Arcade area there's VIC
Avenger, Sea Wolf and
Clowns. Educational games
include The Sky Is Falling.
Mole Attack and Tooth In-
vaders. Among the Ad-

. venture games are Pirate

Cove, Mission Impossible
Adventure and The Count.
Company's Pick: Gorf.
Midway's coin-operated
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game includes four different
screens, multiple levels of
difficulty and the famed
cartoon graphics which
represent the ever en-
croaching Gorfian Empire.
Cartridge only. $39.95.
Address: 487 Devon Park
Dr.. Suite 200, Wayne, PA
19087.

CREATIVE SOFTWARE has 13
games for the VIC-20 and
Commodore 64 in the Ar-

cade and Educational
categories. Arcade titles
include Black Hole,

Trashman, Moondust and
Apple Panic. Educational
games are Pipes and Spills
‘n Fills. Company's Pick:
Choplifter. VIC-20 version of
the hit Broderbund game
loosely based on the Iranian
hostage crisis has the player
rescuing diplomats from the
top of a besieged embassy by
helicopter. Cartridge only.
$39.95. Address: 230 E.
Carribbean Dr., Sunnyvale,
CA 94086.

DATAMOST has 10 games for
the Commodore 64 in the
Adventure and Arcade
categories. Adventure games
include Aztec and Mating
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the biggest Who's Who of computer games

Zone. In the Arcade area
there's Crazy Mazey,
Roundabout and Tubeway.
Company's Pick: Swash-
buckler. Transport yourself
to those diabolical days on
the Spanish Main—when evil
pirates hold you captive
aboard their wicked vessel.
Only your courage and the
cold steel of your sword
protect you from death. So.
you must lunge, parry and
slash your way to freedom.
According to the company,
there’s a lot of swordplay in
this game. $29.95. Address:
8943 Fullbright Ave.,
Chatsworth, CA91311.

DATASOFT has one game for
the Commodore 64 in the
Arcade category. Company's
Pick: Moon Shuttle. Adap-
tation of the Nichibutsu
game pits your moon shuttle
against a variety of
threatening obstacles in-
cluding life-threatening man
o' wars, meteors and bomb
. launchers. §34.95.
- Address: 19519
Business Center
~ Dr., Northridge,
CA 91324.

DYNACOMP has 46
games for the Com-
modore 64 and PET

series in the Arcade and
Strategy categories. Arcade
games include Games Pack
I, Games Pack [l. Star Base
and Space Lanes. In the
Strategy area there's Go
Fish, Flight Simulator and
Backgammon. Company's
Pick: Space Evacuation.
Strategy game places you in
charge of the Earth's
evacuation team. You have a
limited amount of time in
which to relocate our world's
populace before the sun
explodes. You must find the
inhabitable worlds, make
certain there are adequate
resources and colonize it.
$15.95-519.95. Address:
1427 Monroe Ave.,
Rochester, NY 14618.

EPYX has seven games for
the VIC-20 and Commodore
64 in the Adventure and
Arcade categories. Among
the Adventure titles are
Sword of Argoal. Temple of
Apshai and Datastone of
Run. Arcade games include
Rescue At Rigel, Crush,

Crumble and Chomp and
Ricochet. Company's Pick:
Monster

Maze. Three-

dimensional dual-screen
maze game finds the gold
hungry player in a multi-
level building attempting to
accumulate as many gold
bricks as possible before the
frightening monster gobbles
him up. Players can munch
on a power pellet and turn
the tables on the monster.
Cartridge only. $39.95.
Address: 1043 Kiel Ct.,
Sunnyvale, CA 94086.

FOX VIDEO GAMES has 16
games for the VIC-20 in the
Arcade category. Arcade
titles include Alien. Fan-
tastic Voyage, Flash Gor-
don. Revenge of the Beef-
steak Tomatoes and
Porky's. Company’s Pick:
M*A*S*H. TV show-inspired
game puts the player in the
middle of the Korean War's
famed medical unit. As
Hawkeye, you must rescue
the wounded via helicopter
and operate on them suc-
cessfully before rival
helicopter pilot Frank Burns
can beat you to the soldiers.
Cartridge only. $35. Ad-
dress: 4701 Patrick Henry

Dr., Bldg. #9, Santa Clara.
CA 95050.

HAYDEN SOFTWARE has one
game for the PET series in
the Strategy category.
Company's Pick: Sargon IL
According to the company,
“An acknowledged chess
classic.”” Game allows
players to try their skill
against the computer on
seven difficulty levels.
$29.95-534.95. Address: 600
Suffolkc  St.. Lowell. MA
01853,

HES has 21 games for the VIC-
20 and Commodore 64 in the
Arcade category. The Arcade
titles include Aggressor,
Shamus, Protector. Robot
Panic and Pirate's Peril.
Company's Pick:
Gridrunner. The enemy
Droids are amassing on the
Continued on page 90

|/

Nustration: Ann Neuman
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some time must be spent in ac- After a half hour of work, I was typ-

EOMPUTER WORKOUT ___ customing oneself to &Ce new ing as rapidly on the //e as | was o?:
Continued from page 75 keyboard, as 12 symbols have moved the Il Plus.
approach would be to ask your soft-  to new positions. Since there are new So. what hath Apple wrought? A
ware retailer for a demonstration of characters available with the //e, success, a timely upgrade of a proven
selected software on a //e prior to pur- some products won't take advantage  product; an, efficient, friendly and ex-
chase, if the software doesn't indicate  of these features. A combination tremely useable machine. The price?
its compatibility. keypress on the II Plus, required for Well, there's the bundle pack, which

In addition to the changes in the printing special characters like the /|'  consists of the 64K //e, a Standard
computer itself, Apple is producing (SHIFT-M), are no longer necessary, 80-column card, one disk drive, an
two 80-column video cards:; one a as the right bracket is an actual Apple green-screen monitor and a
Standard card with 1K bytes of RAM  character on the //e. Documentation monitor stand for $1995. That price,
(which handles the information will have to be updated, as well. The my friends, is the SAME price as an
necessary to manage the video REPEAT key on the II Plus is gone, Apple Il Plus bundle pack. The basic
display), and a second card which as all //e keys have auto-repeat. The Ife unit is $1395, suggested retail.
has an additional 64K bytes of RAM. four new control keys (UP, DOWN, Many computer stores have plans

Wow, an Apple //e with 128k? No, TAB and DELETE) aid greatly in that allow Il Plus owners to trade in
not really. The Extended card is editing and the OPEN- and CLOSED- their old machines for a new //e at
simply 64K of switchable memory, APPLE keys access special features. various costs. One such heavily
accessible by setting special soft swit- The RESET key has been moved out  advertised arrangement costs $450.
ches that substitute the auxiliary of the “Oops! I accidentally hit it" With the machine's increased
memory for the main memory and area and a combination keypress of memory, small business will find
vice-versa. Quite an addition for the CTRL-RESET is now necessary to many a new application for the /fe,
novice and professional programmer. reset the /fe. Someone who types at while the gamer will marvel at the

What it all boils down to, as far as an electric typewriter would have no  ever-increasing number of software
the changes are concerned, is that for  difficulty whatsoever in becoming entertainments available for the new
the user accustomed to the II Plus, comfortable with the //fe keyboard. computer. [ ]

PERSONAL
COMPUTER

TOP 10 ARCADE GAMES VIC-20 PROGRAMMING Ales..”

