15 Steps Toward The Right Computer

CTRO
FUNES.

’ECOMPUTERS

ICD062?4 MARCH 1984 VOk 2NO. 5

s

|03|

i

082

i

74820




ommodore Software-

...1ake on the world, toughen up
your trigger finger and fire away...

Commodore has been the fun... with the best games
best game in town in comput-  in town.
ers for awhile . .. at home, at Commodore's inexpensive
school and work . .. with our arcade quality games can
exciting, easy to use, inex- keep everyone in the family
pensive VIC 20 and C64 amused and entertained.
computers. Teach the kids hy-

While computers can edu- giene while they
cate, organize, create and fight the scary
integrate, they can also be Tooth Invaders.



The Best Game in Town.

Flex your reflexes (against conquer all the elements, just
your friends or your enemies)  like the 24 hour road race.

with the speed and skill Become a space star as
of Supersmash, Pinball you battle aliens, land your
Spectacular and space machine on distant
Frogmaster. planet surfaces, and defend
Drive like the wind to your base in Avenger,

take the checkered flag  Jupiter Lander, and
in LeMans and Star Post.

r commodore
COI\/\PUTERS

First In Quality Software

See your local dealer now. . . He's got the best game in tawn. ... just for you.
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door and save the beautiful princess in distress! You can do all
this in David Hoffmeier's game for the TRS-80 Model I1l. What's
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Extend your survival
against alien invaders.

Maneuver through the video galaxy with the
Discwasher ® PointMaster -« competition joystick.

i .

Its fighter pilot’s hand grip gives you total control. The
top mounted, fast action thumb trigger makes right or
left handed play unearthly easy. And the PointMaster is
compatible with most popular video game systems.

Survive longer against gorillas, ghouls, ghosts, dragons
and alien invaders with PointMaster . . . For people who
take their games seriously...

~discwasher®

‘competition joystick ¥

DISCWASHER 1407 NORTH PROVIDENCE ROAD, P.O. BOX 6021, DEPT. EF, COLUMBIA, MO 65205 A DIVISION OF JENSEN an ESMARK Company
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If you own a Commodore VIC 20 or 64, a Texas Instruments
99/4A, an IBM or Apple Il, we've got what you've been waiting for!

The biggest arcade hits ever, the classics. DONKEY KONG by Nintendo,
CENTIPEDE,” PAC-MAN, DEFENDER, ROBOTRON: 2084, STARGATE and DIG DUG. (On the

TI99/4A you can also play Protector 1I, Shamus, Picnic Paranoia and Super Storm. )
And the hits will keep on coming. Soon you'll be able to play JOUST,” JUNGLE
HUNT” MOON PATROL; POLE POSITION] MS. PAC-MAN™ plus others on your home

computer. Some games also available on P : ™
Colecovision and Intellevision. l ‘, 'son
The Arcade Classics from ATARISOFT 5 J

They could be playing where you live. Today:, Now your computer fits
the arcade hits.

DONKEY KONG ond NINTENDO ore frademarks and @ Ninlendo 1981, 1983 DEFENDER is a trademark and © williams. 1980, manufaciured under license from Williams Elecironics, Inc. ROBOTRON
2084, MOORN PATROL and JOUST are frademarks and @ of willioms 1982, manufociured under license from Willkoms Elecironics, Inc. DIG DUG 1s crealed ond designed by Namco, Lid. manufaciured
unger license by Alan, Inc. rademark and © Nomco 1982 PROTECTOR 11, SHAMLUS and PICNIC PARANOCIA are Irademarks of Synapse Software Corporation, manufactured under license by Afarl,
Inc. SUPER STORM is engineered and designed by Synopse Software Corporation. manufociured under license by Atari, Inc JUNGLE HUNT is ¢ Irademark and ® of Taito Amenica Corp. 1982, POLE
POSITION 15 ineered and designed by Namco Lid. manufactured under license by Afor, Inc. Todemark ond © Namco. STARGATE i a Irademark and @ Williams 1981, manufactured under
license from wilkams Electronics, Inc. MS. PAC-MAN, PAC-MAN and characlers are trademarks of Bally Michway Mig. Co, sublicensed 1o Atar, Inc. by Nomco-America, Inc. ATARISOFT * producs are
monufaciured by Atari, Inc_ for use on the above referenced mochines and are nol made, licensed or approved by the manufacturers of these mochines. COMMODORE 64, VIC 20, TEXAS
INSTRUMENTS 99/44, IBM, APPLE. COLECOVISION and INTELLIVISION are r&peclwe?;nodemorks of Commodore Electronics Limited, Texas Instrumenss, International Business Machines Corp, Apple
Computer, Inc., Coleco indusines, Inc. and mattel, Inc. A @warner Communicanons pany. @ 1983 Atar, Inc. All rights reserved
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OVER THIRTY

You are probably unaware of it,
but a large number of your readers
are not the "“shoot-"em-up”
under-18 crowd. Most of the monies
are in the hands of the “Dads’".
Evaluate your adventure, sports
and mystery entries for the over-30
crowd.

B. Fletcher
Winnipeg, Manitoba
We are aware of that—in fact, a
large number of our editors are
over 30, too (although none of us
will admit how far). Seriously, we
try to provide a good balance of
reviews that will appeal to every
age group, and we think if you
read Hits & Missiles closely you'll
agree (as long as you don't think
being an adult means you can’'t
have a sense of humor, or that be-
ing a kid means you can't play a
game like Deadline).

B i - B
UNDER WHELMED

I was extremely disappointed
when I found out you need to send
a program printout in order to enter
your First Screening contest. I
think this is very unfair; most of
your readers (including myself)
don't have a printer for their
systems.

Howard Uman
Randallstown, MD
We ask for a printout because
we receive hundreds of First
Screenings every month and we
don’t always have time to print out
every entry on our office com-
puters. However, if you don't have
a printer and really are serious
about sending us one of your
games, please do but be sure to in-

5 .aﬂ&." 23 w_ ) AR

clude a cassette or disk with the
game program listed on it so that
we can read it, check it and print it
out ourselves. However, if there's
any way you can get it printed out,
we'd certainly appreciate it.

| P P - R s ]
WE WANT YOU

Everyone here at Broderbund en-
joys your outstanding magazine
and looks forward to each new
issue, but there was an item in Oc-
tober’s EFG Times that we feel

Create your own games with THE ARCADE MACHINE

every game package an open invita-
tion to game designers, encourag-
ing them to submit their games for
possible publication. We also have
an “Information For Authors”
packet available upon request that
outlines programming oppor-
tunities at Broderbund in even
more detail. So, pass it on. If ;
anyone out there has an original, \
quality program, send it to us! w
Richard Whittaker ‘
Broderbund Software, Inc.

I - M |

WE WANT
MORE

Count me in with
the readers who want
to see your First
Screening section ex-
panded. I think you
should publish two
programs every
month instead of one,
because all of the
computer systems
will be better
represented. [ have
another suggestion:
How about a section

deserves some clarification of in-
terest to your readers.

We refer here to the item titled
“Calling All Game Designers,”
which states, "...Getting a ma-
jor—or even a minor—company to
look at your submission...is next to
impossible.”

To the contrary!

We welcome all submissions
and spend considerable energy
soliciting them and reviewing them.
The only “connection’ one needs at
Broderbund is a phone call and/or a
postage stamp—and, of course, the
makings of an excellent game!

In fact, Broderbund includes in

on programming tips
for computer fans?
Robert Kuligowski
Endwell, NY
Right on time, Robert—see our
Hacker's Helper section, which
began in the January issue. And
as for First Screenings, well, from
now on, there'll be at least two a
month.

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

é
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The world may be short of oil. And short of jobs. But there's no shortage of entertainment.
Arcades. Movies. Amusement parks. TV. Concerts. Records. You've got your choice. And every day,
more of you are choosing HesWare™ computer games. | _
That’s because only the best games earn the HesWare title. Tough, challenging, arcade quality
action games like Gridrunner,™ Predator,™ Retro Ball"and Robot Panic™
Mind-bending strategy and role playing adventures
like Pharaoh's Curse™ and Oubliette!™
Zany new titles that have to be seen to be believed.
Would you believe Attack of the Mutant Camels™??
You don't need an expensive computer to enjoy
HesWare action, either. HesWare programs are available
on cartridge, diskette or cassette for VIC 20;" Commodore 64"
Atari® and IBM® personal computers.
When you pick up a HesWare game, you know it's ready
for the toughest test of all: beating out the tough competition  'Human Engineered Software
for your attention. S o il D
HesWare games. Just one of the ways HesWare is 800-227-6703
expanding the computer experience. Look for them at your (in California

A : 800 632-7979)
favorite software retailer. Dept. C20
VIC 20 and Commodore 64 are trademarks of Commodore Electronics Ltd. Atan is a registered trademark of Atan, Inc
IBM PC is a registered trademark of International Business Machines. Pharaoh's Curse is a trademark of Synapse Software
Oubliette is a trademark of ISA Software
i ]
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From the ridiculous
to the subliminal /

Call Any
Vegetable

Entirely too much is be-
ing said about people’s
rights and entirely too lit-
tle attention is being paid
to the rights of lower life
forms such as vegetables.
This is shameful and
something must be done.
Take. for example, Cole-
co, whose Cabbage Patch
Kids have caused no end
of rioting and general up-
rise and unrest in the re-
cent past. We feel that
this choice of the cabbage
over other vegetables is
unfair. What about equal
opportunity? Other
vegetables have children

stop. We suggest that you
take a good hard look
at yourself. Are you a
food abuser? Do you
beat your eggs, for ex-
ample? Do you separate
them? The separation of
the nuclear egg is a bar-
baric practice that went
out with slavery. Don't
beat your eggs. Verbally
humiliate them if you
must, but don’t raise a
hand to them.

And. as for Cabbage
Patch Kids, well. we here
at the Legume Welfare
League believe that other
vegetables can be made
into dolls that are just as
cute, just as cunning and
even more nutritionally
sound than heads of cab-

N
o®
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Positive

If you're anything like
we are, self-hypnosis pro-
grams for self-improve-
ment just don’t work on
you. Either you fall asleep
just as you get to "My
torso is relaxed, very re-
laxed.” or you forget what
anatomical part comes
above the ankle

and families. How are

they supposed to support
them if cabbages are get-
ting all the work? This is
flagrant food abuse and
discrimination. It has to

bage. Corn Pateh Kids.
Carrot Patch Kids. Onion
Patch Kids and the ever
popular Sour Kosher Dill
Patch Kids. After all,
vegetables are people, too.

and so are stuck
relaxing your
feet all night.
When they first
came out with
9 subliminal per-
suasion, that
seemed to be
the ticket. At
timed intervals
throughout a
drive-in movie
the message “Buy
popcorn” would
flash for a split
| second across
the screen.
After a number
of repetitions,
everyone got
- out of their cars
and ran to the concession
stand. Just when we
thought it might help us
to quit some of our nastier
habits and possibly raise
our circulation numbers,

it was outlawed. But now
it's back thanks to Stimu-
tech. Inc of East Lansing,
MI. Stimutech is market-
ing an $89.95 junction
box which interfaces with
Atari and Commodore
computers and can be
linked to any video pro-
gram. Eight Expando-
Vision software programs
are available which flash
messages about health.
memory, stress control
and so forth every Yoth of
a second. The message
menu consists of 45 state-
ments such as ' see
myself thin'” and the com-
pany maintains that
through the use of this de-
vice, you can rid yourself
of antisocial behaviours
(or, presumably, pick
some up if that’s what
you want). Results occur
within a month with two
hours of use a day. Other
areas, such as staff
motivation and possible
“private labeling” are be-
ing researched now.
(Private labelling. huh?) It
would be nice if we could
program our own sublim-
inal messages such as,
say. "'l see myself filthy
rich.”” or "I see myself
fluent in Italian" or. for
the myopic among us,
simply. "I see.”

MARCH 1984
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It's Six
O’Clock Com-
puter Stan-
dard Time

(CST)

There are certain pro-
grams you can type in
that will turn your very
expensive computer into
a digital clock or stop-
watch but what's the
point? They're a little too
heavy and unwieldy to
take with you when
you're running a footrace.
for example. And even if
you could balance one on
your wrist, where would
you find a band that fits
it? If that was a problem
once, it no longer is as
Seiko has announced the
availability of its new
watch computer. Lately it
seems it don't mean a
thing if it ain’t been
turned into a watch. Any
new product can count its
worth by whether or not
it's been made wrist-
compatible. Radios, for
example. You can get a
radio wristwatch (AM and
FM) now more easily than
you can get a simple

( OO O O O

radio. So it isn't surpris-
ing that a wristwatch-
sized computer is being
readied for sale. The three
unit system is composed
of a wristwatch, kevboard
and processor. It can cal-
culate, retain data, carry
out basic program ap-
plications and print out
data, according to Seiko.
The keyboard is small
enough to fit in your shirt
pocket and the processor
has the calculating capac-
ity of a personal comput-
er. The wristwatch unit
operates as a normal
watch does but also has a
display capacity of 2,000
characters. In addition,
the watch’s LCD can
show graphic patterns
and can display data on a
full-dot matrix. The cost
of the three units will be
§230. Seiko is already
guilty of what smacks of
discrimination. What
about those of us whose
shirts have no pockets?
Where will we carry our
keyboards?
[ T T o BB
R e |

|
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Clearly one of the recur-
ring themes in this
month’s Glitches is cruel-
ty and abuse. Here's
another example of man’s
inhumanity to inanimate
objects: The Bit Banger.
The Bit Banger is a mallet
with which you are en-
couraged to pulverize
your computer each time
it comes up with just one
syntax error too many.
You are told to vent your
frustrations on the key-
board and monitor by hit-
ting it with the mallet
hard. Oh. we forgot to tell
you. The mallet is made
of foam rubber. Yes,
friends, it's a joke ham-
mer and is being in-
troduced as the “"'modern
cure for computer frustra-
tion."” Each Bit Banger
comes with a 16-page

booklet which depicts
various computer pro-
blems which can be
alleviated with the help of
a Bit Banger. For exam-
ple, If the Disk Drive
won't boot, beat it. This is
all fine and good for the
first few times but things
of this sort can be habit-
forming. Where one good
hit will do you for an en-
tire day in the beginning,
later you find yourself go-
ing back twice, three
times and even four until
well, pretty soon you're
spending your whole day
just waiting for the next
time you can lay into your
computer. Then, sudden-
ly, foam is no good. You
needs something
stronger. And then, well,
it's too horrible. At this
point, I make my move.
At this point, I plan to
come out with a foam rub-
ber computer which can
be hit with a real mallet.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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Illustrations: Ron Young, Pat Kinsley, Tom Newbury, Stephen Berger
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VIDEO MANIAC

Electronic Sportswear

“Sure I'd like to go to the arcade
tonight, Tommy, but I don't have a
thing to wear.” Has this been one of
the reasons you haven't been seen
around the arcade circuit? It no
longer has to be. Not if you send for
any of these items from the Video

FIofh_es and

- 2

4.1/ that you can't afford to increase

VIDCO

Cartridge Copier $49.95
Let’s say your friends have

\ all the game carts you covet
" but they won't let you bor-
row them for too long because
they like them, too. And let’s say

5-7,/
4

your game library as quickly as
you'd like. What do you do? You
could go into a life of crime but why
besmirch the good family name?
Buy the Copy Cart instead. The
Copy Cart is a device that allows
you to copy one video game onto
a blank cart and then play it. All
you need to do is insert the car-
tridge to be copied at one end of the
Video Game Recorder, the specially
designed Copy Cart at the other
end, press a button and. voila. It
runs on batteries and the Copy Cart
can be erased and used over and
over again.

clones

RUTERS & GAMES

Tricks for VICS

R

#p

e
ELCOMP

Tricks for VICs §9.95

Tricks for VICs allows you to per-
form all sorts of nifty routines on

Maniac catalog.
They've got T-shirts
(muscle, long sleeve
and bourgeois/con-
ventional styles),
video game gloves,
sports shirts and
more. There's also the
double-sleeved shirt
and the Video Maniac
logo will also be avail-
able on shorts and
socks in the spring. If
clothing is not your
problem, there's a line
of VM cosmetics or a
groovy 22x30 color
poster for your room.
Video Maniac

PO Box 2728

Capo Beach, CA 92624

Vidco International

1220 Broadway
New York, NY 10001

R your VIC 20 com-
puter. There are
ready-to-run pro-
grams, a section on
machine language
with sample pro-
grams, hardware pro-
jects and a section
which teaches you
how to control exter-
nal devices such as
stereo equipment and
household appliances
using your computer.
Complete schematics,
and printed circuit
board layouts are

J included.

Elcomp
53 Redrock Lane
Pomona, CA 91766
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JUMPMAN’S A GREAT GAME.

BUT YOU'VE GOT TO WATCH YOUR STER.

Meet the Alienators. A fiend
ish bunch who've planted bombs
throughout your Jupiter Command
Headquarters.

Your job? Use your lightning
speed to scale ladders, scurry
across girders, chimb ropes and race

through 30 levels to defuse the bombs before they go off.
That's the kind nf hul non-stop ac tion we've
packed into the aw: ]nm,mum
and into Jumpman h ,our T
12 all-new, different and ex
Both games force you to make tough choices.
'nuukl wu avoid that Alienator, climb to the top

and try to work your way down, or try to hurdle
him and defuse the bombs closest to you
before they go off?

If you move f: arn extra lives.
But if you're not caretul, it’s a long way down.

So jump to it. And find out why Jumpman
and Jumpman Jr. are on a level all their own.

One to four players, ceds, joystick
control. Jumpman has 30 screens. Jumpman Jr.

has 12 screens.
EpYX

OMAUTER SO THARY

STRATEGY GAMES FOR THE ACTION-GAME PLAYER.

tyoulle
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Hands-on review
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Say goodnight, EF. Goodnight, EF

Stop the presses! Bust
the wire! Here's a story
that's hotter even than
man bites dog. This is the
last issue of Electronic
Fun. Repeat: You are cur-
rently reading the final
issue of Electronic Fun.
But, before you become too
depressed and contem-
plate defenestration, read
the rest of the story.

Say goodbye to Elec-
tronic Fun and hello to

ComputerFun. It had to
happen sooner or later. In
fact, we've been moving
toward this since the first
issue of the magazine way
back in November of 1982.
The marketplace has been
changing and so have we.
Each month our computer
coverage grew and grew
until it pretty much
dominated every issue of
EF. For this reason, and
because we always want to

keep on top of what's going
on in this rapidly changing
field, we've decided to
change not only the name
of our magazine but much
of our format as well. As of
the April, 1984 issue, we'll
be out under the name of
ComputerFun,

ComputerFun will cover
everything that a com-
puter enthusiast wants to
know. No, we will not tell
you how to create a work-
ing household budget or
do your taxes on your
home computer. We will,
however, cover every
aspect of recreational com-
puting under the sun.
From programming tips to
off-the-wall software to
mastering Infocom games,
ComputerFun will have it
all. We’'ll still have the
same fine writing style and
we'll still have the most ex-
tensive and honest soft-
ware review section of any
magazine. The major dif-
ference will be the absence
of articles that deal ex-
clusively with video
games. Video games, how-
ever, will have their place
in ComputerFun. Michael
Blanchet will write a col-
umn devoted to what's
new in video game tech-
nology and reviews of new
software for dedicated
game systems will still be
included in our Hits &
Missiles section.

Our First Screening sec-
tion will be expanded and
we will add several other
sections geared to the
recreational computer
hacker—programming
tips from our readers, book
reviews and articles such
as how to set up your own
community bulletin

board.

In short, ComputerFun
will be the magazine of
recreational computing.
Look for us on your news-
stand around March 20
and spread the word.

MONTHLY
CONTEST

One winning score

We expected to receive
high scores from Demon
Attack players on every
system but, alas, that
wasn't the case. We had to
content ourselves with two
winners.

The winner on the Atari
2600 system was Craig
Young of Baden. PA. He
sent in a picture (not
printed here) with a whop-
ping 555,520 score show-
ing but claims he scored
even higher despite the fact
that the screen goes blank
after the 84th wave.

The winner on the Intelli-
vision version is Louis
Spaner who forgot to tell us
what cartridge he wants.
Get in touch with us, okay?

*Editor's Note: Although
the Monthly Contest is dis-
continued as of this
minute, the winner of the
February contest, will still
receive his or her prize.
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DRAGONRIDERS OF PERN.
FLY THE UNFRIENDLY SKIES.

oA T

Shooting down the menac- first. It may be critical to your success. EQYX
g and constantly multiplying Numerous screens combine to create truly B i i
Threads isn't easy, but it's only unique and ch ing game play. There's even a . ) e
one of the challenges in this practice screen to sharpen your Thread Fighting Dregepridusef Pery
official computer game version of  skills.
Anne McCaffrey’s famous book If you liked the books, you'll love the game.
series, After all, how often do you get the chance to actually
Your strategy will be put to  fly a dragon?
the test as you try to negotiate alliances with Pern’s Lord One to four plavers, jovstick and kevhoard
Holders in an attempt to form the most powerful Weyr controlled.
on the planet. Should you take a firm stance or compro- =

n
mise? Will asking a Craftmaster for assistance increase X E m
vour chances for success? Maybe you should invite prospec- L%‘ﬁ -

tive allies to a Wedding or even a Dragon Hatching. 1/ COMPTERSONTIE
Remember (o check the Lord Holders personality traits Strategy Games for the Action-Game Player
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INFOCOM'S INFIDEL'S

IN STORE

They all laughed at
Christopher Columbus
when he said the world
was round. They all laugh-
ed when Edison recorded
sound. They all laughed at

FOR YOU

whether you solve it or not.
And if you're anything like
us, you look pantingly for-
ward to every new release
from the company. The
latest is Infidel which is the

ing on the system you
have.