- 1
ks ZOT.APE PR SALE ® Introduction to basic programming $22.95

Rank Name List Sale (manual and tapes)
Super Paratrooper (Fantastic) $24.95 $19.95 ® Advanced basic programming 2295
Exterminator-Plus $24.95 $19.95 (manual and tapes)
(Better than Centipeds) ® Programmers reference manual 15.95
Cricket (Better than Frogger) $24.95 $19.95 (288 pages — you must have this!)
Snackman (Better than Packman) $1995 $1595 Programmers easy reference card 3.95

Galactic C fi y ; $19.95 $16.95 (tables-lists-drawings)
alactic Crossfire (you in the middle) i & VIC-20 Revealed 11.95

Anti Matter Splatter (Nuclear Disaster) $24.95 $19.95 (267 pages of VIC secrets)

Bug Blast (Creepy) $10.95 $16.95 6502 Machine Language Assembler 2495
Bombs Away (Great) $1B895 $1595 16K Programming cartridge (16K-Ram Memory) 69.00
3.0 Maze-Escape $16.95 $14.95 (gives 400% more programming power —

Konkey Kong $16.95 $14.95 get $24.95 16K adventure game free!)

BUY ANY FOUR — DEDUCT 10% MORE * 10 DAY FREE TRIAL = WE HAVE THE LOWEST PRICES
* ONE DAY DELIVERY EXPRESS MAIL « FREE CATALOGS
+« WE LOVE OUR CUSTOMERS!

PROTECTO

ENTERPRIZES acrorromecn

BOX 550, BARRINGTON, ILLINOIS 60010
Phone 312/382-5244 to order
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FOR YOUR

ELECTRONIC FUN WITH
COMPUTERS & GAMES

SUDSCRIDE NOW AND SAVE!

It's the video game magazine you can believe in.

Because it's just as hyper about hi-tech as you are.

And it's put out by Video Review. So you know it's
definitive:

It's Electronic Fun with Computers & Games.
(Whew) EF for short.

EF helps you pick the games and pick the
brains of the guys who create them.

EF gives you software secrets for super scores
and helps you outmaneuver the most fiendish
electronic adversaries.

EF lets you interface with the hottest arcade
wizards and joystick generals, and pick up tips and
hard-won strategies for success.

And, EF reviews, previews and rates all the
games—arcade, cartridge, and computer—so you
don't waste your wallet on the dogs.

Most of all, EF understands and shares your
obsession.

Try a little professional help. Make an appoint-
ment for a year of Electronic Fun, using the
attached card or coupon to order.

—

| SEND PROFESSIONAL HELP

D O-K- set me up with a year's subscription to
Electronic Fun with Computers & Games.

] Bill me later for $44,97 (over $20 off the newsstand
cost and $6 off the regular subscription cost)

[ | prefer to enclose payment now.

[ Charge to my credit card:
O visa [ MasterCard

Exp. Date ——

Signature

Name

Address

City — State. == 2P =
Add $4 for Canadian & $20 for foreign orders. Please allow 6-8 weeks for
delivery. Payment must accompany foreign orders

I
|
I
I
|
l Card No
|
I
I
I
I
I

e |
1
H

GET PROFESSIONAL HELP
ODSESSION:

I
I
|
I
I
I
|
I
|
|
I
I
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DONKEY KONG

On ColecoVision Donkey Kong:
Get to the third level and walk past
the ladder that leads to Betsy.
Run all the way up to Kong
and, just before you get to
him, jump as you're still
running. Keep your eyes on
Kong's face and you'll see him
turn red. If it doesn’t work the
first time, keep trying,.

Niel Schiebel
Lawrence, MA

|

E.1.

Eat as many Reese's Pieces as
possible and give them to Elliott—
you'll get more points after E.T.
leaves. If you need a place to rest
after getting a piece of E.T.’s phone,
stay in the well—the FBI Agent and
the Scientist can’t come down into
it.

David E. Carver Jr.
Beacon Falls, CT

[ PERRR TR
LADY BUG

Your first moves should be to box
in the vegetable garden. This gives
you precious time to eat without
interruption.

Patty Holzemer
Nashville, TN

NIGHT STALKER

After 5000 points a bat turns into
a robot when shot, so never get
yourself, a robot and a bat all in the
same line. A robot only fires when

he sees you, and by avoiding the
bats the robot can’t blast themn

while aiming for you. But always
remember, never shoot the bat
yourself.

Mark Bittner
Newport News, VA

ROBOTRON

The Grunt waves are the most
complicated. The easiest way to
escape them is to get outside the
mass of Grunts and then run circles
around them, always firing into the
group. Brain waves are also a major
source of points. The first thing you
should do during these waves is
locate the places with the most
people, then go and collect them.

Dan Ciruli
Bloomfield Hills, M

[l DS e
DONKEY KONG

When Mario is about to climb a
ladder, push him up one or two
rungs, stop for a split second, then
push him up the rest of the way.
You'll find he'll fly up the ladder at
twice his normal speed (this also
works climbing down).

William B. Simpson
Silver Lake, CA

BERZERK

I've played this game thousands
of times and this always works
for me: Whenever you're
having a showdown with a
robot (that is. when your
bullet meets his), start
moving in toward him and
keep firing. Eventually you
will get him.
Keith Simpson
Waukesha, Wi

A el
PITFALL!

I have a helpful hint for those
who hate the alligators in
Pitfall! You can jump on them
when their mouths are open or
closed, and if you stay on their eyes
when their mouths are open, they
can't eat you for dinner. Good luck!
Chris Serino
Mahopac, NY

:

TOMBSTONE CITY

The Morgs appear in a pattern like
reading a letter, left to right and top
to bottom. If you learn the pattern,
you can more easily destroy the
Morgs. Also, if the Morg is destroyed
near a pair of cacti, the pair turns
into another Morg which can be
easily hit. It is helpful to eliminate
cactus pairs in this way since pairs
create Morgs.

David Holloway

Henderson, NV

Do you have a tip for your favorite
game? If it's good, we'll print it in
Reader’s Tips. Send tips to: Elec-
tronic Fun, 250 E. 8lst St., New
York, NY 10028.

84

JUNE 1983




ELECTRONIC FUN-COMPUTERS &GAMES

FIRST SCREENING:

We're waiting to discover you.

Send us a program that you've written and maybe we'll send you S100. Each
month in First Screening we print a program that one of our readers has written.
If you think you have hidden talent as a designer and you have a program that
you think deserves recognition, send it to us. Be sure (o let us know which com-
puter it's for and to include a complete computer printout. For more information
on how to enter, see page 88.

This month's winner is Les Coe. He's 37 years old and a communications
technician in a hospital. Les has been programming since he was in the service,
and he’s working hard now on an arcade game.

The Game

g = o Les Coe, author of the Tl 99/4A
Dragon Maze is an old game with - - gome, DRAGON MAZE.

me and I've adapted it to each new
computer | acquired. This program
is for the Texas Instruments 99/4A
computer. It is written in the stock
BASIC for use with joysticks. It re-
quires no additional hardware.
personally enjoy the amount of
detail that can be produced on the
99/4A even in its stock form.

How To Play

Although Dragon Maze seems
simple, its difficulty sneaks up on
you as you continue to play until
you finally lose all three lives. The
game plays easily enough for
young children, but it is still ex-
citing enough to offer the chal-
lenge that older players like.

You are required to find your way
home through what seems like a
simple maze. but lurking around
some corner is the dragon. As long




as you can keep your man in
motion. the dragon waits
patiently in ambush. Pause
for even a second and the
old boy starts moving
around the maze.
Luckily, the dragon
is so nearsighted that you
can sneak right next to
him. Don’'t stop,
though, or he just might hop
right on top of you and blow you
away with a roar and a flame.
Reaching home (H) safely gives
you 1,000 bonus points and puts
you back to start. Hit any wall in the
maze and you also go back to start,
but you lose five points from the cur-
rent step counter. Master the normal
version and then you can take the
challenge of the more difficult
ones—invisible dragon. invisible
man, invisible border or invisible
maze.
The joystick is programmed for
only four-direction movement—no
diagonals. If you must rest, there are

two areas in the maze too small for
the dragon to get near you. Other-
wise, just keep moving or take your
chances.

Variations And Strategy

There are five variations in Dragon
Maze. The first is standard—you can
see everything—the man. the dragon
and the maze. The trick here is to
keep moving. In another variation, the
dragon is invisible and basically the
only way for you to discover where he
is. is to bump into him. In'a third. the
maze is invisible. This is a real test of
your memory for turns and patterns.

In a fourth, the man is
invisible. One thing that
will help you here is re-
membering that you al-
ways start out in the
same place and when-
ever you bump into a wall,
you are inevitably returned
to the start. In the final
variation, the outer
borders of the maze disap-
pear. In this case you've got to be sure
you don’t get too zealous and over-
shoot the end of the maze or you will
be sent right back to the beginning.[

In order for us to consider your
entry, we need the following items:
a complete computer program. a
brief game description, photo-
graphs or drawings of the graphics,
a picture of you and a self-ad-
dressed, stamped envelope. Send it
all to: First Screening, Electronic
Fun, 350 East 81st St., New York,
NY 10028. Include your phone
number so we can reach you.




REM:TITLE
a5 CALL CLERR
g0 PRINT TAB(12) 1882-COE*"
g1 PRINT

100 PRINT *'* +DRAGON MBZE**"

101 FRINT

g PRINT

REMGAME SELECT

105 PRINT "SELECT VERSION"

108 PRINT

D PRINT 15 NORMBLC

108 PRINT 13- INVISIBLE DRAGONS"

10 PRINT “2 - INVISIBLE BORDER"

110 PRINT =5 - INVISIBLE MAZE"

111 PRINT ©7 - INVISIELE MEN""

120 INFUT 5

REMINSTRUCTIONS

140 PRINT ™ MUST MOVE YOUR®

141 PRINT "MAN THROUGH THE MBZE
TDH

142 PRINT “HOME. YOU {0SE DNE OF”

143 PRINT THE 3 MEN You

DJI
_144 PRINT “WITH IF THE DRAGON

145 PRINT WHIM. HITTING A WALL DR

148 PRINT “BOROER gENDS YOU BACK

147 PRINT wgTART.”
148 PRINT ™ USE THE JOY-STICK T
149 PRINT “MOVE THROUGH THE
MAZE."
150 PRINT
151 PRINT
152 PRINT " THE DRAGON WILL
STOEY
153 PRINT ZWMOVING WHILE YOU BRE."
154 PRINT
155 PRINT TAB(10) WPRESS ENTER"
REM:DEFINE EHRR_RETERS
200 CALL
CHAR(1 ZE\,‘“].B‘lBI“FEDBEBCZ¢124”]
201 CRLL
CHEAER(] BE.“DE}’lFBB?FFFE?EI‘?DF"}
202 CALL
E_HRR(lS‘?,“D‘lUEDE 1C1CBEFE")
203 CALL
EI—II—&R[lBBS‘DFDFD?DBU1DDDlD’l“)
204 CALL
CHAR({1 BB.“FEFCFEFEFEBEEEEE“I
205 CALL
d EHRR[144.“FFEBHEBSBERSEBFE‘”]
206 CALL
i EHPLR.('l52,“FFFFEBEBCBDBFFFF"]
207 CALL
CHAR(] 25,“DD4DZDEBBEFF1 FaLY)

REM:SET COUNTERS

222 CALL COLOR(1,1.1)
223 CALL EDLDRU&IABJ]

224 CBLL EULDR['XB,BA)
p25 CALL SCREEN(S)
REM:START GAME

240 INFUT B%

245 GOSUB ga00

260 MR =4

251 MC=5

418 PC=FC-1

419 CALL SUUNDUDD.IZDDAE)

422 MR-“—MR—[YI‘H_, :

423 MC=MLC+ (X/4)

425 GOTO 5000

450-FC=FE-1

451 GOSUB gp00

452 GOTO 400

REM:IT NEXT POSITION IS “MAZE"

1500 MR=4

1501 MC=5

1502 FC= PC-5

1505 CALL SDUNU{lDD,44D,1D,22D,1U]

1510 CALL HEHRR[MR,MC-AZB,‘.L)

1520 GOTO 400

REM:IF NEXT POSITION 1S THE
WORAGON"

1600 CALL SUUND[TLDD,IDUD.D}

1601 CRLL SDUND[ZEU,—E.D}

1602 LG =10-1

103 IF LC=4 THEN 1810

1504 IF LO=1 THEN 1813

1606 IF LC=0 THEN 11000

1510 CALL HEHHR(24,7,32,1)

1g23 CALL HEHRR{DRD,DEDJBBJ]

1624 CALL HEHRR(DRR,DER—l 129,1)

1825 FOR DELARY =1 TO 150

1626 NEXT DELAY

1629 CALL HEHRR{ERR.DER—LBZ,H

1630 MR =4

1831 MC=5

1632 CALL HEHRH(MR,MEJZBA]

1635 GOTO 400

REM:ILE NEXT POSITION IS WHOME"

1700 CALL
SDUND(1DD,ZZG,1D,44D,1D.EED,1D]

1701 BC=BC+ 1000

1708 Phis 500

1703 MR=4

1704 MC=5

1706 PRINT TAB(10) WHOME SAFE e

1707 PRINT

1708 PRINT TAB(1O) w1000 BONUS
POINTS."

Continued




1710 IF LC>=1 THEN 1712

1711 FRINT TAB(10) ; “STILL 1 LIFE
3 '

1712 PRINT TAB(10); “STILLY LEy

j WLIVES LEET! .