Infocom is the company
that brought you such
wildly imaginative games
as Enchanter, in which
you play an underdog
sorceror sent to vanquish
Krill, the evil wizard, who

has an entire elvish hamlet
under his malevolent
thumb: Planetfall, in

which you are the sole sur-
vivor of the SPS Feinstein
who must revive the cryo-
genically preserved popu-
lation of an entire planet
and Deadline.

Poet's Corner

As this is the swan song of the EFG

Times, we've decided to print two poems
from budding Allen Ginsburgs. The first
is from 10-year-old Alex Holcombe of San

o

Infidel: Will the dunes bury you?

a lot of people including
the folks at Infocom when
they claimed that there
was a market for all-text
adventures. Well, Infocom
has the last laugh now.
They manage to get at
least three games in any
Top Ten list in any given
month. Despite the fact
that Infocom games are all
text, there is no lack of
graphics. Like the radio
shows of the Thirties and
Forties, Infocom adven-
tures let you supply the
pictures and unlike com-
puters, your memory is
not limited by low-res
graphics capabilities. The
result is a vivid, living
game that really re-defines
the term "interactive’” and
which is fun and absorbing

first in Infocom's new
Tales of Adventure series.
Infidel casts you as a
rather lowdown archae-
ologist who, in an under-
handed way. manages to
wrest a pretty lucrative
Egyptian assignment from
your partner. However,
once you get over there,
you find that dealing with
the natives is not as easy as
your partner made it seem
and, pretty soon, they're
poisoning your kumiss
and everything. You've got
your own personal Mid
East crisis, in fact. As
usual, the support mater-
ial is witty and enter-
taining and the game pro-
mises not to disappoint. It
will sell for anywhere from
$49.95 to $69.95 depend-

Antonio, Texas and it receives the EF
Award for the Most Unusual Rhyme for
the Word *“Also” (see line four). The se-
cond is from Marcus Murdoc, of
Lewisburg, Tennessee and is entitled

“Not My Day.”

b 0oo

Video Games

PAC-MAN, FROGGER, DONKEY KONG, too!
These are the best games for me and you.

ZAXXON, TRON, GALAXIAN, also!
They're for people whose fingers are like fossils.

NIGHT DRIVER, TURBO, POLE POSITION, too!
They are for reckless drivers like you.

Not My Day

| played my Atari but it wasn’t my day,

The ghosts in my PAC-MAN all got away.

My soccer players kept losing the ball,

And in my BREAKOUT, | couldn’t break through the

wall,

The SPACE INVADERS landed their force,

The ASTEROIDS destroyed all my ships, of course.

I couldn’t break a code no matter how hard | tried,
My COMBAT team just up and died.

Well, I've finally had it. | lost my fight.
So I'm putting my Atari away for the night.
Tomorrow will bring another new day.
I just know I'll win every game that | play.

14 MARCH
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VIDEO REVIEW.
ITGOESTOYOUR HEAD.

Subscribe now
and save $8.43 off
the newsstand cost!

Face it, you've got to be pretty hard nosed when you're
in a fun field like video.

That's why we get The CBS Technology Center to
check out all that hi-tech hardware. (Before you shell
out hard-earned dollars)

That's why we get tough critics like Andrew Sarris,
Clive Barnes, and Rex Reed to handle the reviews and

i - - - - - - - -

ready!

Start my subscription to Video Review for one
year (12 issues) at the special introductory rate of
$14.97. That comes to 70¢ less per copy than I'd
pay at the newsstand. | may cancel at any time
and receive a full refund of the balance on any
unmailed issues.

| ! Bi } Y
previews of tapes, discs, and upcoming broadcasts. L Peymeritencicssd L] Bitime. (US: oely)
More reviews than any other magazine! T
That's why we get seasoned pros like Brian DePalma, oz firieg
Milos Foreman, and M.A.SH.s Bert Metcalfe to help Address.
you on the creative end.

That's why we asked Rocky Graziano to critique a City State Zip

video boxing game.
We don't fool around.

Subscribe now and get the next 12 months of Video
Review for $14.97—$8.43 off the newsstand cost!
Savings to make your head turn.

Add $4 for Canadian, $20 for foreign orders.
Please allow 6-8 weeks for delivery of first issue.

Mail to: Video Review
PO. Box 919, Farmingdale, NY 11737

r-------------—----—----q
[ e e——————— T T T T DL Ll
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al

- _B_y Michael Blojc_héf__
TRACK AND FIELD

In a world dominated and delug-
ed by cute maze climbing and just
plain dumb games. Track & Field
comes as a welcome oddity. Here's

a game that's as physically gruel-
ling as the sport it depicts. Now
before you stop reading and say.
"This sounds just like that Activi-
sion game that gives you blisters
and makes you sweat like a pig.” let
me tell you something. You're
right—to a point. There’s still some
heavy slapping involved here. The
good news. though. is that all the
events included here are the short
ones, namely the 100-meter dash.
the long jump, the javelin, the ham-
mer throw. the 110-meter hurdles.

more good news: you won't have to
jiggle a jovstick back and forth in
public. Stern. thank goodness, has
equipped this piece with two pairs
of "run” buttons. The laster you
tap them. the faster vour man will
move.

Veterans of David Crane’s home
Decathlon cart no doubt already
have the basics down. For the rest
of you. a recap of each event. First
up is the 100-meter dash. To con-
tinue on to the next event you musl
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and finally the high jump. Oh. some

Congo Bongo and Track and Field:

finish this race in less than thirteen
seconds. This “must qualify”
stipulation. by the way. applies to
all the events. You get three

chances to better the posted time,
height. or distance. Fail and the
game is over. But all vou have to do
here is slap like crazy. Develop a
rhythm. Hit one button and then
the other.

Jumping For Quarters

Next up is the long jump. Here's
where it pays to have a buddy
along. The qualifying distance is
seven meters. One of you should
man the run buttons, the other the
white jump/throw switch. For max-
imum distance (my friend Chris
and | topped nine meters doing this)
sprint like the devil down the run-
way. Just before the athlete hits the
scratch line the second player
should press the jump button and
hold it until the number denoting
the angle of takeolf reads
somewhere between thirty-three
and forty degrees: thirty-eight or
thirty-nine degrees works best.
However. you should at least
qualify if the indicator is set at no
less than thirty and no more than
forty-two.

The same fundamentals apply in
the javelin. When you reach the
foul line press and hold the throw
button until the angle of trajectory

is between thirty and forty. Again,
the high thirties will vield the best
toss,

The hurdles should be sell-
explanatory. Just run and jump.
You'll really need a partner here as
vou will in the next event—the
hammer throw. To wind up. briskly

F L L 300 ¥

1 1L AN 000D
0000

o

tap both buttons. As the athlete
spins he will near the front edge of
the circle. The thrower should
release the hammer just before it
reaches the twelve o'clock position.

Finally. we have the high jump.
Here is where you've got vour work
cut out for you. The standard full-
steam-ahead approach is again
recommended. The angle ol ascent
depends on how close you choose to
take off. If vou're near the bar go for i
eighty degrees: readjust the
athlete’s angle as he begins to flat-
ten out.

Of course. none of the above
strategy tips can possibly take the
place of a regimen of training, clean
living and really expensive shoes.

You might also try getting cor-

porate sponsorship. You might. for
example. be able to interest one of
your local merchants into becom-

ing. say, the official dry cleaner of |
your local video arcade. Get really |
good and maybe you can get a col- |
lege scholarship or a commercial for |
razor blades.[)
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Ape and athlefe

CONGO BONGO

Probably the most unabashed
Kong clone ever, Congo Bongo isn't
just another climb-the-structure-
and-save-the-girl game. The last
thing the world needs, particularly
gamers, is another damsel in
distress. The motive here is revenge
and the perspective is Zaxxon style.
The object? Scale Primate Peak,
cross Snake Lake, survive Rhino
Ridge, and hopefully. reach the far
side of the Lazy Lagoon.

Basic Donkey Kong fundamen-
tals still apply here. You climb, you

HIGH SCORE
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jump. you duck, and sad to say you
start over again from the beginning
when you die. Thanks to the
Zaxxon-esque perspective, you can
maneuver along two planes instead
of one, and this means there's a lot
more margin for error.

Primate Peak is a piece of cake.
Just move your man as far left as
possible and climb up to the fourth
level. Time the falling coconuts pro-
perly because now you must cross
the bridge to the right side of the
screen. From here it's down the

ramp and Boofl—kiss that monkey
good-bye. Cross the waterfall and
climb the steps to the level with all
the little simians. You may notice
that at this point you've taken on
some baggage in the form of
monkeys. With the joystick at
center repeatedly press the jump
button and they'll fall off.

You'll need to make a running ap-
proach to clear the waterfall. Once
across, move as far left as possible.
Climb up until you reach the arrow

By comparison round two is far
more difficult. Logic says that here
the best way is the long way. Not

so. Jump straight across stopping
briefly at the two middle islands,
the hippo’s back. and finally the far
shore.

In round three the jump button
does double duty. When in a hole
holding it down will cause you to
duck. Here the name of the game is
to wait, but not too long. You can
squat in each hole for only eight
seconds, so get out at the first op-

portunity that presents itself. And
be smart when you do—climb out
on the side, not the front or the
back.

Hippo Hopping

In the final sequence you get to
play Frogger. Move over to the left-
most floating leaf. When it passes
close get on it and wait for the hip-
po to come up on its left side. Now
board the hippo and stay with him
until you reach the small parcel of
land that juts out into the lagoon.
The far shore is now but a fish ride
away. Hit the stairs and you're

HIGH
008900

U
005110

CREDIT 00
home free.

Although graphics in the arcade
are, as a rule, very high res, well
animated and exciting to watch,
Congo Bongo's exceed even these
high standards. The little man's
knee action when climbing up the
90 degree cliffs is realistic enough
to make you wonder why he never
needs to have his pants mended. In
fact, the graphics in Congo Bongo
come about as close to a full-length
cartoon as you can get without a
laser disc. [J

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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Space Ace chase case

£ 4 Could you tell me a little about the new laserdisc
I game, SPACE ACE?
Matthew A. Hall

Scottsburg, IN

4\ We can and we will. Space Ace ought to be in
[ “ | the arcades as you read this. Produced by

.M Magicom (formerly known as Starcom), the peo-
ple who brought you Dragon's Lair, Space Ace is the
tale of Ace, the macho hero who gets zapped by the evil
Borf's Infanto Ray—which reverts him to his younger

£2 ; Where is the Commodore 64 made and does it have
[:[ built-in BASIC? Will Atari make oll their software

available for the Commodore 64?
4\ Although the Commodore 64 is assembled in
' [ 1 West Chester, PA, some of the components are
_ made in Japan. The 64 has a built-in version of

Kurt Scherner
Rochester, NY

self, the 90-pound weakling Dexter. Ace is not too
thrilled by this (Neither is his girlfriend, Kimberly.)
Dexter's mission is to stop Borf, who plans to take over
Earth by turning its entire population into babies. The
gameplay is said to be 50 percent faster than that of
Lair and during the game you have more than one play
option to choose from—as opposed to Dragon's Lair
and its only-one-decision-is-the-correct-one format.

Since the game is in the arcades now, you may know
all this already. What you probably don't know is that
the people at Don Bluth Animation are currently hard
at work on their third laserdisc game, called—are you
ready—Dragon’s Lair II.

In this game, our pal Dirk has married Daphne, and
they have 13 kids! No word yet on when Dragon’s Lair
II'will be in the arcades. But you can bet your booties
that The Fly has something to say about this ambitious
plot line. For his immortal prose and inimitable com-
mentary, please see the last page of this issue.

Microsoft BASIC. As to the second part of your ques-
tion, by the time you read this, you should be able to
walk down to your nearest software store and buy any
of the most popular Atari titles in Commodore 64 for-
mat, under the Atarisoft label.

AP | would very much like to know if there Is a club for

I | ‘;’ the 5200 system and if so, how do | join, and
J_ what's their membership fee?

Michael Knight

Anderson, 5C

4\ We haven't heard of any club specifically for
[’l[l 5200 owners, but if you'd like you can join Atari

_®1| | Age, which covers primarily the 2600 but also
has materials of interest to 5200 fans. Their address is
Atari Age, 120 Brighton Road, P.O. Box 5068, Clifton,
NJ, 07015. The fee is only one dollar.

18
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£ | read in the November Top Secret that Centuri's
[ GYRUSS is now available from Parker Bros. as a home
game. Does that include a 5200 version, and does
the cart include the music from the arcade game? Is it also
true that there are going to be new joysticks for the 52007
Brian Newsome
Brownstown, Ml

&\ Our sources at
[Hj Parker Bros.
™| ] tell us that a
5200 version of
Gyruss will be
available in May and,
yes, it will include the
music from the arcade
game. That's the good
news. The bad news is
that Atari now has no
plans to manufacture
new joysticks for the
5200. Win a few, lose a
few. That's how it goes.

£P 3 | own an Atari 400 and am interested in expanding
it to 64K. | have heard that the Atari 600XL can be

expanded to 64K. Can the 400 also be expanded?

What do you recommend?

Stephen Mayo
Windsor, VT

&\ The Atari 400 wasn't originally designed to ac-
commodate 64K of memory, but it is expand-
able. The question is, is it worth the money and
what do you expect to gain? A memory expansion board
will not make your Atari 400 an Atari 600XL and may
cost you just as much as buying the 600XL.

L |

Q | have to admit, my curiosity is getting the better of
. P me. | recently snapped open the back right side of

' I my Atari 5200 console, and the card and edge con-
nectors | saw in there reminded me of the ColecoVision
modular interface. Does Atari has some add-ons planned

that would use this interface?

pressed by your perceptual acuity, Robert. The

‘ features you mention are there to accommodate
some sort of expansion module, but there have been no

Robert Privitera
Flushing, NY

The people we spoke to at Atari were very im-

definite plans made so far as to what or when is con-
cerned. We'll keep you posted. In the meantime, con-
gratulations on your sharp eyes: have you considered a
career as a corporate spy?

l T i
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“£2  Ken Uston gave a very favorable review of GIM

"l Electronics’ Fire Command controller console in your
|J” November issue. I'm seriously considering

buying this controller, but | haven’t been able to locate a

store in my area that carries it. Could you let me have GIM

Electronics’ address, so | can obtain a dealer list or ordering
information directly from them?

Wayne Chaplin
Gurnee, IL

Cove Road, Carle Place, NY 11514. They'll be
happy to forward the name of a dealer near you.

£D  How do the experts write text adventures so that
-~ You can’t list them? I'm thinking of writing one for
my own computer.

_z "\ That's a big topic, and one we can’t really get in-

i [:“! to here. We can tell you that text adventures as
J a class of game don't really have any kind of
copy-protection features that other kinds of games and
programs can't use, and that there are almost as many
schemes for defeating LIST functions as there are com-
puters, programmers and individual pieces of software.,
The tricks range from including a function line as part
of a REM statement (which has peculiar effects on
Commodore computers), to LOAD tricks involving
nonexistent memory locations, to flat-out encryption
of the whole program. Nearly all we've heard of exploit
some special hardware feature. So if you want to get in-
to this, you ought to be a pretty advanced programmer
who knows machine language and enough about the
internal architecture of your target computer to under-
stand how its LIST function works and where its
“weaknesses’ are. You don’t say what kind of comput-
er you use, but if it's an Atari, a good place to start
would be by reading De Re Atari, a handbook from the

Atari Program Exchange (P.O. Box 3705, Santa Clara.
CA 95055).

,ri You can write to GIM Electronics, 164 Glen

R.C. Loveland
Oviedo, FL

Do you have a question about video games or
computers 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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~ You guys think you have all the fun. You get to vote and all we get to do is count.
Since numbers aren’t our strong suit, we decided to choose our own favorites. ;
Here they are, then, the editors’ choice... 50 classic games in alphabetical order.




ARCHON
(Electronic Arts)

If you like chess, but it just
doesn’t make it as a computer
action game, relax. Relief is in
sight and it's spelled A-R-C-H-
O-N. Archon is a strategy game
like chess but with a new twist.
The pieces can not only move
and take opponents, they can
also cast spells and slug it out
with an opponent in a separate
action screen. If you emerge as
the victor in the action scene
you get the space that is being
challenged. If not. you lose the
piece and your opponent keeps
the space. Rats.

AZTEC
(Datamost)

Yes, this does, in fact, have to
do with Qetzalcoatl, the ser-
pent god of the Aztecs. But it
has even more to do with
disturbing the final resting
places of Aztec royalty. You are
someone who admires Indiana
Jones. Like him, you are an
intrepid adventurer who fears
nothing. You enter the
pyramid and climb or descend
stairs, open chests which may
contain treasure, find secret
doors and, in general, sport
about underground. But you
do have to beware of predatory
Aztec gods wandering around
some levels, large and car-
nivorous felines that patrol
others and other watchtypes.

BERZERK
(Atari)

Definitely not a game for
someone afraid to face hostile
robots. In this classic game
you, hapless humanoid, are
trapped in an edifice com-
prised entirely of mazes. And
these mazes are populated by
robots of varying colors and
temperaments. You can shoot
them or they can shoot you.
It's best to strive for the former.
Also. do not run into the walls.
They will fry you. You can lure
robots into them. This is a fine
idea. Once in a while Evil Otto,
the antithesis of those happy
faces, bounces through. He is
indestructible and knows it.

BLOCKADE RUNNER

(Interplay)
Space shoot-'em-ups may
come and go but this In-
tellivision cartridge is destined
for the Rocket Jockey's Hall of
Fame. Sporting one of the best
first-person 3-D graphic
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treatments we've seen for any
system, the game achieves a
great balance between the
normal zap-the-bad-guys stuff
and the usually overlooked
strategy element. Not only do
you have to manage the speed
of your attack and dodge
enemies, but you must refuel
by scooping up passing ice
crystals and also keep your
reactor cooled down. The best
touch: your ammunition is so
limited that every shot has to
count. At last—a space game
Intellivision owners can be
proud of.

BURGERTIME
(Mattel)

Henry Ford meets Ray Kroc.
This is a fast food chefs
nightmare—while trying to
assemble burgers with all the
trimmings, our chef is pursued
by hot dogs, pickles and fried
eggs. The chef can temporarily
immobilize his enemies with
pepper, but mainly he has to
dodge them, outwit them, or
crush them with hamburger
fixings. Since he makes the
hamburgers by walking on top
of them, this chef won't win
any awards from the Board of
Health, but the game doesn't
require that you eat them.

CENTIPEDE
(Atari)

Victorian ladies thrilled (and
Victorian gentlemen snored)
when the local prodigies
recited "“There are faeries in
the bottom of my garden.”
Centipede is a game to wake
up the Victorian gentlemen.
The premise is that you control
an elf armed with a bug bomb
who must destroy centipedes,
spiders and scorpions which
invade the mushroom patch at
breakneck speed. A novice is
overwhelmed by the pests, but
the experienced ‘peder can
anticipate the computer’s
attack and maximize points.
Built into the program is a
miniscule delay in the firing
which adds greatly to the
tension.

CHOPLIFTER
(Creative-Broderbund)

This one's for those of us who
are tired of destruction and
mutilation. It offers all the
excitement of fast action shoot-
‘'em-ups but with a noble
cause. You must save stranded
servicemen from the enemy
while avoiding tank fire and

Dovid's
MIDKIGHT
MAGIC
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low flying jet fighters. For those
who still prefer to blast away,
that option is included.
However, you only gain points
by saving lives!

DAVID'S MIDNIGHT

MAGIC

(Broderbund)
This game mystically time
warps the magic of pinball a
decade forward into the
eighties. Now you don’t have to
hunt around for old pinball
machines. Midnight Magic turns
your home computer into a
pinball machine so realistic it
can even tilt. That player/ma-
chine interaction is even
preserved here as DMM allows
the player to activate magnets,
adjust the spring and even
jostle the machine by hitting
the keyboard.

DEADLINE

rifobora e oy | it
Mr. Robner is dead and
someone has to take the rap for
it. Is it George, the dissolute
son, a man in years but a child
in behavior? Is it Mrs. Robner
who's been secretly running
around with that rat Steven?
Or is it Baxter, Robner’s
business partner? Your task as
the detective in this fine
mystery is to find out. You
question the suspects, search
the house and collect evidence.
The game is rich in humor,
subplots and action and should
keep you sleuthing for weeks.

DEMON ATTACK
(Imaygic)

This classic shoot-'em-up still
ranks among the greats. The
attacking demons are birds
that swoop, dive, and drift. In
addition to that they drop all
sorts of bombs. At some levels,
hitting the birds just splits
them into two smaller targets,
doubling their destructive
power while making them
harder to hit. Adding to the
tension is the call of the
demons. They sound like the
revving up of some mad
scientist’s machine in a fifties
horror movie. Demon Attads
proves that simple can still be
exciting.

DONKEY KONG, JR. |
(Coleco)

The story g-;es that Donkey

Kong was really supposed to be
called Monkey Kong but that a
misprint in Tokyo changed

history. Donkey Kong Jr. was
originally to be called Fancourt
Babberly. but it wouldn't fit on
the side of an arcade machine.
So Donkey Kong, Jr. it is, and it
remains one of the most
popular games around.
Donkey Kong himself is a great
ape, imprisoned by a carpenter
named Mario. The son is a
lesser ape trying to rescue him.
To do this he must climb and
jump and avoid the jaws that
bite, the claws that snatch and
the jub-jub bird.

D) EPIDEMIC
(Strategic Simulations)

You've heard of germ warfare?
Well. this game Involves
warfare on germs. A subtle but
nonetheless important  dif-
ference. In it you are asked to
combat a deadly virus which
threatens to infect the civilized
world as we know it. You've
got certain time limitations so
you've got to work fast. But, it's
not that simple. While you're
busy curing, say, Africa. this
dreaded epidemic may be
spreading to the Middle East,
India and China. A doctor’s
work is never done.

ESCAPE FROM THE
MINDMASTER
(Starpath)

The very first game to ever let
you walk a mile in Pac-Man's
shoes, Mindmaster still can't be
beat when it comes to lemme-
outta-here-right-now-please
maze game realism. You are
placed in a 3-D maze whose
walls loom menacingly around
you. The exit is not only
hidden but locked away. and to
get out you must find the
proper keys, meanwhile taking
arcade tests of your prowess
and trying to avoid the vicious
Master himself. You also get a
small map of the entire layout
80 you can see just how
hopeless your situation is.

FORBIDDEN FOREST

(Cosmi)
Sinister spiders and killer bees
are just some of the dangers
that you will encounter in
Forbidden Forest. Danger lurks
everywhere in this game and
you have no lasers to defend
you. You must fight these
creatures using a bow and
arrows. Your other weapon is
fear. If things get too tough,
you can always run away.
Forbidden Forest has three
outstanding qualities: its
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ominous sound track, its
simulated three-dimensional
graphics, and its smooth
scrolling action.
HAPPY TRAILS
(Activision)

for JJ—up ropes, down chains,
up and down ladders, leaping
from disappearing girders and
no overtime.

THE LAST GLADIATOR
IEleEt_ron ic Arts)

According to designer Carol
Shaw, Mattel's Intellivision has
a terrific capacity for
background graphics. So she
set to work to design a game
that used the background to
the full, and the result, Hoppy
Trails, is one of the best games
out for the system. In Happy
Tralls you slide blocks of
computer graphics around to

make trails for a prospector.
The game requires intense
concentration and is par-
ticularly fun for anyone who
scores well on those Army
induction tests that ask you to
mentally assemble boxes.

JUMPMAN JUNIOR

(Epyx)
The original Jumpman was a
fine fellow, but the son is a big
improvement over Pop. He can
travel at any of eight speeds as
he leaps from girder to girder in
his effort to disarrmn mutant
bombs. Lots of screens mean
lots of challenges and variety
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Friends, Romans and coun-
trymen... yes, they're all there
watching you as you battle
beasts imported by Caesar.
You must fight using all your
wits. You're deposited in the
middle of the Coliseum with
only a loincloth (or a skimpy
dress if you happen to choose
to be a gladiatrix instead) and
are given the choice of one

weapon. All of the weapons re-
quire some skill to use and a
good deal of strategy must be
employed. If you manage to
waste all the beasts. you get to
face the bloodthirsty emperor.

MICRO SURGEON

(Imagic)
In Micro Surgeon you pilot a
small but health-oriented ship
through the various systems of
the body and cure one of
hundreds of patients of one (or
several) of hundreds of
maladies including brain
tumors, cholesterol buildup,
nicotine stains and so forth.

Your armory consists of
aspirin, antibiotics and sonar.
The longer you take to cure
the patient. the more likely it
is that he'll die on the table.
The more efficient you are,
the more you can charge and
the higher your bill. the
higher your score.

MINER 2049ER
Years of careless nuclear waste
dumping has polluted the

mines of the twenty-first
century and caused a race of
mutants to take charge of the
depths. It is up to the

A

)

redoubtable Bounty Bob to
clear the mines. Bob travels
from room to room, purifying
as he goes. In the final screen
Bob must shoot himself out of
a cannon after eating TNT.
Miner has become a cult game
and is available for just about
every system.

MISSILE COMMAND
(Atari)

Misslle Command is still one of
the all-time best games
around. You must defend a city
from space invaders who shoot
missiles at the impressive
skyline. You must intercept

these missiles with your
missile intercepter (in this case
a cursor). You position the
cursor at the point in space
where the missile is and press
the fire button. An explosion
occurs. You don't have to stick
around for it. In fact, you
shouldn’t. The instant you hit
that fire button, you should
move your cursor to intercept
the path of the next missile.

MOONDUST

(Creative Software)
Never has there been a space
game like this one before. No
shooting. No evil aliens intent

upon destroying Milwaukee.
This is a peaceful space game
in which you are a spaceman
who actually enjoys the zero
gravity sensation. You fly
around and try to place a seed
in the center of a very soft,
dusty vortex. You get points
and you get to hear some of the
most extraterrestrial music
ever put on a computer game.

MONTY PLAYS SCRADBDLE
(Ritam)
If you've got a yen to improve
your vocabulary so that it
includes several monetary
units from obscure desert




nations, then Monty is the
game for you. Menty is a
computerized Scrabble game
with an awesome vocabulary
of 45.000 words. You can play
against the computer alone or
with two other players. Monty
is also available in a handheld
version with two vocabulary
modules to increase his word

power.

MOUSETRAP

(Coleco)
Mousetrap was probably
designed by a fugitive from
B.F. Skinner's behavior modifi-
cation research lab—a scientist
with a grudging sympathy for
the mice that ran the mazes. In
this maze. the mouse is chased
by a cat, but can also turn
himself into a dog and get his
revenge. The maze is an ever-
changing series of doors and
gates littered with dog bones
and pieces of cheese,

MS. PAC-MAN
(Atari)

Ms. Pac-Man is more than just
Pac-Man with lipstick and a
bow. She also wears mascara.
But more importantly, she is
the star of one of the hest ar-
cade adaptations this video
game-crazed nation has ever
seen. The premise is just about
the same as that of Pac-Man.
You are one of those rare
females not worried about
every morsel you put in your
mouth. You, in fact, spend
your whole day eating dots.
You also have energizers to
Ingest which enable you to
take revenge on the masher
ghosts who pursue vou
relentlessly, leering, whistling
and making advances.

NECROMANCER

= (Bunapee) P
The object of this game is very
simple. First plant a forest of
hyperactive trees. Then make
the trees walk over a parapet so
that they're in position to take
root. eat through the stone wall
and crash down on unhatched
spider eggs. Finally, you do
battle with the Necromancer
himself. Sounds easy, right?
Well. we didn't mention the
trolls that take delight in
trampling saplings. The
graphics are great, but the
music is better.

OPERATION WHIRLWIND

(Broderbund)
Tightly conceived. easy to
operate and tough to beat,
Operation Whirlwind is the best
one-player computer war game
out right now. It's not long on
graphics nor is it full of fast-
paced action. It does, however.
require a great deal of strategy
if you're going to make the trek
from your army’s base to the
city you're trying to protect.
You do this by first sending out
your recon men to scout the
area for the enemy bases then
positioning your different
fighter units in the most
strategic pattern. Slow, maybe,
but worth the trouble.

= PEPPER ||
{Coleco)

This is a game for compulsive
filler-inners. As you zip around
maze sections turn a sort of
Tim Leary twead as you
complete them. In keeping
with the homey character of
the zippers, bonus points are
symbolized by items such as
safety pins, claw hammers,
and scissors. At times the
maze disappears. It's all quite
surreal, and is made no less so
by the Zoroastrean make-up of
the central character. He plays
most of the game as an angel,
but can become a devil in order
to devour his enemies.

PHASER PATROL
(Starpath)

This Supercharger game has
been imitated by just about
everybody at one time or.
another, and anybody who's
played it can tell you why:
great graphics, good sounds,
tough strategic challenge and
an even rougher space shoot-
‘em-up section. The strategy
screen lets you locate the
enemy aliens easily, but when
you walk into thelr sector, you
never know whether you're
going to face a couple of wimps
or an army. And while you're
working. their reinforcements
are on the way.... The original,
and still the greatest.

AP PIRATE ADVENTURE
(Adventure Imemationc_:ﬁ

If you ever had the urge to
roam the high seas in search of
Long John Silver's buried
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treasure, you can do it. You
start out in a flat in London on
whose walls is the cryptic
inseription “Bring treasures
here.” This becomes clear later
after you've discovered the
magic word that transports
you to Pirate’s Island where
you must build a boat and sail
away. (Not pictured)

PITFALL!
(Activision)

The only transportation you've
got in this game is your feet
{are your feet?) But you can
run above ground and pick up
treasures or hop from crocodile

to crocodile or, if you've got a
bit of the Johnny Weismuller
in you, swing on a vine. Or you
can run below ground which is
a lot faster but filled with
dangers such as huge scor-
pions. It's up to you.

POLE POSITION

(Atari)
This fine adaptation of the
popular arcade driving game
will have you applying for grid
space at the Indy 500 before
you know it. The illusion of
speed and the curving of the
road are realistic enough to
make you carsick. First there's
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the qualifying race then, once
you've qualified, it's no holds

barred, patch out and eat my
dust! Shifting is accomplished
by joystick. Keep in mind the
importance of not running into
billboards or other cars. On
your marks, get set. gen-
tlemen, start your engines.

Q*DERT
- (Parker)

If a cult were ever to grow up
around Q*Bert’s appearance. it
might put plastic surgeons out
of business like that. Although
he's no sight for sore eyes, he is
one heck of an energetic little

guy whose sole purpose in life
is to change the colors of cubes
on a three-dimensional
pyramid that defies all physical
laws and hangs somewhere in
space. He is pursued by a
number of unfriendly
creatures who can be forced to
commit suicide if you know
how to persuade them. You
also can take a dive into the
void if you don't watch out.

RIVER RAID

(Activision)
Start the jet engines and
prepare to take off on an end-
less adventure up the river of

no retun. Avoid colorful
balloons and dangerous jet
fighters or your flight will
promptly end. Your goal is to
knock out bridge after bridge
and shoot every ship and
helicopter in sight, but more
importantly you're expected to
have lots of fun. In case you
think you can handle this quite
easily, think again. There's
always the constant danger of
running out of fuel.

ROBOT TANK
(Activision)

Time to head for the Mojave
Desert so that we can protect

Los Angeles. This is the basic
premise of Robot Tank. It's a
shoot-'em-up and you see no
less than a dramatic desert
landscape. The weather will
adversely affect your
maneuvering. What will also
affect your maneuvering are
enemy bombs which don't
necessarily destroy you but
could impair you.

ROCKY

(Coleco)
The Super Action Controllers
for ColecoVision look like lethal
weapons. Held like a pistol. the
grip has buttons for each finger

while the top holds a keypad,
joystick and roller. Sur-
prisingly. leaming how to
operate them is very simple—
and the payoff in Rodky is great.
Using the several buttons you
can throw a variety of punches
and perform defensive
maneuvers. The graphics are
spectacular: the fighters look
like cartoon animations of
Rocky and Clubber Lang. The
crowd cheers when either
fighter is closing in on his
opponent and the ref will stop
the bout if one man is taking it
on the chin too often. The
computer isn't bad. but this is
areal two-player game.

SHAMUS

(Synapse)
Shamus has to find his way
through countless rooms in
pursuit of the Shadow. No
matter how many terrible
obstacles are thrown in his
path, Shamus stays cool and
calm under fire. Detective that
he is, Shamus must find clues
as to the Shadow’s
whereabouts while clearing the
rooms of the Shadow's evil
minions. The screen scrolls in
all four directions. It was the
first of the monstrously
scrolling computer games and
remains one of the best.




SHARK, SHARK
(Mattel)

The big fish eat the little fish,
as everyone knows. and that's
about all there is to Shark, Shark.
Flayed at the lugubrious pace
of life at 40 fathoms, it's not
what you call lively. The
graphics induce a state of
calm—it's a game for a
deserted tropical lagoon. The
sound effects are the sort that
go under Jacques Cousteau's
voice-overs. But the big sur-
prise is the theme music at the
end of the game.

AP\ SPACE SHUTTLE
(Activision)

Hardly a game, Space Shuttie is
without a doubt the most
advanced cartridge for the
Atari VCS. The object is
simple—successfully launch
and fly your shuttle and
rendezvous with a satellite in
outer space. Steve Kitchen
kept the flight procedures as
true-to-life as possible, and
NASA gave him all the help he
needed in preparing his
monstrous (85 pages worth)
program. Once the cart is
loaded. all the buttons on your
VCS take on new functions.

SPARE CHANGE
e il (Broderbund)

Let’s start from the beginning.
You are the owner of the Spare
Change Video Arcade. Things
are going along well until two
Zerks break loose. That's the
end of business as usual. The
Zerks are intent upon stealing
coins from you, dropkicking or
dunking them into a piggy
bank. You don’t want them to
do this. You can distract them
in several ways. Here is one:
put one of your coins into the
jukebox and start some music
playing. The Zerks are dancing
fools and will drop everything
to do the old soft shoe or the
Freddy. (Not pictured)

#P\ STAR CASTLE
(Vectrex)

If you really want to find good
arcade-to-home  translations,
you can. You can even find
great ones and Stor Castle is one
of those. Like its arcade parent.
the Vectrex version requires
strategy, quick thinking, fast
action and precision. You are
flying a star cruiser and you've

J

-

got to blast a lone laser cannon
out of the sky. But first you've
got to blast away the three
revolving walls that surround
it. And the walls are un-
cooperative. As soon as you
blast one completely to
kingdom come. it reforms.

PP SUPER ACTION BASEDALL
(Coleco)

Our National Pastime was a
tough one for game designers
to put into a computer. On the
old versions you always had to
perform amazing gyrations of
the joystick to get your flelders
to throw the ball in the right
direction. Thanks to the Super
Action Controllers on the
ColecoVision these flaws have
been eliminated. Plus, you get
some nice ‘‘camera angles”
and split screen effects that
previously were the province of
ABC Sports.

SWORDS & SERPENTS
(Imagic)

In most adventure games, it's
you against the computer who
plays a number of roles in-
cluding (a) evil wizards, (b) evil
knights, (c) evil dragons and (d)
evil other. In Swords & Serpents,
two people get to play and both
take on a different character.
You can be either the knightly
prince or a wizened old wizard.
Even the keypad overlays are
different. As the knight, you
move through a maze-like
dungeon armed only with a
sword. You pick up treasures,
fall down stairways and
stumble upon scroll rooms
which allow you to warp
around the dungeon.

5200 TENNIS
(Atari)

There's no need to run out and
have your joystick strung
Nevertheless, Tennks is filled
with real game action and is
exciting to play. Your tennis
ace moves agilely around the
court bringing his racquet
back with ease and proper
timing. He is never caught
with his weight on the wrong
foot. If you don't move him fast
enough, however, he can miss
a shot altogether. The keypad
controls what sort of serve you
hit and you get to bounce the
ball until you're ready to serve
just like John McEnroe does. If
you get good enough, maybe
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you'll get to do razor com-
mercials.

TIME ZONE
(Sterra On-Line)

Crammed into six disks, this
game gives you over 1,400
different graphics and spans
several eons. You do battle
with Ramadu, the ruler of the
Neburites. an alien civilization
that's been watching Earth
since cave days. Ramadu is
worrled that civilization here is
advancing too quickly and that
Neburon is threatened. Using
your time machine you

journey through the ages and
into the future, trying to save
Earth.

TS FLIGHT SIMULATOR
(Timex/Sinclair)

Since computers fly planes
almost as well as pilots these
days, it's not surprising that
flight simulation programs are
s0 popular. This one for the
Timex/Sinclair computers is
one of the best. You're not on
automatic pilot, though.
You've got to keep a weather
eye on your instruments
(which tell you, among other

things, the weather) and time
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your descent just right. If you
don’t, you crash. It takes a lot
of practice to master the
controls.

PP\ TUNNEL RUNNER
- _{_CBS Software)

The 3-D maze game may not
be an original idea but when
you add a RAM plus chip and
great graphics you get one of
the finest variations on the
maze theme ever. And it's got
challenge, too. So much
challenge. in fact, that even the
most bored maze gamer will
find himself drawn to it. You're

you fight in War Room. In it you
get to nuke the dickens out of
most of the northern
hemisphere. You get a
scrolling map of the con-
tinental US with 42 cities
scattered around. Each city
has its own specialty. Your job
is to maneuver your Kkiller
satellite so that it intercepts
and destroys enemy nuclear
missiles. In addition. you've
got to keep the entire US
economy in the black by
protecting the cities that do the
most important jobs, War and
the Gross National Product
are both hell.

inside the maze so you've got a
first-person perspective of the
situation. There's also an
overhead view of the entire
maze topography to let you
know just where you are or
aren't. Inhabiting this maze
are several monsters who don't
like you. A built-in randomizer
ensures that you'll get a dif-
ferent maze every time.

WAR ROOM

(Odyssey)
The only good nuclear war is a
nuclear war that can be
stopped at the touch a of a reset
button. That's the sort of war
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WIZARDRY
(Sir Tech)

ZAXXON
{Coleco, Datasoft)

What can we say about this
game that hasn’'t already been
said and a dozen times, too?
Nothing really and so we’ll
simply be forced to repeat
ourselves. The graphics on this
game are sensational and the
3-D scrolling effect can't be
beat. The ship you control can
bank in both directions, climb
and drop as you pilot it over the
militaristic terrain below and
bomb the enemy strongholds.
In the end, you have to face
Zaxxon himself.

 ZOMBIES
(Bram)

Grab your sword, shield and
chain mail. get a few trusty
friends and collect all the gold
you can—there's evil magic
afoot in the kingdom, and
you're the only helmeted hero
who can possibly beat the
devil. The original-and-still-
champeen computerized
fantasy role-playing adventure
game, Wizardry's three
volumes form an unequaled
cycle of strategy. Abandon
Hope, All yve Pac-Man freaks
who enter here: this is for
serious gamers only.

The very first game from this
tiny company is something
unique: a sword-and-sorcery
Wizardry-type game that plays
in real time like an arcade
game. And what mazes: 3-D
scrolling caverns full of
stagnant pools, odd struc-
tures. tunnels, and various
malefactors. The piece de
resistance: The Realm of
Impossibility, with weird
ladders and tunnels that make
M.C. Escher's drawings look
downright normal. A brilliant
creation. (Not pictured)
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HOME

1. Q*BERT (Parker)

2. POLE POSITION (Atari)

3. DIG DUG (Atari)

4. POPEYE (Parker)

5. BURGERTIME (Mattel)

6. SPACE SHUTTLE (Activision)
7. PRESSURE COOKER (Activ.)
8.STAR TREK (Sega)

?.MR. DO (Coleco)

0. CONGO BONGO (Sega)

ARCADE

1.ZORK | (Infocom)

2.LODE RUNNER (Broderbund)
3.ZAXXON (Datasoft)

4. CHOPLIFTER (Broderbund) COMPUTER

5.FROGGER (Sierra) _
6. DEADLINE (Infocom) 1. POLE POSITION (Atari)

7.ZORK Il (Infocom) 2. MACH 3 (Mylstan)
8. ULTIMA 1ll (Origin) 3. DRAGON'S LAIR (C'tronics)
9.SNOOPER TROOPS #1 (S'ker) 8l 4- STAR WARS (Atari)

0.TEMPLE OF APSHAI (Epyx) 5. DISCS OF TRON (Bally)
iatio: 6. CRYSTAL CASTLES (Atari)

7. GALAGA (Bally)
8. MS. PAC-MAN (Bally)

9. ELEVATOR ACTION (Taito)
0. MILLIPEDE (Atari

The arcade Top Ten courtesy of REPLAY MAGAZINE. The com-
puter Top Ten courtesy of SoftSel. The home games Top Ten is
the result of a nationwide poll.
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Sierra On-Line grew from a small ad for a game called MVSt(‘I'y House placed in

. Micro magazine in 1980. The creators of this game were Ken and Roberta

thllams. That wa.s her first venture mto the world of adventure games Since

_Interview by Phil Wiswell
EF: Your love of |lt’er6ture is the reason
actly how did it start?

RW: My husband was wmkmg asa
computer programmer in Los
Angeles, and he had a terminal that

. you could hook into a big IBM in

downtown L.A. by using the
telephone lines, He would bring it
- home to do his work, and on that

. IBM system there were some

- games. One of them was called Co-
lossal Caves, by Crowther and
Woods. and it's now known as
Adventure. They designed the

game at Stamford in 1976. Any- .
wayv, I played it and immediately ©
got addicted to this tvpe of activity -
because I'd always been a reader. -
But (o me this was even be'tter '

1.1

happen tq you. When you, discov-'
ered a new area in a strange land, |

you would feel like you were there: | e

and were really discovering iton |
vour own. You get all sorts of émo-
tions going thal you just don't feel -

- when you read.

When [ finally fi mshcd Adventure
I wanted more. but nobody was

' thing about this s: Roberta Wilhams is not evena t'amputé’r programmer

. writing adventures at the time ex-
‘cept Scoti Adams; So when we
bought our Applc I gnl some Scou

........

.....