1713 FOR DELAY = 1TO 500

1714 NEXT DELAY

1715 GOSUB 8800

1716 GOSUB BZ1%

1717 CELL HDHRR(MR,MEJZB,N
1720 IF LC =2 THEN 1726

1726 CALL
1730 GOTO 400

REMPOSITION TEST -

5000 CELL HEHRR(MHD‘MBD.EZJ]
EEHRR(MR,ME,X}

5021 IF X=138 THEN 1800

5022 IF X =137 THEN 1600

5023 IF X =138 THEN 1800

cnz4 1F X =138 THEN 1600

cozs IF X =144 THEN 1500

- 162 THEN 1500

—72 THEN 1700

5030 CALL HEHRR(MR,MEJZBJ)
5031 GOTO 400

MOVE DRAGON

ge00 CALL HEHHR{DRR,DER,BZ,‘U
HEHP&H(EREI]EB,BZJ]
og02 CALL HEHRE(ERC,‘DEE,BZ,H
5503 CALL HEHRR[DRD,DEE,BZJ)

9512 DRB=DRA

9513 DCB=DCA+1

gg14 DRC=DRA+1

9815 OCC=0CA

g516 DRO=DRA+1

g517 DCO=DCA+1

9620 CALL GCHAR(DRADCA.B)
oRz1 1F A=152 THEN 5810
“524 CALL GCHAR(DREICE.B)
9pes IF B=152 THEN 9610
mzR CALL GCHAR(DRE DCCL)
— 152 THEN 8610
SB26 CALL GCHAR(DRD,DCO.D)
9eAn TF D= 153 THEN 86810
oga1 IF A =128 THEN 8855
5837 IF B=128 THEN 8855
a@a3 IF C=128 THEN 8855
apa4 IF D =128 THEN 8855
9540 GOSUB 8711

9544 CALL HCHAR(21,28,72.1)
ags0 GOTO 400

agss GOTO 1600

REM:DRAW DRAGON

9700 DRB=DRA

5701 DCB=0CA+1

g702 DRC=DRA+1

g703 DCC=DCA

5704 DRO=TRA +1

®

g7ps DCO=DCA+ 1
g710 CALL HEHRR(MR,MEAZBJ]
9711 CALL HEHRH(DRR,UERJBEJ]
8712 CALL HEHRR[URB,DEE,lBT.‘l]
5713 CALL HEHRRLDRE,DCE,lBB,l)
8714 CELL HEHRR(DRD,DEU,lBB,l]
g720 RETURN
REMIDRAW MAZE
gpnd CALL ELERR
g0l FORX=1TU 10
gppz RERD EBCID
8803 CALL HCHAR(AB.CI)
gep4a NEXT X
ga10 FOR X=1T0O 18
ga11 READ EBLCIH
gg12 CALL VCHAR(RB,CD)
9813 NEXT X
gp20 RESTORE
gg25 RETURN
REM:DATA FOR MAZE
10000 DATA Z,B.144,28,23,3,144,28,5,21,
152,3.5.4,152,14,9,8,152.8,12,4,
152,3
10001 DATA 13415,152,5,15.7,152,8.16.
1&152.3,19.25,152,5
10002 DATA 3,3,144,21 ,3,30,144,21 el
152,3.3,13,152.35,23,152,.’3,5.’1[],
152,3
10002 ORTA 5,174152,3,5.27.152,
152,2,9,14,152
10004 DATA l1,10,152,4,12,24,152.5,15.
’7,15215,17.20,152,5
10005 ORTA 15.13.152,5.21,28,1 52,2.14,
17,152,5.14,15.152,2
REM:GEME OVER
11000 CALL CLEBR
11001 PRINT TAB(19) !
11002 PRINT
11003 PRINT
11004 PRINT
11010 FRINT TAB(10) WSCORE
(pC*10) +BC
11020 PRINT
11021 FRINT
11022 PRINT
14023 STOF e
oo
see o
eseeese
eeveccoee
secsessnod

11.7,23,

“GAME DVER"

o0e®
..........
sccdned




HOME
MS. PAC-MAN (A) (Atari)
E.T. (A) (Atari)
FROGGER (A) (Parker)
PHOENIX (A) (Atari)
RIVER RAID (A) (Activision)
PITFALL! (A) (Activision)
VANGUARD (A) (Atari)
RAIDERS OF THE LOST ARK (A) (Atari)
CENTIPEDE (A/VCS) (Atari)
DONKEY KONG JR. (©) (Coleco)

ARCADE

POLE POSITION (Atari)
Q*BERT (Gottlieb)

FRONT LINE (Taito)

BABY PAC-MAN (Bally)
POPEYE (Nintendo)

JOUST (Williams)
MILLIPEDE (Atari)

MOON PATROL (Williams)
GALAGA (Bally)

MS. PAC-MAN (Bally)

G100 SOV En 62

arcade To sy of REPL
ible. The li home ga It of an in-
pendently rvey of ret the country.
(A) indicate! Jicates Intell indicates

olecoVision.
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BUYER'S GUIDE

Continued from page 81
Earth's orbiting solar power
station, “The Grid.”" To
combat them the humans
have developed a lightning-
fast battleship known as
“The Gridrunner.” As a
pilot. you must avoid the
Droids’ weapons and an-
nihilate them before they
attack. Cartridge only.
$39.95. Address: 71 Park
Lane, Brisbane, CA 94005.

IMAGIC has two games for the
VIC-20 in the Arcade
category, Demon Attack and
Atlantis. Company's Pick:
Demon Attack. One of last
year's most popular Atari
VCS games is translated to
the VIC-20, Players are
pitted against a never ending
armada of fast moving high
resolution adversaries who
drop all manner of death-
dealing devices in their
attempt to conquer the
world. Cartridge only. $34,
Address: 981 University
Ave., Los Gatos, CA 95030.

INFOCOM has five games for
the Commodore 64 in the
Strategy category. The
Strategy games include Zork
I. Zork 1, Zork Il and
Starcross. Company’s Pick:
Deadline. Interactive
mystery pits players against
a 12-hour time limit to solve
a baffling murder case and
work from an actual dossier
on the crime as they try to
piece together a myriad of
clues. Disc only. $49.95.
Address: 55 Wheeler St.,
Cambridge. MA 02138.

KRELL has 20 games for the
Commodore 64 and PET
series in the Educational
category. The Educational
games include The Amazing
Ben. Isaac & F.G. Newton
and Botticelli. Company's
Pick: Pythagoras & The
Dragon. Dungeons &
Dragons-style adventure has
you attempting to defeat the
evil forces that surround you
by utilizing information
supplied by the computer.
Disc only. $39.95. Address:
1320 Stonybrook Rd.,
Stonybrook. NY 11790.

MICROCOMPUTER GAMES
(Avalon Hill) has 13 games
for the VIC-20. Commodore
64 and PET series in the
Arcade and Strategy
category. Arcade games
include B-1 Nuclear Bomber,
Planet Miners and An-
dromeda Conquest.
Strategy games are Midway
Campaign, Computer
Stocks & Bonds and Com-
puter Football Strategy.
Company's Pick: Telengard.
In the mysterious un-
derworld of Telengard there
are fifty levels of ever more
complex mazes for mighty
adventurers to explore.
Various means of survival
tactics are at the ad-
venturers' disposal in this
real-time game. Cassette
only. $24, Address: 4517
Harford Rd.. Baltimore, MD
21214.

MICRO-WARE has six games
for the VIC-20 in the Arcade
and Strategy categorics. The
Arcade titles include Key
Quest, Tick Attack and Dot-
A-Lot. In the Strategy areca
there's Bomber Word and
Triple Play. Company's
Pick: Zap. Climbing the
corpordte ladder is a lot like
Donkey Kong in this maze
game which asks young go-
getters to run across the
floors of a large office
building in order to get to the
top. Cartridge only. $29.95.
Address;: PO  'Box . 113,
Pompton Plains, NJ 07444.

NUFEKOP has 10 games for the
VIC-20 in the Arcade
category. Titles include 3-D
Man and Defender On Tri.
Company’s Pick: Exter-
minator. $12.95-524.95. Ad-
dress: P.O. Box 156, Shady
Cove, OR 97539.

SCHOLASTIC (Wizware) has
six games for the VIC-20 in
the Educational category.
The titles include The
Microzine, Turtle Tracks,
Square Pairs and Electronic
Birthday. Company's Pick:
Nerd Alert. This one is so
funny we forgot to laugh.
The Nerds have a football
filled with Nerd gas which
the hero. Jocko. must try to
block to prevent the Nerds

from taking over Nerd High.
$29.95. Address: Scholastic,
Inc. 730 Broadway, New
York, NY 10003,

SENTIENT SOFTWARE has two
games for the Commodore
64 in the Arcade and Ad-
venture category. Arcade
title is Gold Rush. The
Adventure game is Cyborg.
Company’s Pick: Cyborg.
Text adventure game ac-
cepts full sentence input to
direct your character
through the science fiction
story line whose challenge is
to figure out the plot. Disc
only. $30-535. Address: PO
Box 4929, Aspen, CO 81612,

SIERRA ON-LINE has one game
for the VIC-20 in the Arcade
category. Company’'s Pick:
Crossfire. You have three
ships. a limited amount of
ammunition and alien at-
tackers with the ability to
reincarnate themselves four
different times. It's up to you
to kill the outworlders while
keeping track of the shots
fired and reloading when
time allows. Cassette only,
$29.95. Address: Sierra On-
Line Building, Coarsegold,
CA 93614.

SIRIUS has five games for the
VIC-20 and Commodore 64
in the Arcade category.
Arcade litles include Deadly
Duck. Snake Bite. Turmoil
and Type Attack. Com-
pany's Pick: Fast Eddie. Fast
Eddie is on a frantic treasure
hunt, climbing up and down
ladders everywhere in
search of more prizes.
Things would be a lot easier
if it weren't for all those
pesky little Sneakers that
jump him. Adapted from the
Fox game. Address: 10364
Rockingham Dr..
Sacramento, CA 95827.

SPINNAKER has two games for
category. The Arcade games
are Fast Food and Cosmic
Creeps. Company’s Pick:
Fast Food. VIC-20 version of
the company’s Atari VCS
game which throws a
barrage of hamburgers, hot
dogs. french fries and other
goodies at an eager mouth,
But watch out. Eat a purple

pickle and it's the first step
to a stomach ache. Price not

available. Address: 4334
Bryant St., Fremont. CA
94539.

SYNAPSE has six games for
the VIC-20 and Commodore
64 in the Arcade category.
The Arcade games include
Astro Patrol, Drelbs. Sur-

vivor, Gridworld and
Pharaoh's Curse. Com-
pany's Pick: Fort

Apocalypse. Your target is a
fortress deep within the
Earth, lorded over by the
Kralthans. You must capture
fuel and weapons to free the
enslaved masses but must

first overcome the dread
Kralthan defenses and
navigate the vaulis of

Draconis. $34.95. Address:
5221 Central Ave., Rich-
mond, CA 94804.

TELESYS has two games for
the VIC-20 in the Arcade
the VIC-20 and Commodore
64 in the Educational
category. The Educational
games are Snooper Troops |
and Snooper Troops Il
Company's Pick: Snooper
Troops I. Child-oriented
detective game allows kids to
turn the tables on adults by
asking probing questions
regarding a haunted house.
Players are armed with a
Snoopmobile and an in-
satiable thirst for the truth.
Disc only. $49.95. Address:
215 First St., Cambridge,
MA 02142,

THORN EMI has five games for
the VIC-20 and Commodore
64 in the Arcade category.

The Arcade titles include
River Rescue, Submarine
Commander and Fourth

Encounter. Company’s Pick:
Mutant Herd. Hordes of
plutonium crazed mutants
are attacking the power
station to satisfy their
radioactive hunger and it's
up to you. and your twin
laser beams. to fight them off
and get them back to their
lair. *“It's a really solid hand-
eye coordination game,"
says Thorn EMI's John
Smodga. "'And it really has,
you should pardon the ex-
pression, a lot of pitfalls.”
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Cartridge only. §39.95.
Address: 1370 Avenue of the
Americas, New York, NY
10019.

TIGER has three games for the
VIC-20 in the Arcade
category. The Arcade titles
include River Patrol and
Springer. Company Pick:
Polaris. Multi-screen game
casts you as a submarine
commander under attack by
every conceivable weapon of
war including planes, patrol

boats and enemy subs.
Cartridge only. $34.95.
Address: 909 Orchard,

Mundelein. IL 60060.

TOPOLOGIC is a brand new
company. It has one game,
Collision, (so far) for the
Commodore 64 computer.
Company Pick: Collision—
an arcade-style game in
which you and your op-
ponent draw lines on the

screen avoiding obstacles,
each other and yourself.
545.95 (disk). $12.95
(cassette) Address: Box 752,
Burlington, IA 52601.

TRONIX has six games for the
VIC-20 in the Arcade
category. The Arcade titles
include Sidewinder and
Galactic Blitz. Company
pick: Swarm! All-out bug
battle as players are attacked
from all directions by a
barrage of deadly android
wasps and alien creatures.
Any contact means instant
destruction. Cartridge only.
$29.95. Address: 701
Manchester, Inglewood. CA
90301.

UMI has 24 games for the
VIC-20 and Commodore 64
in the Arcade and Strategy
categories. The Arcade titles
include Spiders of Mars.
Video Vermin, Cloudburst

and Super Amok. In the
Strategy area there's Grand
Master and Othello. Com-
pany’s Pick: Motor Mania.
Turbo-style race game finds
players racing down ever-
changing city and country
landscapes attempting to
avoid oil puddles. other cars
and a myriad of obstacles.
Game also features a full
display of working gauges.
$29.95. Address: 3503
Temple Ave., Pomona, CA
91768.

VICTORY has 20 games for
the VIC-20 and Commodore
64 in the Arcade, Adventure
and Strategy categories.
Arcade games include Kongo
Kong. Annihilator and
Pollyjwog. Adventure titles
feature Adventure Pack 1
and Adventure Pack II. In
the Strategy area there's
Trek and Strategy 1. Com-
pany's Pick: Grave Robber.