‘there wasn't much to c]wose frorn ‘ iy
'0uts£de ScolLA.darﬂs And’ I believ- . ok

who would like this kind of game

50 I thought I'would help out by
 starting work on my own game!

EF: Thot was MYSTERY HOUSE. Did you -

write it first as a text odvemure cmd e

odd graphics Ioter?




25 5s T :
= -
LUS - 4 by H =
i ¢t 9 T 0
28 ; " LI
T i rd @ 8 or B &cF 84
L T its 71 ud it
pd o : HH.-\* 1 B
id 2 - ¢ y =S8 VP Ak
. - Pvily
¥ - g4 L :
PES e S gy 94 o 4 s LI 72
= i L7 4
- T .mﬂ . AP 1
- ' 73 =
AT e I3
Vid e
pe
o
-
1 -
'
=
T Yy
.- e
o z fas 2.
32
s
" F o
‘__?u.w..‘
.
-« V.
=
-
-
vt : gt g gt o8 - el
Cov vse guede cn son e fosdecs 2 e o o 155 :
D X o R X X A e R e EEE 53
. GesEssbedsciusus wosds L g . - A o &2 r 8- <8 1. .J\r‘... R S ] s
¥ e P’ e - r 3 . | v . - - B e e Ve 1
- geegeeyeevede sy i e P AR PR ERFE AT R AR Tt
« . . . i ~f g i L e TR S S R e Bt o
i . SedgusduanEen: : 4 oy - L 4 i 3 ¥ ¥  oaw
bi g . _ ik - <8 - 5% - &b 1 oo - - - &8 LTI TENYEmY I ANY T a TS
7 i 1 x B e - ﬂ H - g -  ATE TSI YS YT AT e ey
3 Y : e —
P 3-S5 \ﬂ.-.dtll\‘..!d_..ri...o!ldcﬂrdqi - P R )
i d B B B oo B g 8 . -
Y > AT A T TS ey - W -
ah..i YT e T ST A Y P T TSN TS r ST TR X
Y e R Y Ty Sy P A Ea Y o o iy g g
.ni..lﬂiluJ.‘llld.t.ld.‘ﬁl.l(\..r(d‘t!.-.\ » Y FE Y TT ey
1 L ‘41]‘1‘.1114"4‘1.-‘i"ci‘!w";&‘ e —
- A ] . : ’ . ’ drp sy T Ty TSR e Y T e Y S vy P A Y
w 1 1 ! X Y Y -\..1!..14!.4.1.!1.4‘\!‘,1’1.10.344!1!.11.?!.-1..1 g T —
Y ¢ \TQ}QIJ\...-)!1|}.11|._t.-.ll1l|ldoa.s..1 B~ v wrn s wera S
R MY P Ty T me Y R Y Y Y N T ¥ X vers . -y vy
.frilc.i.olqi.’40;.).......!4.41-...!1.1.-1.0l!a-llu!( - R T Rk b |
.4‘ltiﬂ0.4||.1|4A.thlql.i.ldtl.i.ﬂﬁ.rl-1|.1.... : ' Em n g Y Y
T ee YT TN Y T Y E Y L ST Y YN B L s
e P e PPy T oYY T TR NN TPy T S sy w s e N
:ﬂllliQ.-u!!.ld.ﬂ‘}!{?.r1!04.1‘44!&!4-ild![{ B T L = bt s b =
ey s My P TP e r Py TR Y S T PR Y TN PN iy e Y T
T R AT PRy T Y P TR Y T R e ey X Yaan b iy W e P
N raws gy f ey Fois vy Y I Ty S TS 22REREDEELALEDEIES
¥ - iy g P ¥ By TR T AR I RN TR T O ST IRNYTE - R e ¢ -
P F T Y PN TR PR YT FYE TR G W . e
R e T Pt Y PN TR PRI Y YT v s ey oy v S
WAL 82008 2 A5-AS AR E SED I EEEEe & B S
e S T Ty Y ST TR T Y
B IRt/ e B A B
e i Wy TR TN X
i g W W ST T Y Y
-l Soch A P e R A
F St S B BARSS- S AT
Wy S vy T T
B v f ey ¥y w
o T v P e €LY P
P i S BB S HDIEDRRET A F R
v T mr Y TP TR £ S
-"4'-‘4.|llli.-1|.|llf - .- -
I e P T FM Y P T T YT F Y Ty
1 Y L e v e sy iy Pre Yy Y Sy
1 e ® BT P P N Y Y Y P

JLLLIL , b




'_ELECTRONIC FUN____WIT.H COMPUTERS & GAMES

RW: No. it was never done as a text
adventure. Mystery House was
done as a high-res game. In its in-
fant form it was designed as “"an
adventure.” There was really no
thought about exactly what it was
going to be. The scenario was
designed. But then we decided to
put in pictures and changed the
design to a graphic adventure.

EF: Did you think it would capture a
wider audience with pictures than
without?

Lo A
RW: We thought it would be new
and exciting. When | was playing
Adventure and the early Scott
Adams games. | thought it would
be nice to see a picture on the
screen and not just the brief written
description. 1 don’t know why I
thought that. [ just did. But [ didn’t
realize how limited computer
graphics were. I found out when we
actually started trying to put the

pictures up on screen—that was
even before a graphics tablet was
available and we had to use this
odd thing called a VersaWriter
which was very hard to work with.
When 1 look at the graphics on
Mystery House now. [ get embar-
rassed. But at that time it was quite
an accomplishment because there
was no way to draw those kinds

of pictures on a home computer,

EF: Graphics took a big step forward in
your next adventure, THE WIZARD AND

[ i

THE PRINCESS. Why?
RW: Well. by that time we had got-
ten a graphics tablet which made
things a lot easier. Then we
discovered how to add color, and for
a good year and a hall or maybe
two years we had a margin on
graphic adventures because nobody
else knew how to put that many
color pictures, 100 or more, on a
disk. At that time, the most anyone

could fit was maybe eight or ten.
But my husband figured out a way
to do it.

EF: How did your adventures progress
from THE WIZARD AND THE PRINCESS in
terms of what changed?

RW: The next one, Mission
Asteroid, wasn't part of the progres-
sion. Most people have never heard
of it because it didn’t get much
press. IU's a beginner’s adventure
game and | just whipped that one
out in a couple of weeks because we
wanted it on the market by
Christmas. Mission Asteroid is pret-
ty easy to play. The big progression
came with Time Zone which
utilizes 12 disk sides.

EF: What prompted that epic?

RW: I aimed it at an audience that |
assumed was like me. When [ play
adventure games [ don’t want them
to end. | was always disappointed to
come the end if the game was good.
[ always wanted them to continue
so I could discover even more new
places. To me, that was the excite-
ment—to find a whole new region of
the game where | had never been.
still waiting to be discovered and
explored. And when I saw how
small the games actually were, 1
was disappointed. So | thought,
well. I'll make a really big one that
will go on for a long. long time. And
I did. I really set out purposely to
make a very big adventure game.
It's similar to the circumstances
that prompted me to do Mystery
House—my thought was that I
couldn't possibly be the only plaver
who felt that way about the types of
games | liked.

To get back to what you asked
before... the evolution from The
Wizard and the Princess to Time
Zone was obviously the increase in
size and the intricacies of the
puzzles: Time Zone is a very hard
game. From that to The Dark
Crystal I would say the graphics got
a little better and my vocabulary
style changed—my description of
what was going on around the
player was more detailed. | was able

From Roberta’s first game, MYSTERY
HOUSE, to DARK CRYSTAL, (above left)
the graphics and vocabulary both im-
proved.
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to use more adjectives.

EF: Where will the progression go from
here?

RW: My new game is a big change!
It's going to be on the PCjr.

EF: Why the PCjr?

RW: IBM came to me a long time
ago and asked me to write an ad-
venture-type game for the forth-
coming PCjr. They said it couldn’t
be like any other adventure game
that had been done and it had to be
replayable. And my type of game,
usually. when you solve it once,

that's it. There’s no reason to play it

again.

EF: That's true of most adventure
games, isn’t it?

RW: Yes, except the fantasy/role
playing games, Ultima or Wizardry
you can replay because you have a
character generator and you can
make different things happen. But
that's not my style. In effect, IBM
was asking me to go against my
style. And I couldn’t think of any
way to make my kind of game re-
playable without having a character
generator. | thought a long time
about this. I'd always wanted to
have an animated adventure game,
but the game I foresaw really
couldn’t be done on a computer
that existed up to that point in time.
Then I found out what the PCjr was
capable of. I was really happy when
[ found out that this comptuer
could do things other computers
could not do. | could finally have
my animated adventure game.

EF: What's so special about the PCjr?
RW: It has 16 solid colors. It's hard
to do animation with artifacted col-
ors. but with solid colors things are
much easier. Also, it has more
memory— 128K—and it takes a lot
of memory to do animation. My
game will be available on the PCjr
only until other computers come up
to the game's requirements.

To get back to my original
thought, [ had to make it replay-
able. The only way I could think of
to do this without using a character
generator was to make it so the pro-
blems could be solved in more than
one way with different outcomes. In
point of fact, it's not totally
replayable but you can play it
several times before you see every-

thing, and then you've got to throw
it away!

EF: How does the game work?

RW: Like the original Adventure,
you get a score. Certain objects are
worth a certain number of points
and if you do certain things you can
increase your score. If you don't do
certain things your score might
decrease. If you solve puzzles the
more obvious way. you get fewer
points than if you solve them the
more difficult way. Different things

can happen: you can see different
things depending on what you do.
And this game is in real time. In
fact. there are characters roaming
around in this game that can ap-
pear and get you at any time.
Essentially it still has my style: you
are still you—you don’t generate a
character—and you still have to use
your wits and logic to solve the
puzzles. Plus the story lines still

look like my kind of story lines. Yet,
the new game has a lot of new
qualities. It has animation. Your
character walks around and you
control him with a joystick. not the
keyboard. He can run and walk and
swim and jump and stoop...

EF: And is all this done with graphics as
beautiful as those from THE DARK
CRYSTAL?

RW: Better. The graphics are great.
Your character is full color and the
game has sound going most of the

time. You hear little birds singing
and doors creaking open and other
things like that. And it has three
dimensions. You can walk behind
objects. in front of them, or bump
into them. []

Bottom right, a sneak look at
Roberta’s newest adventure gome for
the PCjr. The other three shots are
from TIME ZONE.
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LITERATURE

A reading program for reading programmers

This year, it's “‘in"’ to write books about computers. This means there are a lot
of books available on this subject. Not all of them are good. Some, in fact, are
not good. EF wades through some of the flood of computer literature and tells
you which ones enlighten and which ones turn the light right off.
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COMMODORE
COMPUTING

writing text adventures, and in-
cludes several complete programs
for you to boot up on your com-
puter. In addition to explaining the
principles of adventure writing, it
analyzes each program. detailing
what the subroutines do. Once
you've mastered the principles in
the book you can go on to write

even more complicated adventures.

There is no shortage of books
that are Apple specific. They tend
to fall into two categories: those
that address isolated functions of
the Apple such as graphics and
those that provide more or less
general knowledge. These. in turn,
fall into two categories: those that
assume some sophistication on the
part of the user and those that

assume no sophistication whatever.

The four books that will be dealt
with here are How to Write an Ap-
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ple Program, Write Your Own Ap-
ple Games, The Elementary Apple
and The Creative Apple. These are
not the only books out there. By no
means. They simply represent a
fairly complete cross-section of the
types that are available.

How to Write an Apple Program
By Ed Faulk, published by Data-
most, purports to be a guide to
more efficient programming techni-
ques. According to the author, the
methods that will be discussed are
variously called “‘modular program-
ming’’ or, sometimes, "'structured
programming.” or, sometimes,
“top-down development.” Well,
perhaps the programming tech-
niques are structured but the book
itself is most definitely not. The
author would be wise to look into
the guidelines he sets down for pro-
grammers and then apply them to

INGLUDES 25 READY-TO-RUN PROGRAMS
SALLY GREENWOOD lAHSEII

(AN

BASIC FUN |

WITH GRAPHICS

THE way

his own writing techniques. What-
ever valuable information the book
may contain is obscured by
limitless and annoying prose whose
primary purpose, it would appear,
is to fill blank space. For example,
in the middle of a long tract on the
proper breakdown of a program,
the author launches into a windy
digression which he later acknow-
ledges with a feeble attempt at
humor: “But | digress! Back on the
ranch, we see the cow...Whoops,
wrong book.” This sort of wander-
ing is not only unnecessary but
distracting and makes the reader’s
task that much more arduous until
it finally discourages him altogether
from wanting to plow through all
that fluff to get to the good stuff.
A guide to more efficient program-
ming techniques could be a very
Continued on page 74
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WHAT YOULL SEE IN
THE APRIL ISSUE OF COMPUTERFUN:

SETTING UP YOUR
OWN COMPUTER
BULLETIN BOARD
Computer owners

with modems can access
hundreds of on-line
services, on which they can leave
messages to buy or sell equipment, trade
programs, or just say hi. We'll tell you
how to set up your own “bulletin board’
including what it might cost and how it
could put money in your pocket.

THE ELECTRONIC PAINTBRUSH

How to get the most out of the new graph-

ics programs that help you make beauti-
ful artwork on your computer screen,
even if you can’t draw a straight line.
A step by step, profusely illustrated
guide.

THE INFOCOM PHENOMENON
The inside scoop on what makes those
best-selling Infocom text-adventure
games so good, along with ways for you
to beat them quicker.

SLIPPED DISKS

A regular ComputerFun column

that introduces you to the most
intriguing and unusual new software
programs on the market.In April we'll look
at an I Ching program for your Apple
computer that puts 4,000 years of Oriental
cultural on one 64K disc.

PLUS

your favorite Fun depart-
ment, like Hacker's Helper,
Glitches, Input/Output .
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Ilglgﬁiéﬁi Oh, Boston's the land of the bean and the cod where the
!ﬂ}%%?iﬁﬁ% Cabots speak only to Lodges and the Lodges speak only to
a'ziﬁﬂﬁﬂ God. The Unknown Arcader, however, will speak to -
B Jjust about anyone and has to in his never-ending

e T quest for the ultimate gaming room. Being in

L I} Bostonwaslike ablast from the past for UA. This
g%%%ﬁ% was the city of his innocent youth, the home of
EE-W;? his alma mater. Nostalgia for days gone by !

iz overwhelmed Our Man but, wiping a tear from
T his eye, he pushed on, visiting all the arcades

B ER LT and taking notes—notes on which he knew g
‘E?ﬁgﬂg he’'d never be tested. That's one thing the
.ﬁémiﬁii life on the road has over the life of a student.
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The last time I was in Boston |

was preoccupied with choosing an
elective for which I wouldn’t have to
write term papers. Between Fenc-
ing, Vegetarian Cooking, Yoga and
Intramural Volkswagen Repair. |
managed to squeak through my last
semester without touching finger to
typewriter. Times have changed. so
have I and so has Boston. Easy
electives now include Intro to
Metrics, Dressing for Success and
World Aerobics. From fire buttons
to "ENTER" key my fingers are
seldom idle, and Boston—well,
Boston has quietly become host to
some of the best arcades in the
world. And that ain’'t baked beans!

The Mass Pike is not a fish. |
pointed my radials down the Mass
Pike toward the looming Prudential
tower, sight of one my many
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summer jobs while in college. If you
took all the Chicken Kievs I cooked
high atop the Pru and laid them
end to end, they would stretch from
Bunker Hill to Harvard—but they'd
tie up traffic something awful and
leave a heckuva mess.

A few blocks up Huntington
Avenue from the Pru was my first
stop: The Game Room. This 12-
year-old arcade used to be known
for its ancient pinballs and the
weird mannequin-pilots in the
window, but all that is gone. Now
this basement-hip establishment
features 65 machines including
Dragon’s Lair, Monster Bash and
Star Wars. And it's dark. Very
dark—even at high noon. With its
black ceiling, cinderblock walls and
semi-underground location it's got
the feel of a real college hangout.

Which it is. It's practically on
Northeastern University campus,
and as you walk through it, you
have to be careful not to step on
bookbags and backpacks.

To get the place shaking I
dropped a token in the jukebox.
What? Five plays for a token! By
the time 1 finished choosing be-
tween The Police, Elvis Costello and
the Stray Cats. the place had filled
up. An anthropology student was
exploring Lost Tomb. An ar-
chitecture major was toiling over
Blueprint: monsters chased
housewives all over the suburbs. If
these guys’ parents knew where
their tuition money was going,

Above, the Game Room which, in UA's
college days, used to be known for its
welrd mannequins,



they'd run all over the suburbs too.

As for the clients, they all seemed
sort of alike—baby-faced, in oxfords
and Walkmans. carrying The
Worldly Philosophers and hum-
ming Joan Jett songs. With my
vidiot pallor and roadweary sen-
sibilities [ wanted to protect these
tender babes from the harsh blows
the real world held in store for
them. I wanted to block the door.
like Holden Caulfield catching the
children in the rye. Let these pre-
adults stay here forever in the warm
glow of Jungle King and Ms. Pac-
Man, and never experience the
desolation of a Motel 6 at midnight
or the long stretches of double
yellow lines that lead straight to old
age.

The high scores confirmed my
estimation of these tweeks:

Robotron, only 140,325: Bump 'N
Jump, 192,536—eamest amateurs.
I shed a tear for lost youth, tripped
over a bookbag and went out into
the light. A trolley rumbled by and
students hurried to lecture halls. |
gunned my engine and peeled out
in my old heap. A cute coed in a
new Celica took my parking space
immediately.

Next stop The Teddybear Amuse-
ment Center. The Teddybear is to a
boardwalk arcade what a Volvo is to
a dune buggy. In a business district
of downtown Boston. it is the
essence of corporate chic. Long
boardroom curtains block the light
and gray carpet blends well with all
the gray flannel inside. There are 78
immaculate machines including the
incredible M.A.C.H 3 laser game
and a dual-screen Dragon's Lair. A

beautiful Namco Shoot Away skeet
shoot simulator looked like a picture
window onto a pine forest.

“What a feeeeling...” the theme
from Flashdance invoked as |
skidded through a few rounds of
Discs of Tron. The glowing cabinet
was like a tanning booth: I wished
I'd brought my Coppertone.

Brokers and accountants crowded
around Birdie King, an 18-hole golf
game with separate fairway and
green screens, and an intercepting
blackbird. Other popular machines
were Pole Position, Ms. Pac. Cen-
tipede and Front Line. There was a
mint condition Space Encounters, a
black-and-white Buck Rogers-type
The Teddy Bear Amusement Center
(above) is the essence of corporate chic:
gray carpet and gray flanneled players.
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game with built-in colored lights.
But the oldest machine (besides the
rotating barber pole) was Stratovox.
There were both American and
Japanese versions of Pac-Man and
Pac-Man Plus.

As soon as M.A.C.H. 3 became
available, T bolted. I must have hit
that machine at 60 miles per hour.
Dropping in four bits, I selected the
fighter option. Mountains, fields and
ravines zipped by as | blasted away
and dodged flak. Next | tried the
bomber option but I couldn’t bring
myself to bomb the freeways I call
home. Neither did I have any in-
clination to detonate nuclear
facilities. But the fighter game was
so good I was willing to forgive the
questionable taste of the bomber
game, as well as the weird sign on
the cabinet: “Feel the realism™—

&5 MARCH 1984

whatever that means.

The Teddybear hosted a video
game fair to benefit the
Massachusetts Association for
Mental Health last winter. Gene, the
manager, said he also gives away
loads of tee shirts and posters for
various promotions, and trophies to
anyone scoring over a million on
Centipede. No one came close while
I was there, but it was still early.
High score on Robotron was a
measly 113,075 and on Juno First,
166,370.

[ hated to leave such a world class
arcade. Even Frankie Vallee, on the
radio advised, “"Just hang on to
what you got..."” But duty called,
like Paul Revere. If I'd had a musket
I'd have slung it over my shoulder.
But I only had a shoulder. And
there were no Redcoats to fight,

\
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only Klingons and Droids.

If you're on your way to Harvard,
stop at 1001 Plays on Mass Ave. In
the spirit of higher learning, this
sunny storefront arcade has FAX.
“Who led the Green Mountain Boys
against the British?" it asked. The
brainy player answered correctly,
“Ethan Allen.” And I thought he
only made furniture. I guess that’s
why I didn’t go to Harvard.

There are 55 machines in all, on
two levels. including Mr. Do’s
Castle, the Lair and Centuri's
Aztarac, a round screen, defensive
game which plays like a com-
bination of Space Zap and Asteroids.

Unlike the letter sweaters and

1.001 Plays (above) caters to a
younger crowd. Jean jackets replace
gray flannel suits. It's very suburban.



pinstripes of the first two arcades,
jean jackets were de rigeur here and
the crowd was younger, Even
though it’s only a stone’s throw
from Hahvahd Yahd, 1001 Plays
has got a suburban feel—like your
best friend’s mom’s kitchen.
Everywhere you look there's for-
mica and houseplants.

“I used to come here everyday,”
said Kevin, a gawky guy in wire-
rims. as we shared a game of Krull.
“But I can’t anymore, cause I'm
saving for college.”

“Every quarter counts,” I thought
as he was flattened by a boulder.

Some of the little kids were play-
punching Desmond (the manager),

which looked to be pretty much fun.