Deep in a graveyard's un-
derground vault you steal
through mysterious rooms
in an attempt to locale a
valuable diamond. Cassette
only. $14.95. Address: 7
Valley Brook Rd.. Paoli, PA
19301.

ZIMAG now has one game for
the VIC-20 in the Adventure
category. The Coogan File.
It's about a bungling
detective and a nuclear
reactor. It requires 16K and
is available on disk and
casseltte. $29.95-39.95.
Address: 14600 South
Broadway, Gardena, CA
90248.

NOTE: Some of the games
in this listing may not be
available yet, since games
scheduled for July release
have been included. All
games listed should be out
by the end of the summer.
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GAMEMAKERS

Continued from page 79

build into all my computer games
and [ always start from there.

EF: Do you have a process for
producing games at CCW?

BD: The process is developing and
we're beginning to realize that there
are different processes needed for
different types of games. We're
developing the processes using my
personal predilection toward having
something to play with. We're doing
what Dan Oehlsen calls “electronic
storyboarding.” The idea is to get
the game concept up on the screen
as soon as possible. It not only gives
us something to look at and
evaluate, but gives us something to
play with. We leave as many of the
options, the variables, open as
possible so that we can manipulate
with all those variables and see how
they affect the play of the thing. |
think that the more people try to
use paper and pencil in the pre-
computer medium to communicate
a computer game design, the less
clear the game is going to be. I've
seen things look good on paper that
just look stupid as hell on screen. 1
figure as long as you're starting
with something that’s fun to play
with, you can't really go too far
wrong. And that's the process.
Enter: Dan Oehlsen, Project
Manager; Sandra Damashek,
Creative Manager; and Joachim
Kim, Software Designer. With
DeKoven, they form the core of a
team.

EF: What is the argument for a team
approach to video game design?

SD: We all come from very different
backgrounds, and the team ap-
proach enables us to benefit from
lots of perspectives. It allows for
much broader ideas and for the
games to be much richer.

EF: Each of you will be given credit in
the instruction manuals, but none of
you will be given "'stor” credit.

SD: Right, CCW is the star. It's a
model that comes from Children’s
Television Workshop that has been
adopted here, the concept of taking
a multi-disciplined approach to
developing an educational, en-
tertaining line of products.

EF: It's difficult enough to get four

people to agree on what's good for
lunch, much less what's fun to play.
DO: I don’t think it's necessary for
everyone to agree. If your goal is to
be in consensus on the game,
you're never going to get past the
initial title screen. One of the
strengths of this organization is that
people disagree with each other a
lot.

EF: Bernie says the biggest limitations
you fight against as a team are time
and ignorance. Whose ignorance?

BD: We're doing very new stuff. We
want to give kids the best stuff we
can, without following any
precedent. So the ignorance is our
own. “"How do we do it best?"” We
don't know.

EF: Tell me about one of the games
you're all working on.

DO: Well, Peanut Butter Panic is a
game we've all had some hand in.
It’s for the TRS-80 color computer
and is due for release this summer.
All the people in this room, with the
exception of Bernie who has contact
with other projects, are involved in
the project of making 10 games and
activities for the TRS-80.

EF: What is your input into PEANUT
BUTTER PANIC?

DO: At the time that game was in its
formative stages, [ was the
researcher on the project.

SD: My major responsibility, other
than helping with game ideas which
everybody does, is to coordinate
those ideas. I work with the artist
on the graphics. I do a lot of the
flow charting that helps people look
at a game idea and see what's

working and what’s not. And I'm
also in charge of documentation
that goes out with the games.

JK: Unfortunately. I guess the only
input I had into that game was a
technical one, because I was
working on another game at the
time and could not attend the
creative meetings.

BD: Actually, Peanut Butter Panic
was just about finished when I
came on board and when I first saw
it I was very impressed with the
interaction. They had developed
very nice play principles, something
really fun to play with. But it
seemed to lack clarity, a strategic
sense of what you were trying to do.
The only thing 1 did was work on
the stars and how they relate to the
gameplay. So no, the stars, instead
of being random, have a logic to the
way they move. And instead of
being replenished as you grab them,
they become used up and the
challenge changes.

EF: In total, perhaps a dozen people at
CCW touched the design of PEANUT
DUTTER PANIC in some way?

DO: Yes, there were about 10 people
on the team. Probably more than
that number touched the game in
some way, plus about 50 kids who
were involved in testing it and
playing with it.

EF: It's unfortunate to think we, being
mortals, won't get a chance to play
with video games they’ll be playing in
the 21st century.

BD: That's true. And it's hard to deal
with that and I wish you hadn’t
brought it up.[] :

designers:

for a historian.

DESIGN DOs AND DON'Ts

Bernie DeKoven offers the following advice to aspiring video game

Let's say you have this neat idea that you think could make a wonderful
video game. If you are really taking this seriously, the first thing you've got to
do is get it programmed so you have something to play with. Don’t bother
writing down long descriptions of the action and graphics, calling people on the
phone and sending letters to companies because nobody has time to deal with
that kind of stuff anymore. Get it programmed. If you still like the game after
you've actually played with it on the screen and you know it’s going to be good,
then see if you can interest some investors so you can make a finished version
all by yourself. Now you have something you can send game companies or
designers that they can actually interact with. It's not just something to study—
it'’s something to play with. People are not going to understand story boards no
matter how pretty or photographic or detailed they are. Flow charts are
meaningless except to a programmer. And a written description is only useful
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DUCK ROGERS
Continued from page 22
applies throughout the entire game.

You'll notice that your ship has
limited vertical mobility. You'll also
notice that during the first round
the three-legged aliens jump much
higher than you are able to fly. To
increase your chances of hitting
them, follow their movements as
closely as possible when they first
appear at the end of the trench.

In round two, keep in mind again
that you don't want to remain in
one spot for too long. The disc-
shaped craft will launch torpedoes
at you as they approach. Don't
worry about the ships themselves—
they won't collide with you.

During the enxt trench sequence
you'll encounter two obstacles—a
series of gray partitions and silver-
winged ships that look like metallic
falcons. Steer around the fences and
shoot for the ships. At first, the
birds (500 points) will appear well
out of your rage. As they ap-
proach, they will plurmnmet into the
trench. Be ready!

Just before you reach the
showdown with the Source ship,
you'll travel over the surface of
some unnamed planet. Again, the
object here is just to stay alive.

In comparison to the journey that
borught you there, the Source ship
confrontation is areal anticlimax.
You only need to knock out the
ship's four engines. Once this is
done, a direct hit on the center of
the ship will blow it to smithereens.
From here, you start again.[]

BURGERTIME
Continued from page 23
burger parts as they drop.

An even better trick is to remain
motionless until one or more of the
bad guys are right on your tail.
Then run for an ingredient. If it falls
with any of the villains on top, that
burger part will drop two levels
instead of one. If no burger parts are
nearby and your edible enemies are
closing in, move in a circle. Messrs.
Egg. Hot Dog and Pickle aren’t
smart enough to figure out what
you are doing until it is too late.
They will blindly follow you and will
rarely, if ever, change direction in

an attempt to cut you off.

Once you have moved most of the
burger parts to the lower half of the
screen, spend some time pacing
back and forth around the center of
the playfield. Here is where the
bonus objects appear (cups of coffee,
fires and ice cream cones). Each is
worth some extra points and one
additional pinch of pepper. They

don’t hang around too long, so be
quick.

When certain death seems
inevitable, go for the pepper button.
Pepper is thrown in the direction
Pete is facing. The effective range of
pepper is quite limited so be sure
your target is within range before
throwing it. Don't make the mistake
of overseasoning your prey.[]

ADAPTER
FOR YOUR
JOYSTICK

See faster firing times. Feel
less trigger fatigue. Enjoy
higher scores.
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Assemble your own

Your own private arcade
using an old TV, your
video game console and
the GAMEFRAME!

* Sturdy, Arcade Quality
Construction!

* Complete, Simple-to-Assemble
Pre-Finished Kit!

* Attractive Wood Grain
Appearance!

* No Visible Wires!
* Ready When You Are!

Give the TV back to the family.
Play your games on the
GAMEFRAME!

SPECIFICATIONS: 71" HIGH x 28 3/8" WIDE x
30" DEEP. MAXIMUM TV DIMENSIONS: 27
WIDE x 22" HIGH x ANY DEPTH CONTROL
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GAME WORKOUT

Continued from page 43

special Demonstration Mode which
allowed non-playing visitors to view
all the screens, but there's no way
for a player to get through all the
screens unless he or she conquers
them first. Coleco should give this
some thought. It seems long over-
due for a system so advanced.

Is the Super Game Module the
first product in a line of peripherals
designed to turn the ColecoVision
into a home computer?

The full capacity of a game walfer
is something on the order of 120
full screen pages of information.
Since most games consist of 20
screens or less—especially most ar-
cade games, which Coleco has been
diligent about licensing and
translating for its home system—it
seems unlikely that the unused
capacity of the tape drive of the
Super Game Module will simply be

left to lie dormant. Games with 120
screens would certainly be in-
teresting, but why stop at games?
One hundred and twenty screen
pages means 120 pages of any-
thing.

There's another clue: The Expan-
sion Module #3 is itself expandable.
via an interface port on its front
right-hand panel. What goes here is
anybody’s guess at the moment,
but it’s probable Coleco doesn’t in-
tend you to keep your pet mouse in
it. My guess is that it is to be used
cither as a way of ganging together
several Super Game Modules, in
the same way computer users can
attach multiple disk drives in serial
order, or as a bypass that will allow
direct access to the ColecoVision
central processor by some other
peripheral.

All these mysteries should be
cleared up soon. But for now, the
Super Game Module's only parallel
is computer games.|

Dﬂ»nnam!n residents add $7 50 sales tax
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VOICE RECOGNITION

Continued from page 49
boring. too. It’s like reading a dic-
tionary into the computer.”

Yuschik envisions a day when
we'll each have something that
looks like a credit card with our
voice patterns imprinted on it. *T'll
just plug it into the terminal and all
of a sudden, the computer will
recognize me,”” he says.

Conrad thinks it's more likely
that a speaker verilication system
will evolve, where a user will be in-
structed to say a few words to the
computer until it “knows™ an in-
dividual's voiceprint. much like a
fingerprint.

“Ten years from now, we'll have
worked through the language pro-
blems,” Yuschik predicts. “"We'll
have gotten a much more natural
interface, we’ll have worked
through the speaker normalization

problem and we’ll have mass-
produced a lot of the electronics
that are in the computer with the
special purpose of recognition to
the point where I could see this be-
ing an add-on to almost any type of
system.”

Right now, speech recognition
peripherals cost, on the average.
between $20.000 and $30.000. ac-
cording to Yuschik. In 10 years, he
believes the price will have dropped
to $5,000.

**And to push it a little bit fur-
ther. I could see things going really
totally mass-produced in 15 years,
and we might get lhl‘-; thing down
to $500 minimum.” he adds.

However, researchers are not yet
looking toward the day when each
of us has a home computer that
both speaks and understands. “lt's
a fun toy for home use, but 1 don’t
know that I see it as being
necessary,”” says Levine. "l think

that in a [ew years, every office en-
vironment will be using them,
however. It will start out as an ex-
ccutive perk and move down the
ladder. And the reason executives
will use voice recognition peripher-
als first is they tend to shyaway
from computersbecause they have to
type. Executives don't like to type.”

But once executives have voice-
activated computers, lower-echelon
workers will want them, too. The
potential for saving time and in-
creasing productivity is enormous,
says Levine.

So for the next decade. .M. will
have to continue to hunt and peck
on a keyboard to communicate
with his computer. His computer
may talk to him, meanwhile, but
he’ll have to content himsell with
the dream ol a day when he can
just lean back in his swivel chair
and bark at his computer, “"Take a
letter!” and it will.
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VIDEO GAME PLAYERS

IMPROVE YOUR SCORES
* VIDEO MITT

A SOFT LEATHER MITT, WHICH WRAPS AROUND THE PLAYER'S HAND BY WAY OF VELCORE
FASTENERS (ONE SIZE FITS ALL). AVAILABLE FOR BOTH LEFT HANDED AND RIGHT
HANDED PLAYERS.

* IMPROVES GRIP

* COMFORTABLE

* PROVIDES SUPPORT
* ADJUSTABLE

* ADDS ENJOYMENT

* USE WITH HOME OR
VIDEQ ARCADE GAMES

AN EXCELLENT VALUE
AT ONLY $3.25

WII |DTE'D M‘ll-ll—]r “IT SHOWS THEM YOU'VE COME TO PLAY"
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USED VIDEO GAME CARTRIDGES(for Atari VCS)
You MUST Send A
Self-Addressed,
) IK STAMPED Envelope To
Receive Our Buying
ATARI ® & Selling Price List
e Print Clearly.
FOREST HILLS USED VIDEO GAME CARTRIDGES
Dept. 16, 63-56 108th Street, Forest Hills, N.Y. 11375

Largest Dealer
0f Used Cartridges

InU.S.
(More Than 60 Different
In Stock At All Times)

30 DAY - 100% GUARANTEE
On All ltems

Clip this od and mail along with
$2.00 for Caralog and Price Lists
You'll be glad you did!!!

— For the Sericus Elecrronic Gamer —

UMPUGAIMES

lﬂE Gome Sofrware for
®  ATARI VCS, 400 and 800.
APPLE, INTELLIVISION. TRS, NAME
ODYSSEY. BALLY, VIC-20
COLECOVISION STREET
and more ot VERY LOW prices ary
We camy full lines of
Gome Computers. Cotridges, p
Storoge Caoses. Cassetre and Mail To

% conssmius o Mo Whoissate! COMPUGAMES. INC.
i ‘ Catalog Dept.