So I took a swing at him myself, but
then he frowned. so [ hit myself on
the head with a Swedish Ivy. That

made him smile so | took off while
the going was good. On the way out
[ got a glimpse of some respectable
high scores: Frenzy, 201,181;
Gyruss, 202,900; and Centipede, a

I admit I'm a sucker for a board-
walk arcade. give me the smell of
the ocean. the rumbling of skeeball
and rock 'n’ roll over bad speakers
and I'm easy. Funland is one of
several arcades at Nantasket Beach.
It stands in the shadow of the
rickety old roller coaster at Paragon
Park. While it’s big as an airplane
hangar (it used to be a roller rink) it
only fills up during the tourist
season. A lot of machines are
removed in the fall, and in the
winter it's closed altogether.

From the tin roof to the tile floor,
we're talking funky. There's a dusty

Star Fire, Super Bug. Video Pinball
and Sprint. to name a few of the
antiques. There's also a Punch Ball,
skeeball and the accompanying
prizes: rabbits’ feet. squirt guns and
tapestries of The Last Supper. Lest
you think this joint is caught in a
time warp, there was also Xevious
(40,000). Food Fight (432.400),
Mappy. Dragon's Lair and Star
Wars.

“They ought to have cuter people
working here,” complained Kelly. a
blonde in a windbreaker. She worked
over her fruit-flavored Trident like a
piece of tough steak. She’s had a
grudge against the place ever since
they moved out Pengo.

Funland (above), like Woody Allen's
character’s apartment in ANNIE HALL, is
located under a roller coaster.
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I backed into a remote corner of
the arcade and found myself beside
the Sex Tester. Bob Seeger belted
out “Fire Down Below™ as 1 dropped
in a quarter and pressed the button.
Nothing happened. No lights went
on. No buzzer. No skyrockets. No
nothing! I must have given it such
a jolt, it short-circuited,” I thought. |
wasn't “"Romantic,” "Wild" or even
“Harmless.” I didn't dare ask for
my quarter back—I preferred not to
draw attention to my inadequacies.
I took a deep breath of salt air and
went looking for my jalopy.

The Dream Machine in Methuen
Mall is part of a chain (which in-
cludes Funland). It's like a Disney
movie, squeaky clean family en-
tertainment. Tucked away in the
“Food Court” of the mall, you can
run out for a poo-poo platter or
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Bavarian strudel between games.

There were 49 spotless machines,
Lair being the newest. The kids
were pretty young, around nine to
16. Some parents dump their kids
there while they shop. Others come
in with the kids to play. Mall em-
ployees come around too, in fact.
they get two free games a day. It's
especially popular with the DDS's
from The Dentists Collaborative at
the other end of the mall.

"Dream Machine offers special
birthday deals and high score
contests,” said well-trained
manager, Tim Haley, as he picked
up some lint from the carpet.

Tim introduced me to the kindly
old changemaker, a white-haired
gent named John. He works at the
Dream Machine to supplement his
social security and adds to the

ironclad respectability of the
wholesome place. If you had to
leave a baby on the doorstep of any
arcade, this is the one to pick: old
Uncle John would treat it right.

A pubescent Lothario was
wacking away at Chexx, actually
lifting the machine off the floor. The
little narcissist was trying to get his
friends to bet on the outcome of the
game—not exactly in keeping with
the arcade’s apple-pie image. 1
snuggled up to Time Pilot nearby
and made a big show of scoring
280,000, drawing the attention of all
of his friends. Finally wiped out in
the UFO screen, I turned to the little
bully and said. “T'll take that bet if
Part of a chain, the Dream Machine
(above) is located in a Boston mall and
is as PG as a Disney movie.




you're still game.” He made some
lame excuse and wandered off to
play Asteroids (two games for a
quarter).

Having restored the moral
equilibrium of the place, I pointed
the ol' purple sneaks toward the
door. Strutting past Subroc 3-D
(83,400) and Tempest (932.800
wow!) I left a sea of grateful little
faces in my wake.

It was late when I arrived at Fun
& Games on the Golden Mile in
Framingham. I was wasted with
videovision and too much poo-poo
platter. I might have skipped it
altogether if [ had any regard for my
health and well-being but. when
you're on a mission, selfish con-
cerns take back seat; but my back
seat was full of months of dirty
laundry. I forged ahead any

and boy am I glad I did.

Listen up! Fun & Games just may
be the best arcade in the world—I
know I haven't seen every arcade,
but from what I've seen (and these
peepers have seen a few!) this is
definitely par excellence.

To walk in is to be dazzled by the
lights (some of which come from
Elton John's stage show). There is a
Flash Gordon-type space ship

nded from the ceiling and a
silver alien over the front door on a
revolving platform (from Earth Wind
and Fire’s stage set). High marks in
the razzle-dazzle department. but
what about substance? Well. it's got
over 200 machines in ei
and is open 365 days a vear. And
these aren’t surplus machines. In
addition to the ubiquitous Dragorn’s
Lair and the fabulous M.A.C.H. 3,
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there was Astron Belt (first place I'd
seen it on this continent]. Bega's
Battle and a prototy ecer game
called Hoccor (not to be confused
with Hacker who edits this
magazine). Add a snack bar and a
couple of hundred restless teenagers
out for a good time, and that's what
I call a party. This is a place to strut
your studded leathers or pointy
boots. The girls wear sweaters, fresh
out of Woolite. The boys try to
catch their eye in muscle shirts and
denims. For anybody too young to
get into a disco, this is the hap-
pening place on weekends. And
sometimes the disco goes there, like
Continued on page 79

Fun & Games COULD be the best arcade
in the world. Is this the end of UA's
career? Maybe...
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Adam: The
Buck stops here

BUCK ROGERS Z4

by Michael Blanchet

. Coleco/Adam
Coleco's new Adam Computer may be affordable and

easy to operate but it is not, contrary to its maker's
claim, “‘the most sophisticated video game playing
machine” ever produced. All things considered Adam is
really no better than the standard ColecoVision console
and in some respects, worse. If this, the premiere of-
fering, is any indication of the quality of games to
follow, some Adam owners may be disappointed.

Based on Sega's arcade game, Buck Rogers, like all
made-for-Adam software is stored on what Coleco calls
a digital pack which is essentially an audio cassette.
Supposedly each game pack has a memory capacity of
256K. If this game has that much memory, it certainly
doesn’t show.

As the game's namesake, your mission is to [ree the
Planet Zoom from the tyrannical reign of some un-
named aliens. To complete one cycle of the game you
must fight off various alien craft in both landlocked and
aerial encounters until you reach the command ship.
To destroy this ship you must first hit all four of its
engines. Once it is crippled. you then blast away the
gates that lead to the space warp. Here you are
rewarded with temporary safety and a new, more
powerful ship.

The perspective employed here is a clever com-

- utiling, .

bination of first and third person orientations. You see
your ship as it flies but you view it from behind as you
do your racer in Pole Position. Your fighter has limited .
airspace in which to maneuver. It can climb or dive
within the bottom third of the screen and do some side
to side banking depending on the scenario. Steering this
fighter is no joy thanks to the stiff. short-shafted
joystick that comes with the Adam package.
ColecoVision owners will immediately recognize this ill-
designed piece of hardware. It's the same controller that
comes with that console only this time it's a creamy
beige color.

Your defenses and speed are controlled by the two
side buttons on the controller housing. Points are
scored in two ways—by shooting ships and by ac-
celerating along the planet’s surface. The faster you fly,
the more points you'll score.

Since a Super Game Pack offers so much memory,
Coleco was able to take great liberties with this game.
Additional screens have been added including a Hall Of
Fame screen. These embellishments can be welcome,
but not if their inclusion is at the expense of basic
gameplay. This seems to be the case here. One critical
visual element of this game, the illusion of increasing
speed, was completely omitted from the home version.
Whether you are hovering motionless or moving along
under full steamn, the playfield scrolls by at the same
unchanging pace. Furthermore, the illusion of depth,
another critical element in this particular game, is
poorly presented and executed. Incoming attackers
blink from position to position. leaving you with the
feeling that the playfield is jerking forward step by
shaky step.

Finally, I am concerned with the durability of the
cassette medium. Each time the game is reset the
cassette rewinds and replays. There's a lot of friction
here and friction means wear. A game cartridge has no
moving parts and it’s usable lifespan is almost limitless.
After playing Buck Rogers a scant fifty times, I noticed
an ever-increasing number of on-screen glitches. I can
only presume they were caused by tape wear.

THE WITNESS 114

Infocom/Atari

Aoy by Louise Kohl

Any dyed-in-the-wool mystery addict would welcome
an opportunity to tackle clues and suspects firsthand
and Infocom’s The Witness certainly gives you that
chance. This game is neither as complex nor as littered
with red herrings as Infocom's Deadline. But while I
don't know anyone who’s actually solved Deadline
(vet), a few friends and I cracked this case within a
week or so. This is probably much too simple for a
hardcore text-adventurer—and it certainly doesn't
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overtax your capacity
for inventive solutions.
The cast is small,
which is not to say
limited. You are a po-
lice detective called in by
Mr. Linder to investigate threats to his life by Ralph
Stiles, his wife's lover. Or former lover—Mrs. Linder
(**Virginia"" to Ralph) has recently committed suicide.
There's also Phong, the Oriental butler, and the
daughter of the house, Monica of the lamentable
vocabulary. She's read too many third-rate imitations of

Dashiell Hammett, and is given to calling you *‘shamus.”

As usual, Infocom’s support material is imaginative,
witty and clever. Your file includes a telegram from Mr.
Linder, a copy of Mrs. Linder’s suicide note, a local
newspaper and a pack of matches with a mysterious
number scrawled inside the cover. You also carry a
snub-nosed .45 (“gat” or “heat” to Monica) and a pair
of handcuffs.

The first thing you have to detect is why you've been
called—and getting an answer to this is more time-
consuming than such a simple question would seem to
warrant. Mr. Linder is evasive, Phong is inscrutable,
Monica is largely unintelligible and who knows where
Ralph is.

There is what amounts to a mandatory time lapse at
the beginning during which you're stuck in one room of
the house. Witness is flawed, but it’s not a bad warm-
up to Deadline.

Have a drink and look under everything. Don't forget the
handcuffs.

MOVIE MAKER 2111

Reston/Atari

By Randi Hacker

See man's best friend race on screen while remaining
in one place! Thrill to the antics of The Little Tramp as
he picks a flower for Paulette Goddard! Rejoice as the
lonely little robot puts himself together! You'll laugh!
You'll cry! You'll roll in the aisles! But most of all you'll
have a high ol time putting together your own short
animated cartoons with Movie Maker.

Although no huge search lights to announce
premieres come packed with this particular program,
this won't in any way affect the rave reviews you'll give
yourself once you've put together your own film. Unlike
other graphics programs, Movie Maker allows you to
draw a picture and then animate it through the use of
sequences. The end result is a technicolor, computer-
generated animated feature.

If you're at all familiar with animation, you'll know
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that each frame is essentially the same drawing with a
slight change. When these “cels™ are run in sequence,
they create the illusion of movement. Movie Maker
operates on the same concept except it saves you all
that trouble of drawing the same shape over and over
again which, in turn, relieves you of the worry that you
won’t be able to do it exactly the same way twice.
Using the duplication option. you can simply stamp
your original drawing many times on the screen. You
then use an edit option to move the elements you want
moved as much as you want to move them. After you
number the images in the order in which you wish

them to run, you only have to make the popcorn, sit
back and watch.
Sound effects, color, music: everything you need to

make a complete short subject is included on the disk
and whether you choose to draw your own characters
or select from among the vast collection that comes
with Movie Maker, you're sure to impress yourself with
your end results. You can create more than one
sequence, drop in background colors and even save the
movie on cassette or disk to show your friends. It sure
beats home movies.

Although the directions are very unclear and not
particularly accurate in many places, once you've
experimented with the various functions, you'll have
lots of fun pretending to be a big time Hollywood
director. All you need is a beret, jodphurs and an in-
dustrial-sized megaphone and you can start barking out

directions with the best of them. I'm ready for my close-

up now, Mr. DeMille.
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DRELBS Z.4

Synapse/Atari 400/800/1200
ALHRAT EESwomeilioep o

Start with a grid of flip gates a la Ladybug. add a
couple of things to chase each other around inside.
throw in a challenge round bonus screen and, voila!
Instant computer game. So how from these simple roots
did we get a scenario about creatures called Drelbs, who
are imprisoned in the time of unicorns and sorcerers by
other creatures called Trollaboars and generally
harassed by Gorgolytes (sometimes called Gargolytes)
and Screwhead Tanks? You can't tell the players apart
without a scorecard and none is provided, so just wing it.

Drelbs is an interesting game with many potentials
for strategy. You've got to flip your flip grid to make
complete squares while avoiding your enemies.
Complete enough squares and you've freed a bunch of
Drelbs and can go to the next screen to rescue them.
But there are other ways to get to Drelbsville. Kissing
the beautiful Princess is my favorite. (Don't bother to
ask who she is. If you complete the game you get to
discover her secret.) The Princess turns into a Gorgolyte
(ef. Gargolyte) as soon as you look at her with a twinkle
in your eye, though, and kissing a G*rgoltye is a fate
equivalent to death.

There are two basic strategies—offensive and
defensive. The offensive mode of play involves not only
being rude but also chasing the Trollaboar around and

trying to catch him inside a square. The defensive
mode calls for a lot of running away from the
Trollaboar. Both seem to work just as effectively
because so much of the game seems to be random.
Sometimes you'll get lots of opportunities to transport
yourself into Drelbsville. Other times you’ll close off
every square and still not get a Drelbish window, the

preferred mode of Drelbish dimension travel. =

The graphics are excellent and once you get the hang
of it, Drelbs is a challenging game. A little less luck
would have made for a little more interest, though.

If you're not directly next to the Princess when she
oppears, forget it. You'll only get a mouthful of
Gorgoltye.

BRISTLES £Z
First Star/Atari 800/1200 X
By Randi Hacker

Sysiphus, you will remember, (those of you who have
read your Bullfinch, that is) is doomed to spend eternity
in Hades pushing a rock up a mountain only to have it
roll all the way down to the bottom so he has to start
the whole thankless task over again. In Bristles. Peter
the Painter has to paint a house. At certain levels,
Brenda the Brat, a rude little girl. comes along and
leaves her chubby handprints all over the walls so that
he has to go back and paint those all over again. In this
way, your task in Bristles is a lot like Sysiphus’ task
only slightly less rewarding.

There are six levels to Bristles, each with eight
houses which get progressively larger. You've got to
paint all the rooms in each house while avoiding Flying
Half-Pints, Dumb Buckets and Bucket Chuckers who
will rob you of your paint brushes. Lose all ten and
you're out of a job. Four people can play. Each gets a
name that starts with a “P" so that the integrity of the
alliteration remains intact.

Each house has several storeys which you move
between using elevators or stairs. You run across each
floor, leaving a trail of paint behind you as you go.
You've got to time your split-level dash properly
though, or you'll end up falling down an elevator shaft.
At some levels, this costs you a brush. At others, it
doesn’t. The choice is yours. Other choices that are
yours include painting the house with a real color or
simply going over the wall with clear varnish and
seeing the house you're painting or painting an invisible
house. After each house is completed, words flash on
the screen. These are part of a secret message. Your
ultimate goal is to complete all eight houses on all six
levels to find out what it says.

Bonus points are earned by collecting paint rollers
before the Bucket Chucker carts them away to his
private collection. Although Brenda is no threat to you,
Flying Half-Pints will knock you into the basement if
you don’t duck or jump at the right time and the
Bucket Chucker will push you down. All of these result
in the loss of a brush. According to the directions, there
are safe rooms into which the Bucket Chucker won't
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come. Half-Pints and Dumb Buckets can. however,
wander in. This, to me, is not safe.

There are a number of ways to defeat the Bucket
Chucker which involve paint mixers and entrapment in
basements and such but they're too silly to go into
here. In fact, the whole game is too silly, filled as it is
with steampipes and chimneys and candy canes and
what not. It makes you want to live in a cave.

Half-Pints always bounce for a while at the side of the |
screen before they come flying out. Use your periphemil
vision,

MR. ROBOT 111/
Datamost/Atari 800/1200 750
i s By George Kopp

The full name of this Datamost epic is Mr. Robot and
His Robot Factory, but it could be subtitled Bounty Bob
Meets Lee lacocca or Auto Worker 2049er. The game
play is a direct ripoff of Miner 2049er—cover all the
ground on each screen, eat energizers and annihilate
aliens. There are three important improvements,
though, which make Mr. Robot a standout by itself.
First of all, you get 22 screens. Second, you can start at
any screen you choose. Third, and most important, is
the Robot Factory section of the game. This enables
you to build your own screens and save them to disk.

There are loads of nifty devices in Mr. Robot which
guarantee it will hold interest for innumerable plays.

In addition to your basic platform and such familiar
components as ladders, fire poles and escalators you
also have moving conveyors, transporters (they work
like the teleporters that have come to replace elevators
in the fully-equipped prime commercial space of 2049)

and my own personal favorite, the trampoline. You've
also got levels constructed of bombs which blow you
sky high if you linger. And did I mention the magnets?

All of these elements can be used when you build
your own screens. Simply select the icon of your choice,
grab it with the fire button, and either “stamp” it or
“paint” it—that lets you run a platform or ladder the
length or height of the screen in one easy fluid motion
of the joystick. You can test your screen, edit what
you've done, and then save it to disk.

As with Miner, the tougher screens can only be
completed when you tackle them in the right way.
Otherwise you'll zap yourself into a corner. Unlike
Miner, however, Mr. Robot lets you start wherever you
choose. This is a huge improvement and one that ought
to be incorporated into every similar multi-screen game.
It's always seemed unfair to me that after you shell out
all the money for a computer game you can't see the
thing all the way through unless you're willing to
sacrifice hour upon hour perfecting your skill,
Depending on what line of work you're in, figuring your
time on an hourly basis that $30 game could end up
costing you thousands.

The graphics are colorful but a little sketchy,
probably to save memory for all the amazing things you
can do in the Factory. No stinting with the music,
though. Credited to Music by Paradise (a couple of com-
poser/programmers in Hawaii) the theme to Mr. Robot
is the greatest piece of original video game music since
Shark, Shark. Greater, even. And longer. Except for the
first shipment of disks which was rushed to market
before the title screen was done, the music backs up
some terrific animation of Mr. R strutting his stuff on a
conveyor belt. Automation never looked so good.

! On the trampoline screen, go for the long leap. j
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OIL'S WELL 21141

Sierra/Atari 400/80
By Phil Wiswell

Oil's Well is one of the most original arcade-style
titles published this year for the home computer. Its
method of play is refreshingly different from anything
else, which is important because the concept of the
game (munch the dots) has been overworked. The
appeal of Oil’'s Well is the visual puzzle: Can 1 get there
before they do and what route should I take?

This is a maze game, and each of the eight boards
consists of six horizontal tunnels connected by vertical
tunnels, all of which are strewn with oil pellets to be
gobbled. What's really new about Oil's Well is that you
don’t move a single character around the board. In-
stead, you control the movement of a drilling bit that
leaves a trail of pipe behind as it moves from its starting
position near the top of the screen. You may not turn
the drilling bit back on itself or your pipeline, which
means you can't run right through any maze. Using the
joystick button, you retract the pipe as far as you want,
even all the way back to its starting position.

Of course, while you are busy gobbling oil pellets
there are a few nasties roaming the maze, and they
enter randomly from the sides of the screen. Oozies will
cost you a life if one runs into any section of your pipe,
but your drilling bit can go right through them for extra
points. Land Mines, on the other hand, will pass harm-
lessly through your pipes, but will blow up your drilling
bit on contact. So you really have to know exactly
which of your enemies are where at all times.

Each maze is arranged so that there is no simple
path. You drill for some distance, planning your route
to “eat” all pipe destroying Oozies, then retract your
pipeline and drilling bit to take off in other directions.
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Getting down to the bottom tunnel can be impossible
without the help of gobbling the rare petromin tablets,
which slow your enemies to a crawl and allow you to
finish off a board.

Each time you successfully clear all the dots in a
maze, you move on to the next level and construction
workers on the surface (top of screen) build another
section of your refinery. The graphics improve stun-
ningly with each new level and the difficulty of the
maze designs escalates in similar fashion. All in all, a
well-rounded, polished, frantically-paced challenge with
staying power.

You'll be happy to know that the amount of time it
takes to extend your pipeline down into the maze is in
no way equal to the amount if time it takes to retract it.
This means that you can do some fairly impressive
daredevil maneuvers. For example, you can snake your
way down to one of the lowest levels and wander
around while one of the destructive enemies makes his
relentless way towards you on a top level. Whistle and
go about your business nonchalantly until the eleventh
hour then retract quickly into safety.

Gobble small sections of the maze at a time by retracting
the drill often. Remember: He who drills and runs away lives
to drill another day.

DIG DUG L11/

Atari/Atari 400/800/1200
By Charles Ardai

Many nursery rhymes are out of date. "Mary, Mary
Quite Contrary.” for example. This one, however, is
easily updated. Look, "Dig Dug, Dig Dug, quite con-
trary,” (no razzing yet, please. Hear me out). “How does
your garden grow? With Pookas and Frygars and
tunnels and rocks and vegetables all in a row.” The
poem may not have a lot of literary merit nor will it,

probably, win the Nobel Prize but it was fun to write. .=

Not as much fun as this home version of Dig Dug is
to play though.

Dig Dug is tremendously enjoyable. In Dig Dug you
play the cutest protagonist this side of Q*bert, a tiny
guy in a miner’s outfit named Dig Dug. Dig Dug’s task
is an arduous one; he must dig tunnels through the
various levels of dirt that fill up the screen in order to
make his flower garden at the top of the screen grow.
(Don't look for logic—there isn’t any.) In addition he
must pick up the vegetables that periodically appear at
the middle of the screen, although how this is supposed
to help his garden I have yet to discover.

If only this was all that you had to do! Hidden away
in pockets of air are troops of monsters which are fatal
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to the touch. Monsters come in two varieties, Pookas
and Frygars. The Pookas are tiny bubble-shaped critters
wearing goggles. The Frygars resemble tiny dragons,
and can shoot out breaths of flame. If you run into any
of these monsters you can blow them up with your
handy air pump until they pop, or squash them by
tunnelling under strategically placed rocks and letting
the rocks fall on their heads.

The graphics are every bit as colorful and detailed as
on the arcade version. All of the musical themes are
very well reproduced and are just as addictive as in the
original. An especially good touch was allowing players
to start at any level that they want to.

The only problem is with joystick control. Although it
seems that you can dig anywhere in the screen, you
can actually only dig in several predetermined invisible
channels. Since these channels are invisible, you'll ofien
find yourself unable to go in the direction you want, all
because you are a millimeter off center. The problem is
that in a game like Dig Dug even the slightest
hesitation can mean the difference between life and
death.

Aside from this, Dig Dug is marvelous. It stands as a
very good arcade-to-home translation, and as an ex-
cellent game on its own merits.

If you have to choose between eating a veggie and
chasing an escaping monster, choose the veggie.

CONQUERING WORLDS did

Datamost/Apple
By Marc Berman

Strategy game freaks take note: this one will keep
you busy for light years to come. The point of it is to
dominate the galaxy. You can select a galaxy with any
number from four to 32 solar systems. Each solar
system consists of a star and two to eight planets. The

number of ships you have varies—if you dominate solar
systems for long enough, new ships get built for you.
You lose ships in the arcade-action battle sequences.

There are over 20 basic keyboard commands. When
used in different configurations, the gameplay options
are endless. To top it off, there are lots of features not
mentioned in the instructions. For instance a quirky
gravitational field may prevent your ships from
conquering a planet, but by relocating your base you
may be able to conquer it.

Space travel's not as simple as 3-2-1 either.

Careful positioning of your ships and base will provide
access to solar systems your opponent can't reach. And
the number of ships you leave on each planet may be
crucial in case of attack.

If you do get attacked or land on one of your op-
ponent’s planets, the gameplay switches to arcade
action. And that's where Conguering Worlds is
weakest. Enemy ships jump around the screen, making
a direct hit a lucky and random accident. Firing is
sluggish and rapid fire impossible. You'll be glad to
return to the tactical format.

You can play against the computer if you can’t find
anybody with the patience to learn all the commands.
And if you don’t have hours to spare, you can save the

i e thor

game you've already started. The graphics are fine, but
graphics are not the focus here—if you want “‘pretty”
play Smurf. One thing about the graphics, though: you
have to have a color monitor to play or you can't tell
which planets are yours and which are your op-
ponent’s.

When it's not your turn, write down how many ships your
opponent has on each of his or her planets. That data is
inaccessible during your turn at the keyboard.
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MURDER BY THE DOZEN X1/

CBS Software/Apple B
By Michael Blanchet

Had CBS Software released Murder By the Dozen a
year ago, they might have had an audience for this
product. But in the wake of Infocom’s Deadline and
The Witness, Murder By the Dozen will seem over-
simplified and unsophisticated to the mystery fan. As
its name suggests, Murder By the Dozen is actually
twelve games in one. Although the instruction booklet
recommends tackling each case in order, players are
free to choose from any of the twelve crimes. To its
credit, the scenarios used are interesting and, above all,
believable.

What surprised me the most about this game is the
fact that so much of what goes on takes place not on
the computer screen, but inside a pair of booklets which
must be passed from sleuth to sleuth as the game

ENTER THE LETIER OF YOUR DESTINATION
THEN PRESS RETURN

progresses. At the beginning of one’s turn. the com-
puter offers the player seven choices, all of which fall
into three categories: interviewing people at the scene of
the crime, examining physical evidence, or moving to
another location. If, for example, the player opts to
interview someone at the scene, he types in the number
corresponding to his choice and the computer then
supplies him with a series of numbers that refer to
clues printed in the clue booklet. At this time the player
is free to take notes on what he has read. Once the

book is closed the player's turn is over and the next
contestant takes his turn. With each turn taken. a
certain number of minutes are added to the player’s
game clock. For each clue received, three minutes are
added. When physical evidence is examined, five
minutes are added. Finally, if the player choses to move
to another location, anywhere from one to thirty
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minutes are added to his tally. -

Once any player accumulates a minimum of twenty
investigation minutes, he is offered the option of trying
to solve the case. To do so he must explain his solution
to the other contestants along with all evidence sup-
porting his conclusion. Having done this, the player
must privately read the solution from the solutions
book. If his solution is wrong in any detail, he has failed
to solve the case and must withdraw from further play.
The first person to successfully and accurately identify
both the murderer and the motive is declared the
winner. The computer then awards him a ranking
based on the number of minutes it took to solve the
case,

In concept, Murder By the Dozen is a great idea—a
game that is best when played by four people. In
execution, though. the problems peculiar to any game
that demands multiple players become apparent. The
instruction booklet recommends that only the player
whose turn it is be allowed to look at the monitor and
the clue booklet. Meanwhile, the other contestants are
sitting idle. If nothing else, this makes Murder By the
Dozen a slow and plodding contest.

Another problem is that lack of complexity in the
games themselves. Most of them can be solved in fewer
than ten turns and once they are solved there's no
reason to go back and try them again. I would have
enjoyed Murder by the Dozen much better if it focused
on maybe one or two crimes as opposed to twelve.
Then the game or games would have been more
challenging. Also, an attempt should have been made
to integrate the clues and solutions into the game's
program, thereby doing away with the booklets.

As it stands. Murder By the Dozen is a good test for
the novice detective. Those of you who have already
tackled either Deadline or The Witness may find this
one a little too easy and a bit short on long-range appeal
and challenge.

WORM WHOMPER 111/

Activision/Intellivision
'___I}_)_I__Crolg Holyoak

Once again Activision has returned to its favorite slide
and shoot format but has done so in a way that
remains fresh, entertaining, and tailormade for In-
tellivision’s style of graphics and the disk controller. It
also poses the question: How you gonna keep ‘em down
on the farm after they’re seen the Giant Horned
Caterpillar?

You are Felton Pinkerton, warrior farmer from
America’'s heartland and you're fighting for the life of
your cornfield as hundreds of inchworms, caterpillars,
snakes, moths, slugs and snails gather from every
corner of the county to ravish your crops. The invading
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bugs move from right to left as you protect 10 stalks of
corn on the far left margin of the screen. You are armed
with a rapid firing spray gun that kills inchworms in-
stantly and the larger crawlers with two or three blasts.
You can wander over most of the screen but should
spend most of your time as close to the crops as
possible. In typical Activision fashion, the game
progresses in intensity and difficulty and, in later
rounds, the bugs and critters get so thick you can’t
count them. It begins to look like that old movie footage
of the Oklahoma land rush where thousands of settlers

break their backs trying to beat the other guys to the STRONGHOLD 2 j
promised land. With only 10 ears of corn to share, CommaVid/VCS

buggy competition gets fierce for the measly morsels. =

Pinkerton's secret weapon in this hopeless struggle is =~ —— el By sse She!nboum
the plough ball, of which he is awarded three per Contrary to mathematical theory, the whole is
round. One of these babies will crush anything in its sometimes less than the sum of its parts. Take
path from the fearsome Giant Horned Caterpillar to Stronghold, for example. It combines elements and
discarded snail shells that provide cover for oncoming inspiration from some of the greatest VCS cartridges
invaders. If one of the larger varieties of corn eaters ever made but winds up being one of the worst space
touches Felton's spray gun it will wilt in his hands and shoot-"em-ups ever produced.
he must trot to the toolshed at screen bottom for a You start off in a Megarmania-style playfield where
replacement. This, of course, means he will find a you and your spaceship are required to dodge “defense
smaller cornfield to worry about when he returns. drones” in an effort to stay alive. This is not easy as
Just when you think you have had it with Ac- they move in a very random and chaotic manner. To
tivision's love affair with slide and shoot games and you  destroy the drones, you may have to depend on luck
swear you will not be tempted by another one, they more than skill because along with their wild
come up with something like Worm Whomper and you = movements you have to contend with awkward joystick
decide to give them one more chance. The miserable control. No matter how many drones you shoot or don't
little ground huggers in this cartridge are so comically shoot, you still enter screen two after a certain amount
repulsive you can't ignore them and Felton is a meat- of time.
and-potatoes kind of guy—the kind of guy you just The second half of the game takes place on the
can't turn your back on. dreaded asteroid Stronghold. Employing the elements of

TR - Yar's Revenge, Star Castle and Defender. you must
When using the pesticide, keep the firing button depressed now shoot your way through a Command Crawler's
and tap the edge of the disk controller for improved vertical defense shield. Every time you open up a section in the
agility and a more accurate aim. shield’s three walls, the crawler inside takes a potshot
S T R T TR YR at you. He's not the only enemy you've got to worry
about, either. Pulsing patrollers and twirling in-
rFFlE Dml E D I E =y b H terceptors try to track you down and blow gou to bits.
B Worse yet, as time passes, a steadily descending “"'mega
\f 'f R o field” limits your ship’s play space to a very small area.

o Scoring in this game is very frugal. Knocking out a
o ; == defense block in scene two earns you a mere ten points
! e = and everything else except the old Command Crawler
: _.® i nets you a piddling 20 points. And the controls go one
(a5 e ST 2 step beyond bad. They're weird. They shoot in six
' ? h"" : P directions instead of eight and they will not shoot
NSy . ' sideways which makes hitting the elusive aliens all the
= K ¢ R Bty more difficult. With practice, however. you should be
'f !&_;,, s o ¥| able to master the controls.

i o T -~ gﬁ’k The only way to destroy the Command Crawler is to move
3 rapidly from side to side and shoot as often as possible.
3 Standing still will make you a sitting duck.

—= e TR e
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MOTHERSHIP 114

Softsync/Commodore 64

By Robert Alonso

Mothership is a super-fast-action-packed three-screen
game written completely in machine language. Three
screens is nothing new, but in Mothership each screen
has a different style of play. You get Star Wars-style
trench warfare, Jumpman-style climbing and
Breakout-style wall battering.

In the trench sequence you have to shoot down 12
drones to be allowed to go to the next screen. The
deadly precision of the drones’ flight and shooting
makes surviving the trench a real challenge.

The second screen features a ladder game with a
twist—elevators, The explanation for having a ladder
game mixed in with a space shoot-'em-up is that after
the player has destroyed the drone ships he enters the
mothership and must fight his way up to the control
room. Sounds logical.

They aren’t kidding when they say you must fight
your way up. There are robots to contend with, flying
objects and an elevator you must wait forever to catch.
Chances are that you may never reach the third screen,
in which you blast your way through a force field.

The graphics in Mothership are not bad, but could be
improved. The star fighter sprite is crude and the
drones are not much better. Even the robots and your
player in the second screen resemble stick figures. Most
of the sprites, if not all, use only one color when four
are possible. This lack of attention to the visual impact
mars an otherwise excellent game.

Stay low in the first screen so that you can see what's
coming at you, then shoot like crazy.

ZEPPELIN RESCUE Z41/

Computer Software Associates/Commodore 64
By Robert Alonso

Zeppelin Rescue, more a work of art than an action
game, awes your eyes with five finely detailed screens
of city skylines. Each cityscape is colored in baby blue,
tones of grey and white and is contrasted against a dark
blue sky. One cityscape even has a suspension bridge
so well designed that you can see girders. In the sky are
many light orange clouds which the instructions
describe as acid rain clouds.

Zeppelin Rescue, however, is missing two crucial
ingredients. Sound effects are almost nonexistent and
the word “‘action’ has no place in the game's
description. It's completely written in BASIC and the
zeppelin is consequently very slow and hard to
manuever.

The object of the game is to rescue stranded people
from the tops of buildings in Los Angeles. The people
are depicted as tiny white stick figures. They yell for
help, but only in the form of a written message over
their heads. Your job is to maneuver the zeppelin
through the sky, making sure not to hit a cloud or
building, and pick up these lost souls by lightly
brushing the zeppelin's underside against them. After
you've managed to do this you must deliver them to
the safety of a base in the fifth screen.

The combination of a crowded sky and an
irresponsive blimp make Zeppelin Rescue simply too
difficult to play and not enough fun. It does have some
redeeming qualities though. The animation of the
zeppelin turning to face in the opposite direction is truly
remarkable. Many sprite images flashed sequentially
produce the animation. The best part of the program is
that it can be listed. This will allow anyone wishing to
learn how to program games on the Commodore 64 to
learn from and modify the existing program.

There are two speed settings —slow and slower. Go for
slower.

SLITHER 2144

Coleco/ColecoVision
By Noel Steere

You have to like Slither. There's nothing here not to
like. Coleco has captured every detail of the arcade
parent and done it so well that even the toughest critic
will find no fault.

You are a spaceship that must destroy snakes, a
tyrannosaurus rex and a pterodactyl before they
destroy you. Not only do these formidable creatures
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look exactly as they did in their coin-op incarnations,
their IQ's have made the transition intact as well.
They're smart. The snakes, which at times can out-
number you by as many as 20 to one, slither along in
every direction and make the playfield more congested
than midtown Manhattan at lunch hour. Not only are
these guys smart, they're often partially invisible. At
times all you can see of them are their heads and tails.

Added to the superb gameplay is the superb graphics.
From a sunset background that would make Mother
Nature jealous to the incredible details of the creatures,
this is art. In addition, the sound track is Top Ten
material playing everything from Flight of the Bumble-
bee to Bury Me Not On the Lone Prairie with a style
even Arthur Fiedler would appreciate.

Last but certainly not least, Coleco even gives you
real arcade control. Slither plays—and in fact, comes
with—the Roller Controller, an arcade-style trackball
that has full 360-degree movement. All of these
elements combined make Slither one of the best home
video games this inveterate player has ever seen, heard
or played.

Get behind the snakes and shoot them from there.

SOCCER 141/

Thorn EMI/Atari 400/800/1200

Dy Craig Holyoak

Every feature you could possibly want in a video
soccer game has been packed into this cartridge: two
teams of 11 players each (they look like little wooden
pegs, but so what) trotting up and down the full-length
field that scrolls laterally in three sections, kicking and
passing a black and white checkered ball, scoring goals

past the hapless goalie... it's all here.

So are the countless play options that allow you and
as many as three other players to divide into teams
with or without the computer helping out one or both
teams. There is even a hopeless option where you at-
tempt to challenge the computer alone. Include the
possibilities of other variables such as different time
limits and difficulty levels and you will soon decide the
only thing left out of this game is a British announcer.

But despite the countless alternatives there are only
two of any competitive consequence. First you can
watch the computer play itself to a draw, or you can
remove the computer from all competition and stick to
human opponents. Invite the computer to play against
you (he is totally merciless) or be on your team (he is
an insufferable showoff) and you immediately become
the weakest player on the field. Your team is actually
better off without you.

Another problem with the game becomes apparent
when you want to gain control of a player. Pushing the
fire button will activate the member of your team
closest to the ball and he will stop moving and proudly
display the number of your joystick port. This means
that just as you need the player most he stands still, if
only for a fraction of a second. Or say the player you
really need to activate is the goalie. If he is not the
nearest to the ball, forget it. By the time he has earned
that distinction the opponent has probably scored.

Your best chance of enjoying the game is to find
some friends of equal talent and go for it. You can play
until your thumbs turn stiff and your wrists freeze up
but you'll never be able to compete in the computer’s

league.

Never pass the ball across the front of your own goal. It is an
open invitation for the other side to score.
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BURGERTIME Z1414

Mattel M-Network/IBM PC
By Lorey Otfe

As we've said in other reviews of this arcade favorite,
constructing hamburgers by running over them while
wearing your shoes may not be the FDA's idea of good
buiness but not only does it prevent you from getting
chopped meat and sesame seeds caught between your
toes the concept also makes one heck of a good game.

00001150
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IBM’s Burgertime plays just like the arcade game,
Intellivision game, VCS game, and just about every-
thing else you can find with the same name. You
control a little chef who looks like he eats more burgers
than he sells. He runs (actually waddles) up ladders and
across platforms which form a sort of maze. On many
of the platforms lie the important ingredients necessary
for making hamburgers. By running across these
ingredients you cause them to fall down into the plates
that are placed directly below them on the bottom level.

And then there are the so-called “nasties” —pickles,
eggs and hotdogs. Their main goal is—what else?—to
make your life miserable. They accomplish this by
chasing you around in hope of catching you. You can
stop them by dropping the ingredients on top of them
or by causing the ingredients to fall while the nasties
are standing on them. And when worst comes to worst,

you have your faithful pepper shaker to stun them with.

There are twelve different levels, each with a different
maze. To clear a given level, you must put together all

of the hamburgers on the screen. The number of
hamburgers changes with every new screen, varying
from two to six burgers. The number of ingredients
in each burger also varies, going from a mere three
to a whopping 10.
The graphics on the IBM are far superior to those on

any other home version, as the hamburgers look good
enough to eat. (No wonder the chef is so chubby!) My
only complaint is how demeaning the instruction
booklet is. It claims that if you can come close to the
highest possible score—99,999,950—you are a certified
“Burger Maniac.” Considering that it takes a good half
hour to score 100,000 points, it would only take a little
over 20 days of straight playing to reach 99,000,000
points! I have only about one hour per day to devote to
video games, so I could make it in about one and one
half years. Unfortunately you can't save a game!!

Luring the nasties onto an ingredient is a good strategy but

don’t wait forever. If they don’t come right away, chances

are they won’t come at all so move off quickly. If you wait

too long, they get faster and faster until they're almost
twice as fast as you.

PHARAOH'S PYRAMID 1111

Master Control/Atari 400/800/1200
By William Michael Brown

To be worthy of my time and money, a @*Bert clone
has got to offer something the original didn't have—
such as a stronger plot. more and/or weirder enemies,
and tougher reflex and strategy tests. Pharaoh’s
Pyramid manages to succeed on all three counts, and
does so with some of the most colorful and well-
animated 48K Atari computer graphics I've ever seen.

The basic Pyramid plot casts you as Digger Dan, a
solitary grave robber who has been dragooned by the
restless ghost of Ramses into completing that
monarch's last great pyramid. With the help of his old
flame Isis, Ramses transports you back to his heyday,
where you become Little Achmed—a trusted slave who
must run up and down a long pyramidal staircase,
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dragging bricks back up to the top during each trip.
Once you've fetched enough to complete one of the six
courses of a pyramid, you've then got to go back and
finish turning each of the steps to a target color shown
in the lower right corner of the screen. Once that's over,
you face a challenge from Isis’ jealous mate Osiris
which, if successfully met, will raise you a level and
bring you closer to the goal of completing the whole
pyramid and winning Ramses’ treasure.

All that would be fairly standard Q*Bert revisionism,
except that Pyramid comes packed with extra features
and twists on @ *Bert tricks—enough to make this game
ten times tougher than its ancestor. For instance:
changing the step colors in Pyramid takes the most
difficult task in Q*Bert (completing those screens where
the blocks change color every time you step on them)
and makes that the standard problem throughout the
game. You're also pursued by a veritable host of
enemies—nine in all, some of whom are similar to
Coily, Sam and the other bozos from Q*Bert, and
others who are like nothing you've ever met before.
There are also no easy outs: Isis does show up every
now and then with a magic diamond that'll clear the
board for you temporarily, but it doesn't work for long
and always brings out Osiris, who'll undo all your
careful color change work. There's a lot more, including
a cup of life that will add to Achmed’s lifespan and a
secret message that could win you a T-shirt and poster
from Master Control.

More than anything else. though, I can’t compliment
the Pyramid graphics work enough. The colors are
wonderfully bright and clear, Little Achmed’s jumps are
smooth and realistic (including falling off the steps), and
the intermission screens featuring Isis and Achmed are
quite amusing. If any designers out there are looking for
a model Atari computer game, this is it.

b d -———
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If the Plagues and Moses' Snake are just too much for you,
hang out on the brick level for awhile until they disappear.
They can’t get you there.

BLUE MAX 1111

Synapse/Atari 400/800/1200XL
By Craig Holyoak

This is an aerial combat game with more nice
touches than the king's party crown. It proves that war-
time flying is never ecasy but when played on a TV
screen can at least be entertaining.

As a World War I flying ace, you have the assignment
of taking to the air in your biplane and making war hell
for the enemy by strafing and bombing everything in
sight along the three-quarter Zaxxonesque view
scrolling landscape. Some targets are necessary to gain

you access to the bigtime in the city but everything—
both moving and nailed down—is absolute kicks to
blast. Not that wholesale destruction is a socially ac-
ceptable idea of a great time, but if you can keep this
plane in the air long enough to run up a decent score,
you deserve to feel good about it.

Few games give a player so many problems to worry
about and overcome at the same time. Beside an
enemy that flies at you from both ends while shooting
anti-aircraft barrages from the ground. the player must
keep a constant eye on the plane's sensitive instrument
panel to make sure there is enough air space between
the craft and the ground so the biplane doesn't end up

plowing furrows. Yet the plane should remain low
enough (about 24 to 27 feet) to be able to strafe, bomb
effectively and dogfight.