Join COMPUGAMERS CLUB. Toke odvanrage of P.O. Box 737
Grearer Discounts and Freebies.  Details in caralog Somers, CT 06071
Phorocopied Coupon Accepted Check m MO only

Allow 1 - 4 Weeks

LETTERS

Continued from page 11
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FLAT BERZERK

I've had my Berzerk cartridge
since this fall and I wanted to say
that I disagree with Randi Hacker’s
review in the February issue of your
magazine. Although it is a good
game, it’s very flat compared to the
arcade version. [ don’t blame the
designer—I think it's a good at-
tempt—but [ feel your readers
should know that the scrolling of
the arcade version is not there and,
of course, the voice is missing.
There are many times when you are
dead as the next screen comes on
(from a robot standing on your
head). Comparing the VCS version
of Berzerk to the arcade version is
as bizarre as comparing the VCS
Pac-Man to the real thing.

Wilhelm Murg
Pawhuska, OK

" ¥ = ’

HOME SCOREBOARD

I don’t know if this is a record or
not, but I've just completed a two-
hour-plus session of Venture. My
score was 3,600,700 at the end. The
reason | stopped was due to (1) a
very sore neck and (2) I think I may
need glasses now. Why don’t you
put a section in your magazine for
top home scores, verifiable by
pictures and/or dare I say honesty? I
could see where verifying scores
over 999,999 could be a problem,
but then again you could also have
more than one name for first-place
contenders. Thanks for a great mag.
So many are borderline garbage
that it's relieving to have one you
can depend on for first-hand—and
first-rate—factual info.

Dave Edmonds
San Bruno, CA

| |

TYPO ATTACK

It appears that your computers
are having some electronic fun of
their own. Within the columns of
your April issue (the last paragraph




on page 33, to be precise), it ap-
pears that your typesetting com-
puters are playing games with the
English language. Their game is to
take normal words and rearrange
them to form new words with (I
assume) the same meaning. |
particularly like the words amke,
mcuh and learni, although I'm
having trouble coming up with a
pronunciation for the first two.
Also, it appears that your com-
puters are so proud of the linguistics
that they duplicated the last line of
the paragraph on page 94. Perhaps
you should rename your publication
“Electronic Fun with Computers,
Games and Words."” 1 really enjoy
your magazine. Please kype up the
good work.
GS.
New York, NY

l - % |
READER REVIEWED

Do you know that I like your
magazine? Do you know why?
Because it seems to tell the truth,
and that's why I like your
magazine. It is good! And it has
super articles! 1 saw an article about
@Q*bert and I liked it! Can you give
me a review?

Gene Whitney
West Covina, CA

Well, space is a little tight this
month, Gene, but we'd say your
letter deserves four joysticks!

[ ol

QUIRKS CONTINUED
The good thing about your
magazine is that not only does it
inform me of all important video
game news, but it also makes me
laugh. I find your magazine much
more interesting and helpful (not to
mention cheaper) than any other
magazine. Keep up the excellent
work! P.S.: Could you please give us
more “‘programming Quirks" in
future issues? They are loads of fun.
James D. Busby
Trabuco Canyon, CA

Jens von der Heide is already
hard at work on a future E.A.T.
Report on more Quirks. ]
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The Fly don’t lie, chillun. Remember
I told you that V-game wizard-
emeritus Tim Skelly was coming out
with a cartoon book called Shoot the
Robot, Then Shoot Mom? Well, here it
is—living proof, right here on this
page (note scores on Mom and
Robot)... Big Doings at Starpath
these days. Seems the Santa Clara
cartridge-power mavens are
thinking about bringing out
Superchargers for game consoles other
than the VCS and Sears Arcade. And
there's even a rumor that they're
working on a Starpath voice module
of some kind. Now tell me: How
many of you VCS diehards wouldn’t
need ketchup to eat that one right

called Electronic Arts—a venture
headed by Trip Hawkins, one of the
designers of Apple’s new Lisa.
Among EA’s first Atari 800 releases:
Archon (a chess and fantasy combo),
MULE (which teaches you basic
economics while you play) and
Budge's ingenious build-your-own
pinball game with

computer games on disks that are
multi-compatible: a single game for
the IBM PC on one side of the disk,
the same game for the Apple Il on
the other. San Diego’s Cosmi Soft-
ware is also getting in on the
multicomp act, releasing single-
game cassettes and disks with

options that have to
be seen to be be-
lieved... When is Taito
gonna get on the stick
and put Zookeeper in
the arcades? I'm tired
of having to buzz out
to the West Coast
every week to play it
in Atari's giant Silicon
Valley rumpus room...
Synapse Software s
quickly shifting into
Blitz-Release Mode.
They'll be scattergunning no less
than 32 new games for four different
home computers through the
summer. They say they've got 50
programmers on the case. so that
number can’t be from Bogusville
(you've also got the

overworked EF
reviewers howling
with terror at the very
mention of your
name, guys). Fly's
Picks to Click: Sur-
vivor—which pits the
computer against four
human opponents
simultaneously—and
Shamus ll (ves, gang,
I'm a shameless

up?.. Fly's nomination for Video
Game Brain-Toaster of the Year:
Atari’s Quad Run for the VCS. Not
only do you have to shoot balls at
zillions of enemies—you also have
to run around and catch the balls
after you fire them. Perfect for that
space case in your family... Com-
puter game pioneer Bill Budge (the
man behind Raster Blaster) has
joined up with a new company

sequel freak)...
Compatibility is just around

the cormer. They say it's out

there right now, but nobody’s
producing it just yet: a device that
makes all cartridges compatible
with all consoles. You just plug the
cart—Atari, Coleco or Mattel—in one
end of the device, and a bunch of
adapters at the other end plugs into
whatever system you've got.
Meanwhile, Mattel is producing

YT WORLISIFIR STVIDIGAME

Atari/VIC-20 programs on one side,
Tl on the other... Looks like Dye-Dye
Games Dy Apollo. They've been
trying to cover their debts by selling
off old inventory, but that inventory
just got devalued by a court-ap-
pointed tristee to about half what
Apollo owes. You read about laserdisc
arcade games here a couple of
months ago. and you'll see more
about them next month—but are
you ready for videodisc home games?”
That's right—Activision, Atari,
Odyssey, Radio Shack and Sony are
all said to be looking into the
possibilities of videodisc games for
home computers... The Fly on the
wall says it's time to go. Keep
writing and may vour lasers never

All illustrations on this page
reprinted from Shoot the Robot,
Then Shoot Mom by Timothy Skelly.
with permission from Contemporary
Books, Inc., Chicago, Illinois.
Copyright 1983 by Timothy Skelly.
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IT'S NOT EASY BEING Q*BERT,
BUTIT'S FUN.

No one ever said it was going to be easy hopping the irresistible Q*bert ™ from cube to cube
and staying out of harm's way. Especially when he’s trying to avoid creeps like Colly and Ugg,

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

You'll grow so attached to Q"bert, you won't want to stop playing, He's one little
character who's good to the last hop

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

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

SPARKER BROTHERS

Q*bert is  trademark of D. Gottlieb & Co. Atari® and Atari Video Computer System ™ are trademarks of Atari, Inc. Sears Video Arcade ™ 18 a trademark
of Sears Roebuch & Co. Intellmision® is a registered irademark of Matlel, Inc. Parker Brothers is not affiliated with Mattel, Inc © 1983 Parker Brothers, Beverly, MA 01915
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BACTIVISiON.

We put you in the game.