Landing is perhaps the touchiest maneuver called for
in Blue Max and requires that the plane be at an
altitude of 25 feet when the pilot is alerted to lower the
landing gear by pushing the firing button. When the
airstrip materializes the plane must land quickly but
carefully on the friendly, but inconveniently short,
runway leaving enough room for the next takeoff.

While all this is occupying your thoughts you must
save room for something else. too—don't let the plane
drop below 20 feet or it’s curtains.

It is debatable whether the gameplay or the graphics
is the crowning achievement of this excellent 32K disk
but both are enhanced by a score of “'Rule, Britannia™
and fine combat sound effects. All things considered,
designer Bob Polin has made this a high-flying piece of
programming that is pleasantly frustrating, intensely
rewarding and, for hours on end, fun.

Try flying in the reverse control mode, This gives the joystick ‘
the same guiding functions as an actual airplane.
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DEATH STAR BATTLE 1111

Parker/VCS

By Noel Steere

The George Lucas saga that took place long, long ago
in a galaxy far, far away was a trilogy. First there was
Star Wars. second came The Empire Strikes Back and
third there was Return of the Jedi. Parker Brothers
borrowed not only the theme from the movies but the
trinity aspect as well, although they did take some
poetic license in the order and titles. First there was
The Empire Strikes Back, then there was Jedi Arena
and now there’s Death Star.

The Millenium Falcon may have looked like a piece of
junk but when it came to hyperspacing, well, it had no
equal. Since the Star Wars trilogy was released, many
people, I'd be willing to bet, would give either their eye-
teeth or the eve-teeth of someone else, to have the

chance to pilot that souped-up space hotrod. Death

Star Battle gives you your chance.
As in the movie from which it got its theme, the
Death Star must be destroyed. You, brave pilot, are
given this heroic task. First you've got to pass through
the force shield and you don’t have any cutesy teddy
bears to shut it off for you, either. Instead. you've got to
destroy ‘it yourself by blasting a certain number of tie
fighters and intercepters that have deadly aim. Once
you've met your destruction quota, holes begin to open
up in the shield allowing you to breeze right in. Don't
dawdle. If you do, you give the death ray time to
become operational and the death ray can cut through
ships like a hot knife through butter. Unlike the movie,
however, instead of being inside the Death Star, this ray
follows you from side to side. This is a very challenging
scene that could have been a video game by itself.

There’s more, though. After you go through the
shield you come into the firing range of the Death Star.
You never actually enter it. To destroy it, you must

shoot a hole through it and then shoot it through its
reactor. If you succeed, you're rewarded with a Fourth
of July display of fireballs.

Not only is the gameplay exciting but the graphics
are impressive, too. The Death Star has been faithfully
reproduced from the movie even in its miniaturized
state in the first screen. But it’s not just faithfulness to
the movie that makes this a great game. It's got enough
challenge to make it great on its own as well.

To get an extra man the hard way, try to destroy every
part of the Death Star except the reactor. This is difficult
because the Death Star always tries to repair itself.

PANIC BUTTON Z1Z

First Star Software/TRS-80 Color Computer
_By Darren Jay Hocker

For those of you who have the TRS-80 Color Com-
puter and wish there were some more decent games for
it, relief is in sight. Panic Button, by First Star Soft-
ware, is an exciting and rather creative game,

In Panic Button, you are an assembly line worker
who has to put together assorted items such as robots,
telephones and birthday cakes. You are given a quota
which must be met within a certain time limit—around
two minutes. Failure to meet this quota on time will
result in the game's ending and a display of the words
“You're fired!"

The elements of the screen are as follows: there are
four conveyor belts which carry all objects, except your
man, around the screen. As each object falls off a
conveyor belt, it is then carried by the one below it. If
any uncompleted parts hit the bottom belt, they are
either lost or go rebounding all over the place. There is
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also a control box with which you can turn off the belts
for a short period of time. After a while though. the boss
comes in and turns it back on again. You can use this
device only twice in any round.

The pieces which you have to work with come out of
little chutes placed above the belts. In order to assemble
the items needed, you have to stack the pieces in
proper order: top on middle, middle on bottom. For
example, if you are trying to assemble a robot, you
need to place the head on the midsection and that onto
the legs and feet. In the event you should place the
head right on the feet, that assembly is worthless.
When you have completed a robot, telephone, or what
have you, let it go onto the bottom conveyor belt, where
it will be taken away and you will then receive points.

To move the pieces, all you have to do is touch them
with your man. To drop a piece on the rest of the

assembly, just push the button. This game can get same. You're never shown an overhead view of the
rather difficult, especially if you have the original Radio  tracks. Playing each of them you'll find the same
Shack joystick, so I recommend that Color Computer billboards and curves on every one. That sham aside,
owners purchase Radio Shack's new Deluxe Joystick. the game plays and looks almost exactly like the 5200
I was moderately impressed by Panic Button. 1 feel cart, which is a stripped-down version of the arcade.
that it was rather original, but lacked good sound ef- There are no oil slicks and no ads on the billboards,
fects and the lustrous graphics that most of us have but otherwise the features are complete. The clouds
come to expect. Overall, I consider this to be a good remain, as does the blimp which signals the start of
game, and I recommend its purchase for all Color each game. Your blue-and-yellow racer, though not up
Computer owners. to arcade graphics, is far better than the VCS version.

As in almost every other version of this racing game,
You should be aware that your man will not move along you begin with a qualifying run. Based on how well you
with the belts, and the pieces will not go through him. do while racing around the course, you are then
Therefore, if you stand at the edge of the belts, there | assigned a position in which you will race against other
will be a lot of pieces piling up in front of you. drivers.
Sometimes, the right pieces will fall perfectly in place and You accelerate automatically at the start of each heat.
that’s one less item to worry about! To shift into second gear, pull the joystick toward you.
Tap it from side to side to steer. Your fire button is your
brake. A self-centering joystick makes steering easier
but requires you to hold the stick down to stay in gear.
It's not the most logical controller for a driving game,

POLE POSITION 111

Atari/Atari 400/800/1200 bu’It‘iizt.ILJ(Jio- At lac s
e allegedly different courses are the Atari Gran
by Marc Berman Prix, Namco Speedway, Malibu Grand Prix and Practice
Some of us do not care to take our lives into our Run. (Mt. Fuji must be one heckuva high mountain to
hands. or feet, for that matter. This is why we would be visible all the way from Malibu.)
never consider race car driving seriously as a career. As long as the machine is on it will store your high
Let’s face it. Race car drivers court death every time score. Current score, time, lap and speed are also
they get into those flimsy little cars that are so low to clearly displayed at the top of the screen.
the ground they're practically underneath it. Never The sounds are faithful to the original, from the

mind that you get to wear helmets and sit beneath roll  revving engines to the honking horns.

bars, ete. This is a dangerous sport. One false move and
you're up in flames. This is not the sort of blaze of glory What's known as the CENTIPEDE turn in the arcade is
we had in mind as a dramatic exit. For us cowards, marked by a red billboard here. You'll know it's coming
there's Pole Position. . up immediately after the pink-blue-yellow-and-black bill-
This Pole Position is good—very good—but it's not all boards. To get past the hairpin, you must brake or down-
that it claims to be. shift.
Although there are four courses, they are all the
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DROL 1111
Broderbund/Apple
e o

Once in a while a home game comes along that has
hit written all over it. Often it's from an arcade hit or a
spinoff of another game. But occasionally it's a totally
original idea. Games like that are as rare as honest
politicians. Drol is one and I heartily endorse it.

First of all, it's for human rights and conservation.
Your mission is to rescue a little girl and boy and their
tied-up mommy and save their pet lizard and crocodile.
It's also for a strong defense against monsters. evil
witchdoctors and killer vacuum cleaners. And it
upholds traditional values like Thanksgiving by offering
up a roast turkey (for extra points). :

It's set in a dream world. You are a happy wanderer
with jetpack on your back. You can walk along four
scrolling, parallel halls, or hover near the ceiling. You
move to the other halls through trapdoors. In the first
screen, phantom scorpions and homicidal flying turkeys
attack you as you search for the girl and her lizard. You
can track the movements of the evildoers on a radar-
scope at the top of the screen.

In the second screen watch out for monsters, witch-
doctors and magnets which prevent you from firing the
“reality pellets” that disintegrate the phantoms. Rescue
the tranced-out boy and his crocodile and advance to
screen three.

This one's really tough. Arsenals of knives and
hatchets fly at you at all levels. Trapdoors are fewer so
escape is less of an option. Serpents chase you, too, but
compared to the Venus flytraps that pop up out of
nowhere, they're tame. Unlike the other screens where
the kids move around. in this screen, the phantoms
have tied up Mommy and left her at the end of the
bottom hallway.

If it all sounds droll, it is. But more than that, it has
subtlety and more kinks than a Slinky. For instance,
you can make the kids stand still by shooting their
balloon and toy helicopter. Turkeys have to be shot at
ceiling level, but witchdoctors must be shot as you are
going through a trapdoor. Monsters jump up and down

so they're even more of a moving target.

The controls are responsive, but forethought is as
important as fast reflexes here. You start with five lives
but for each round of three missions you complete, you
earn an extra life.

Don’t venture beyond the extreme left or right trapdoors
in the second screen, because if the witchdoctor appears,
you will be cornered.

SPARE CHANGE 1111

Broderbund/Apple B s
s By Mike Sheinbaum

It was inevitable. Sure as death, taxes and empty coin
slots, someone had to come up with an arcade-style
game about an arcade. Thank the game gods, then,
that this one also turned out to be entertaining, original
and fun.

Broderbund's latest makes you the owner of the
Spare Change Arcade. Your job is to collect as many
game tokens as possible and fill up the token bins on
the left side of the screen. Your opposition in this frugal
task are two escaped video game characters called
Zerks. Zerks have a healthy appetite for tokens too, but
these bums don't want to have to work for them; as a
matter of fact, they're stealing your tokens and stashing
them away in their trusty piggybank, hoping to save up
enough to retire. If you can fill up the bins before the
Zerks can steal five tokens, you score big points, get a
great visual reward (more about that later), and ad-
vance to the next of four levels (forcing the Zerks to
stick around and try again). Fail, and the piggybank
explodes. ending the game.

You can acquire tokens in many ways. Scattered
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throughout the screen are token machines where you
or a smart Zerk can sneak a token for a quick point or
two. If a machine is empty. you can refill it by taking
money out of the cash register and inserting it into the
machine, by doing the same thing with a bag of cash
from the safe (you can also replenish the cash register
this way), or even by playing a slot machine that pays
off in tokens. While you're running around, though, one
of the Zerks will have stolen one of your captured
tokens, You can run over him and steal his token
(making him hop up and down with rage), but since
they're elusive and pass tokens to each other
frequently, it may be better to distract them. You can
do this in screen one by putting a token in a jukebox;
the Zerks are dancin’ fools, and will find the music
irresistible. In later screens, you can distract them by
making popcorn or calling them up on the pay phone.
This is one gameroom with plenty of surprises!

What makes Spare Change a truly super Apple game
aside from its unique format are two extra features. One
is the Zerk Control Panel. which allows you to change
seven different Zerk behavior characteristics at any
time, thus changing the game's difficulty range to
anything from simple to ridiculously hard. The other is
those visual rewards. Before you advance to each new
level, you're shown a different, hilarious Zerk Show
Cartoon. I've counted eight of these so far (my favarite
being “Double Agent”), and once you've passed all four
levels, you can buy your own Zerk Show and watch
them anytime you like. I never had as much fun in a
real gamercom as I'm having at the Spare Change
Arcade.

Check out the slots under the phone booths. You never
know who's left o token or two behind.

SPITFIRE ATTACK 211/

Milton Bradley/Atari VCS
By Marc Berman

All right, troups, I want to tell you about two things.
The first is the cartridge, Spitfire Attack. The second is
the Power Arcade Flight Commander Controller. To get
one, you have to buy the other. But we’ll get to that
later. Now listen up and listen tight.

Spitfire Attack is a flight simulation like the ones you
practiced on at the Air Force Academy. Your mission is
to blow up enemy anti-aircraft guns, ammo dumps and
enemy planes. The screen scrolls in four directions—
that's FOUR. the same number as fingers on your
hand, not counting the thumb. If you dive too low you
crash. There's no altimeter, just a warning buzzer, so
good luck. You've got an unlimited fuel supply. There
are six skill levels which control your plane’s speed.

There are two difficulty levels which control the speed
of the enemies’. Pantywaists should use A. Real men
will use B, and not carry quiche on board. Unlike real
battles you get six lives. Use them wisely.

There's no title screen or transition between the demo
mode and actual gameplaying so be ready. What you
get here is chills, not frills. Is that understood?

Now, as for the Flight Commander Control, it's this
big hunk of plastic with a gunsight on it which looks
like aircraft artillery or the hood ornament of a '49
Buick. It is neither. It is a controller that plugs into your
Atari VCS or ColecoVision Expansion Module #1. To
climb, pull it towards you. To dive, push forward. Don't
tilt it up or down, you nimrods! That won't do a thing.
To steer, turn it to the left or right if you know which is
which. The fire button is on the left handle. Anyone
have any questions? Too bad if you do.

What [ was about to say before is that you have to
buy the controller to get the cart. The controller is more
fun than R&R. especially with the batteries in it which
make it vibrate and light up. It works even without the
batteries and still gives a decent illusion of being air-
borne. But the cart works equally well with a standard
controller; if anything, it may be easier to control. But
to get the cart, you have to enlist the whole package.

Comments: The only way to know you're being fired
upon is by the sound—you can't see the bullets. So as
soon as you hear the enemy guns, dive! Also, anti-
aircraft guns are always followed by ammo dumps.

So give 'em heck. Come back in one piece. Smoke if
you got ‘em.

To shoot enemy aircraft, move from side to side, slightly
above the horizon. The enemy planes move from side to
side at around that level so it's easier to get them in
your sights than trying to swoop down or come up under

them,
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What to ask before you buy your computer

So many systems...So little time. And before you knouw it, there'll be even more
systems than there are now. Salespeople, as you are probably already aware, are
not the people to go to if you have questions. If you have questions, we're the people
to go to. Here are fifteen things to consider before you take the hi-tech plunge.

By Jules H. Gilder

Sometimes the more information
you have about a subject the less
you seem to know about it. This is
certainly true when the topic is
buying a home computer. One trait
computer owners—ol whatever

system—seem to share is that they
only begin to learn what the com-
puter can do after having owned it
for a significant period of time.
(This period. of course, varies in
length from person to person,
deperiding on how much use the
machine is put to.) The result can

cither be a feeling of immense
satisfaction with the purchase, or a
feeling of frustration. Suddenly you
want to buy memory expanders.
Suddenly you realize that the pro-
gram you really need isn’t available
for your machine.

What follows are 15 questions to
ask yourself before you decide
which computer to buy. The first
task is to try to figure out what
you’'ll use it for. The next is to try
to determine whal features you'll
require. Finally, you'll have to
figure out whether the manufac-
turer of your choice provides good
service and lives up to the claims he
makes for the machine.

The purpose of this article is not
make recommendations—there are
too many variables that change
from consumer to consumer.
Whatever you're looking for,
though, these questions should
help in determining your final deci-
sion. The best people to ask for ad-
vice are generally friends who
already own computers, and have
owned one for a long period of time.
They will be able to tell you what
you need—something a salesman
usually can't do.

1. What do you want to do with it?
The primary application for the
compulter has a strong bearing on
which machine you should pur-
chase. If you're interested in mainly
playing games, you should choose
a machine that has a large number
of game programs available.

If on the other hand your main
application is writing your own
games, you'll want to choose a
computer that has lots of sound
and color graphics capabilities.
You'll also want to make sure that
the operation and subroutines in
the computer’'s ROM are well
documented so that you can take
advantage of them. Of the most
popular home computers—Atari,
Commodore, Texas Instruments,
Apple and Radio Shack—all have
excellent documentation available,
although not necessarily from the
manufacturer. The Atari computers
have not been given quite the sup-
port from book publishers that the
other systems have.

If you want to use the computer
as a tool to help you do your
schoolwork, then you'll want to
make sure that a good word pro-
cessing program is available for it,
as well as useful educational pro-
grams. Be sure to ask your sales-
man for a demonstration of these.

2. What features are you interestedin?
This question is really an exten-

sion of the previous one. You

should decide what characteristics
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are important to you. Take
graphics, for example.

While all the computers mention-
ed above will give you good color
graphics (except the TRS-80 Models
Il and IV which are black and
white only) it is much easier to pro-
gram hi-res graphics on some than
on others. The Atari, for example,
is a snap for the programmer. The
C-64, whose graphics many people
consider superior to the Atari’s, is
much harder to program for
graphics. If you just want to buy
your software, though, you will be
quite happy with the graphics on
the C-64. The VIC-20, on the other
hand, will not give you hi-res
graphics without a memory ex-
pander.

Do you want sound? The Apple II
has only one channel of sound
available, while the Atari and
others have three channels of
sound and an additional channel of
white noise—which is good for gun
shots and other sound effects.

The most frequently asked ques-
tion about computers is “"How
much memory does it have?” or
more simply, “How many K?"
Much of this is a “"‘numbers game."”
A more powerful computer is not
necessarily better—for your pur-
poses. For many people a 16K
machine actually makes more
sense than a 64K computer. (These
numbers, by the way, refer to the
number of bytes in RAM. The more
bytes, the more complicated the
programs that can be run.)

The biggest disadvantage with a
computer of limited memory is that
once you learn more about the
machine you may become
frustrated with its limitations. All
computers, however, can be ex-
panded, but for most people it
makes more sense to opt for the
more powerful computer with the
initial purchase.

3. How much money do you have to
spend?

Unfortunately, this is the way
most people decide how to buy a
computer. Sometimes this ap-
proach works. sometimes it
doesn’t. We're not saying that you
should buy a computer that is more
expensive than you can afford. but

sometimes cheap is dear. An
unreliable, inexpensive computer
can wind up costing you most than
a more expensive, reliable one. One
reason is you'll probably give up on
the unreliable one and then buy the
more expensive one, which you
should have gotten in the first
place. Reliability isn’t always
related to price, but frequently it is.

4. Do you have any special com-
patibility requirements?

The next thing that will help you
decide which computer to buy is
whether or not you have one—or
access to one—already. If you do.
you may want your new computer
to be compatible with it. If you
have an Apple II at work, for exam-
ple. and you want something com-
patible with it. your choices are

limited to the Apple II, the Franklin
or one of the imported “clones.”

5. What kind of keyboard does the
computer have?

The keyboard is one of the most
important parts of the computer. It
is generally the only way you will
communicate with the computer,
telling it what you want and giving
it information that it needs. Careful
attention should be paid to this part
of the machine. Many home com-
puter manufacturers try to keep
the cost of their computer low by
saving money on the keyboard.
They use cheap. “'chiclet”-like keys
that are smaller than the standard
typewriter key and also tend to be
unreliable. Many of these
keyboards won't register any input
unless the key is pressed squarely
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in the center. Look for a computer
with a standard typewriter-like
keyboard. These are generally more
reliable and have a better “feel”.
They also will permit the use of the
computer as a touch-typing tutor.

6. Is the computer innovative or just
another me-too machine?

If the computer has something
interesting and unique to offer, the
company offering it has a much
better chance of succeeding. If the
computer is innovative, it shows
that the company is not just in the
business for a quick buck, but has
invested a lot of time and effort in
developing a product. With such a
commitment. the company is
much more likely to be able to pro-
vide customer support. Me-too com-
panies, such as overseas firms that

produce the Apple clones, are
feeding off of somebody else’s hard
work and trying to reap benefits
that they did not really earn. While
their products may be cheaper, ask
yourself, “If they are ‘clever’
enough to avoid the expense of
original research and development,
are they going to be just as ‘clever’
in avoiding customer support?”

7. Did the computer get good
reviews?

When evaluating computer hard-

ware, listen to what other people
have to say. Virtually every new
computer that comes out eventual-
ly gets written up in several
newspapers and magazines. Read
as many of these reviews as you
can and see if a trend develops.
When going over these reviews,
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however, make sure that the equip-
ment was actually reviewed with
thorough hands-on testing. This
can easily be determined by the
level of detail included. Sometimes
a machine is not available for test
and a magazine will write
“reviews' based on information
generated by the manufacturer.
This happened quite a bit with the
Coleco Adam, where several
magazines wrote the machine up
even though they never had an op-
portunity to use it.

8. Is the computer easy to use?

One indication of just how well
designed a computer is, is how easy
it is to use. For example, if you can
load a tape into the computer the
first time with no problems. then
the computer tape system is pro-
bably well designed. But if you
have to fiddle with volume and
tone controls and must position the
tape to a particular point before you
try to load it, you're going to have
even more trouble later on. Pass
this computer by for another, or
use an alternate form of storage,
such as a disk drive.

9. How long has the manufacturer
been in the computer business?
While this whole field is quite
young and even the oldest veterans
only have about seven years ex-
perience, it's important to try and
find out how long the company
manufacturing the computer under
consideration has been in the com-
puter business. If they've been in it
less than a year, there's the risk the
company doesn’'t know much
about the business and may be
overestimating their potential in-
come and underestimating their
problems. Such a company cannot
exist long in this field. A good ex-
ample of this is Mattel, which
quickly entered the marketplace
with the Aquarius computer and
just as quickly dropped out of it.

10. Are computers the company’s
main product?

Preceding page: The PCjr and two ex-
amples of its high-res graphics. Above
left, Adam and BUCK ROGERS. Delow
left: Atari 600XL and DIG DUG.
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This is another vital question. If
the answer is no, the company may
try to apply inappropriate
marketing techniques to the pro-
duct. Also, if things go bad, the
company may have few qualms
about quitting the computer
market because its main source of
income is from other products
anyway. Two good examples of this
are Texas Instruments and Mattel.
While TI was capable of getting
computers sold. they virtually gave
them away. They thought they'd
make their money back on the soft-
ware, but many software producers
balked at having to let TT produce
their products for them and simply

there constant personnel turn-
overs? Do spokesmen for the com-
pany disagree in public? Is the
company three or more months
behind in its promised delivery?
Has the design of the computer
changed several times since it was
announced? All of these factors in-
dicate that the company has not
gotten its act together. Wait.

12. Is the company promising all of the
really interesting additions to the
computer for some later point in time?
If the answer to this question is
ves, be wary. The company may
simply be flying a trial balloon to
see reaction to the proposed add-

ignored the machine. Since TI
never recouped the losses it incur-
red by selling their computer so
cheaply. they simply pulled out.
They don't need the home com-
puter business because they are
one of the most successful semicon-
ductor manufacturers around.

Mattel. on the other hand, design-
ed an unimpressive computer that
had some serious problems. When
it didn't sell well, they simply pick-
ed up their marbles and left the
computer business.

11. Does the company seem well
organized?

This is easy to determine by
following the business press. Are

ons. If dealers and distributors
react negatively, early customers
can get stuck.

19. How has the company handled
complaints that have arisen?

Talk to people who already own
the computer and find out how the
company has treated them. Did
they listen to their complaints and
offer a solution or did they simply
ignore the customer after he
bought the machine? You want a
manufacturer who is going to be
responsive to complaints and
needs.

14. Is the company trying to squeeze
more money out of the customer with

specially formatted tapes and discs?

While this is not very common, it
does occur. Computer manufac-
turers design their machine to use
special tapes or discs and then limit
the number of sources for them.
Sometimes they don't even provide
additional sources. The result is,
the user has no place to go but the
company for storage media and
these are generally overpriced. This
situation has occurred several
times already. Digital Equipment
Corp. (DEC) which manufactures a
personal computer for business ap-
plications came out with a machine
that used a special format on its
diskettes and did not make a pro-
gram that could format diskettes
available. Independent software
developers were able to write their
own diskette formatters and pro-
vide the user with an inexpensive
source of blank, formatted disks.

Another company using this
technique is Coleco with the Adam.
They use a specially modified audio
cassette as a storage device. The
shell is physically modified so that
normal C60 cassettes cannot be us-
ed and special formatting informa-
tion is written on the tape. Since
the company does not provide a
formatting program for users, they
must buy formatted blanks from
Coleco at between $§10 and §15
each.

15. Are independent software and
hardware developers producing pro-
ducts for the computer?

Aside from finding out how many
computers have been sold, this is
probably the best way to judge the
popularity of a computer. If there
are a large number of companies
producing programs and ac-
cessories for the machine, it will
probably be around for a while. It
also means that the computer
manufacturer is supporting outside
vendors and thus they are willing
to bet that the computer will be a
big success. However, if the com-
puter manufacturer is only suppor-
ting a few companies, chances of
success are greatly reduced.[]

Preceding page: above: Atari 1450XL
and CAVERNS OF MARS, below the Tl and
SHAMUS. This page: The Apple and PIN-
BALL CONSTRUCTION SET.
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Score and a-maze your friends

DBy Robert Alonso
The first Hacker's Helper in
January showed you how easy it is
to design your very own cute little
aliens and the second one showed

accomplish a task. These numbers
can be used to simulate dice or card
deals or even the movement of
aliens around your screen. [ use it
in my programs to randomly place
blocks and hearts around the

ferent because I POSITION and
PRINT things instead of POKEing
them. To use the POSITION
statement you must have an X and
Y coordinate for the Atari screen. To
further complicate things, these

you how easy it is to move
the feisty little critters.
Well, just in case your little
creatures have become a
bit too freewheeling, this
column will show you how
to keep them in line using
mazes. All three programs
included with this article
will strew random blocks
and hearts in your alien's
path. He can gobble
hearts, but he can't cross
the blocks. A routine to
keep track of your score is
also thrown in just for fun.

For your convenience,
the routines that have
been presented in the

SLURE: 158 |

coordinates must never
exceed their range of 39
for the X and 23 for the Y.
You’'ll get truly bizarre and
infuriating results because
screen size is 40 by 24.
Your program could be lost
from memory altogether.
In addition to the screen
set-up routine I've included
a short routine in each
program that sets up a
scoreboard at the top left-
hand corner of the screen.
It's nothing fancy, it just
uses the PRINT statement
and a couple of cursor
placement commands to
print the word, “SCORE.:"

previous two issues are in-
cluded in this month’s programs
with one difference: only the new
routines are highlighted by REM
statements in the program listings.

The maze and treasure, in this case,

hearts, set-up routines are between
lines 295 and 315 in each program.
This is probably the most in-
teresting part of the programs
because it introduces the random
number generating capabilities of
each computer. A random number
between zero and one can be
generated on either the Commodore
or Atari machines by simply typing:
?RND(1)|Return]. Perhaps this by
itself does not make you sit on the
edge of your seat with excitement,
but it really should. Games in
general, and more specifically many
computer games use some sort of
random number generating to

Commodore 64 maze

screen. A random number between
zero or one will just not suffice for
the purpose of filling a screen. What
[ do to make the number or
numbers (in the Atari version) larger
is to multiply them times the screen
size. For example, in the Com-
modore 64 version. in lines 300 and
310, I multiply the random number
generated by RND(1) by one
thousand. This, of course, is the
screen size of the Commodore 64.
The random number generated is
then added to the start of screen
memory and a block or heart is
POKEd into that location. This is
repeated within a loop 200 times to
insure that enough of the screen is
covered. Although the Atari version
uses the same principle, it is dif-

enclosed within a frame. This
routine begins on line 315 of each
program. Another simple routine
that goes with this one is the score
tallying routine which begins at line
195 of each program. The routine
just PRINTSs the current value of the
score variable (PO) positioned right
next to the word. "SCORE:."” The
real tallying, though, takes place at
the “Check for Heart™ routine of
each program. This routine tests the
location toward which the alien is
moving and if it senses a heart adds
five to the score variable and sends
the program to the “Check for
Heart” subroutine I've described.
The Check for Heart" routine also
checks for the blocks. If it finds a
block in the alien's path it stops its
movement.

You will find that these programs
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are almost complete games. You
have a routine that generates the
alien character, one that moves him ATAR'
under your joystick control, one
that generates a random maze-like
obstacle course with treasure and
one that keeps track of your score.
The only thing that keeps these
three simple programs from being
games is that you have no enemies.
Nothing is there to stop you from

e L5

ALONSD - ATARI

-
B b A0 e
= !

TR TR o

trying to get all the treasure. I = I
suggest that you have someone E

time you and that each player have =) 196, PEEK {185 ~8:REM PROTECTS ChA
a limited amount of time in which RETTER SET

to get the treasures. After a while, 1 GOSUE SO&: I08:G0SUB 4BB:L=28::
even this may become tedious. A R - T ARG vy - -
When it does, you should show off o

= T3

some of the routines you've learned
to your friends by designing another
alien—perhaps a wicked one trying
to stop the first one. You may not
think so but yvou already know
enough programming to do this
yourself. Simply add another alien

PA D

RS R0 e

and another joystick routine for the : 3530 DL
Atari or Commodore 64 and have a I0 10 128

friend move the second alien around #RSCORE eOUTT

while you try to stay alive. Just SITION *ETLIR

keep in mind that you will be BomswT E SE 5T

reading the second joystick port on
each machine. This will require that
you PEEK memory location 56320
in the Commodore 64 and that you
test STICK(1) on the Atari machine,.

we
i

On the VIC-20 you can put in a T
routine that uses the TI variable so = RINT "®":MEXT &
that you can time your game but - r'?;"" g ET 1B o
it's too difficult to add a second = SEIE b e P
; ; : K INT "SCORE:
joystick to this machine. Use your < AT 4 memmALTe 44 =
creativity and you'll be amazed at G FLUT l,e2iUkAWIU 14,c
what you can develop. s oL AT BB BRALTE %Y &
Next month, I'll be leaving alien i e R R L
life forms alone (even they need a 4 B b AWTO @ <=
little rest!). Instead [ will show you 5 ?!:fr‘!?l 10 a,a T
how to make some exciting sound = DIM DL
effects, like explosions and fanfares. 8% FOR X=8
Until then, adios fellow hackers.[] SiE FOR H=E
B:HEAT #:RE
ZEa DAaTs 73 87 .62,82,4087,8
SEE DATA L, B3B8:Bu=lylsnlard
E"'E":—' EJ!ﬁT;:‘ _; ,1,15,:—1;5;5

Continued on page 78
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STAR TREK

For the Atari VCS: Keep your
finger on the fire button at all times,
thrusting forward and then moving
from right to left whenever you ap-
proach a Klingon. There's
an easy way to get the anti-
matter saucer: thrust
away from it until it's in
firing range, then stop,
turn around. and shoot. It
is always a good idea to
shoot the saucer: it's worth
- 5000 points!

Steve Akyuz
Rochester, NY

| B
Gl JOE

Here's a tip for would-be
commandos. When you
get to the second level
stay in the approximate
middle of the screen and unleash a
series of missiles into the cobra’s
eyes. From there it's just a short
hop to either side if the cobra lets
loose with a laser blast.

Craig Hopping
Kenvil, NJ

MR. DO!

In the ColecoVision version. you
can shoot the monsters with your
power ball without being subject to
their attack. Dig a tunnel just under
or above the monster pit. but be
sure to leave a strip of dirt between
Mr. Do and the pit. When the
monsters start coming out you can
fire your power ball through the
strip of dirt and kill the monsters.
But watch out; this places you in a

position where some monsters
could sneak up behind you.
Brad Robinson
Sacramento, CA

POPEYE

In the coin-op game, when the
first screen begins. quickly move
Popeye to the first level where the
spinach will be positioned. Grab the
spinach and punch Bluto: he will
fall into the water. Then, move Pop-
eye to the top ledge. where the
punching bag is. Hit the bag while
Bluto is getting out of the water and
bag him for a quick 3,000 points.
Timing is critical.

Mike Vasta
Malden, MA

TIME PILOT

ATTENTION 2600 OWNERS! If
you don’t know how to control your
jet. dig that old Combat (ugg) cart
from under your bed and play the
“Jets” game. Now stroll over to

your local Time Pilot machine and
throw a farewell party for your
quarter. If at all possible go up-
wards to get the parachuters, which
are worth 1000, 2000, 3000, etc.
points consecutively. In 1940, shoot
the big planes you see throughout
the round. They give you 1500
points and reduce your
time a bit. To hit the ob-
ject that takes you to

the next wave, get direct- |
Iy behind it. It can’t fire
behind itself.

Phil Havel
Findlay, OH

| |
PITFALL

To get by those horrible
scorpions. you can “'float™
over them. This maneuver
takes timing, but can be
done easily once you get
the hang of it. Here's
how...you run up to a
scorpion and jump. Just before it
seems that Harry's going to bite the
dust, hit the jump button again,
before he makes contact with the [
scorpion or the ground. Harry will
seem to float above and past the [
scorpion. Harry can float and float
until you decide he's getting airsick.
This technique doesn’t work above
ground—only in tunnels. Also, for
some reason it doesn’'t work while
using the PointMaster Fire Con-
troller.

Chuck Painter
Cary, NC

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.
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COMPUTER LITERATURE

Continued from 38
valuable sourcebook but not when
done in this way.

Write Your Own Apple Games
by Stuart Anstis and published by
Creative Computing Press, on the
other hand, is exactly the sort of
book that any computer enthusiast
can adopt and love. It is divided in-
to two sections: subroutines and
whole game programs. The subrou-
tines are handy little programs that
can be inserted into larger pro-
grams to add professional finishing
touches or embellishments. For ex-
ample, there are routines that allow
you to turn your Apple computer in-
to a digital timer or a stopwatch.
There are programs that teach you
to animate a small tank, generate a
flickering line which can be made
to change colors and routines that
allow you to access the paddle con-
trollers for use with a game of your

own creation. And because the pro-
grams are self-contained and
sprinkled generously throughout
the first section, you can type any
one of them in and get some in-
stant results. The book is valuable,
therefore, not only for those users
who are sophisticated enough to in-
corporate these subroutines into
larger programs, but also for those
who have just gotten a computer
and want to experiment with pro-
grams in general.

The Creative Apple, edited by
mark Pelczarski and Joe Tate,
published by Creative Computing
Press.is for the hard-core Apple
user. More a compilation of Apple-
specific articles that once appeared
in Creative Computing than a se-
quentially arranged book, it tends
to be very technical and very dry. If
you are already very famliar with
programming and intimate with
your Apple, then the subjects in-
cluded here could be very useful to
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you. Topics covered include ways
to create and save high resolution
graphics, picture packing, page flip-
ping, sound effects advice and so
forth. And The Creative Apple
doesn’t limit itself solely to BASIC.
Some of the articles include pro-
grams written in 6502 machine
language as well.

If you aren’t quite up to machine
language yet, if, in fact, you're still
puzzling over how to get your Ap-
ple to do anything, then The
Elementary Apple by William
Sanders (Datamost) could possibly
be the best buy for your money.
Aimed at rank beginners, The
Elementary Apple helps you set up
the computer, attach the printer,
slip expansion and language cards
into the right slots and walks you
step by step through other tasks
that are probably not second nature
to you. In addition to having clever
illustrations that enhance rather
than detract from the text, The
Elementary Apple is not stingy
with hands-on experimentation
either. On just about every page
there's a short program which
brings about immediate results and
makes you feel like a seasoned
hacker right off the bat. What we
found particularly excellent about
this book was the fact that the
author didn't stop to explain every
element in each program the
minute it appeared. The printer ac-
cess program, for example, has a
D$ variable in it. Rather than go in-
to a long-winded explanation of DS
right at the beginning of the book
when you don’t know your arrays
from your elbow, he simply in-
structs you to type in the program.
When you do, your printer works.
Zut alors! This is reward enough.
Mr. Sanders seems to realize that
there's time to explain all the cryp-
tic hieroglyphs and code later and
he does.

As we said earlier, these are by no
means all the books that are
available for home computer users.
We haven't even touched books for,
say, the Timex or IBM systems.
Nevertheless, we hope that in
reading between the lines, you've
gotten some criteria for assessing a
book and, in that way, will make a
more intelligent purchase. []
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FIRST SCREENING

WARRIOR |

Each month we print a computer game written by one of our readers.
This month’s First Screening program was written by David Hoffmeier.
David is an 18-year-old high school senior from Cherryvale, Kansas. His
game is entitled Warrior. It’s a fast-paced adventure game written for the

TRS-80 Model IIl computer. It has a time clock and three levels.

The Game
—
: ek
%

Warrior is a fantasy adventure
game. You would do well to imagine
yourself as a knight, dressed in 14th
century armor, exploring the ruins of
a medieval city. Your chivalric code
demands that you rescue a beautiful
maiden who is hidden behind one of
the doors in this city.

As a knight, you are no slouch.
You're a fighter who gets to deter-
mine your own difficulty factor by
choosing a class. Once that’s been
done, the ruins of the city appear on
screen. In addition to feminine
pulchritude, the city is also home to
five Orges. According to medieval
lore, Orges are huge, fearsome,
human-like creatures who stand
about eight to 10 feet tall. Asa
demonstration of their unfriendly
nature, they've hidden the key to the
door behind which the maiden is
trapped. In order to recover the key,

you must kill all the Orges. This is
done simply by having at them. Your
strength will overwhelm them. The
Orges are often sneaky. They may
put themselves, the key or the
maiden in a place that's surrounded
by walls. If that happens, you must
use the sword that is given to you at
the beginning of each game. Legend
has it that this sword was a gift from
a Wizard who said “With this sword,
stone will be dust, but five times of
use is all you can trust.”

As soon as all the Orges are Kkilled,
the key will appear. You must make
a dash and grab it. When the key is
in your possession, the door will
materialize. Take the key and free the
maiden. The arrow keys control your
movement. Be careful. Don’t get too
excited or you may move one space
too far.

STRATEGY

Since this is a race against time, it's
probably best to have a plan of action
all set in your mind before you ac-
tually start the game. This means
that you should study the situation
before you actually enter it as a
knight.

The ruins of the city appear, you
remember, right after you choose
what class of knight you want to be.
Study these ruins well after the city is
all assembled on screen. Your fighter
will be flashing around and the Orges
will be in their places. Make a note of
where the Orges are and set up a
plan of attack. The clock doesn't start

until you press a key. After you press

a key, look for your fighter and then
move quickly.[]

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.

ELECTRONIC FUN WITH COMPUTERS AND GAMES
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0 POKE16409,1
2 ‘Warrior by David Hoffmeier
SCLS
10 Y=2
20 READX
30 IFX=99THEN&0
40 SET(X,Y)
50 GOTO20
860 Y=Y+1!IFY=46THEN%0
70 GOTO20
90 PRINT@77,"WARRIOR"}
100 PRINT(@481,"by David"}iPRINT@545,"Hoffmeier"}
110 PRINT(@789,"instructions (Y/N)"}
120 INPUTA$!IFA$="YES"ORA$="Y"THEN%30
130 DATA14,18,79,12,15,16,17,20,99,12,14,18,19,97,12,15,16,17,20,97,14,1%,9%,14,18,99,14,18,
99 14‘13999 1" 18}99[5 14 18}27|99;5|13;1‘|1.’|1’" 17']8;19127;?9,5'6'9512,13]15|17919,20923|2
6427,99,748,10,11,12,14,14,18,20,21,22,24,25,7%
140 DATA9,12,13,15,17,19,20,23,99,13,14,16,18,19,99,13,14,16,18,19,99,13,14,15,17,18,19,99,
12,14,15,17,18,19,99, 13,14,15,17,18,19,97, 13,13,15,17,18,19,5%, 12,14,15,17,18,19,99, 13,1
4,15,17,18,19,99, 13,14,15,17,18,1%,%%
150 DATA13,14,15,17,18,19,99, 13,14,15,17,18,19,9%, 13,14,15,17,18,19,9%, 13,14,15,17,18,19,
99, 13,14,15,17,18,19,99, 13,14,15,17,18,19,9%, 13,14,15,17,18, 19,99
155 DATA13,14,15,17,18,19,99, 13,14,15,17,156,19,99, 13,14,15,17,18,19,99
160 DATA12,18,15,17,1%,19,99, 13,14,15,17,18,1%,9%, 13,14,15,17,18,1%,79,14,15,17,18,99,14,1
5,17,18,99,14,15,16,17, 18,9",14.15.16.17.18.‘-’-’9.15,1&"17"?'?,15.16.17.9‘?.16;9‘%15,‘99
165 CLS
170 RANDOMICLEARSO
174 NK=1
175 NR=5
178 NB=5
180 RS=7%
182 ND=1
184 DR=42
1856 KY=75
190 Te=""
200 GOSUB720
Z10 FORI=1TODF
220 SH=RND{43):LO=RND{1023)
230 LO=LO+15340
240 IFPEEK(LO)>32THENZZO
250 POKELO,5H+128
260 NEXTI
270 FORI=1TONR
280 X=RND(?40):IFPEEK(X+15424)<7 3ZTHEN 280
290 POKEX+15424 RSINEXTI
300 HI=RND(10230¢1FPEEK(HI+15424) > 22THEN 300
310 H=H1+15424
220 0$=INKEY$!IFO$<""THEN240
330 POKEH,WRIFORI=1 TOSGNEXTIIPOKEH.22:GOTO300
340 POKEH ,WR
350 IFT$="NO"THEN 380
360 IFT1<>0THEN3EO
370 T$=RIGHT$(TIME$,5\T1=VAL.LEFT$(T$ )0+ VALRIGHTS$(T$.2})
380 PRINT@:0,"Ogres "NR" You "NE;
390 G$=INKEY$
400 IFT$="NO"THENA4 20
410 T$=RIGHTS$(TIMES,S)iT%=VAL(LEFT$({T$,2)#&0+VALRIGHTS$(T$,2)"
420 PRINT@ES0,T9-T1;
430 IFS$=""THENZ%0
440 F=H
450 X=ASC(S%)
460 IFX=91THENH=H-64:GOTOS10
470 IFX=10THENH=H+£4:GOTOS10
480 IFX=?THENH=H+1:GOTOS10
490 IFX=8THENE=H-1:GOTOS10

L
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500 GOTO390

510 IFHC1S350THENH=153401GOTOS70

$20 IFH>16383THENH=1463831GOTOS70

530 IFPEEK(H=32THENS5%0

S40 IFPEEK(H=RSTHEN&0O

550 IFFEEK(H=KYTHENA00

560 IFPEEK(H®=DRTHEN&0O

570 POKEF,32{FORI=1TO100:POKEH,32!POKEH;4Z'NEXTI!POKEH,32
580 NB=NB-1!IFNB{=0THEN&15ELSE300

590 POKEF,32:POKEH,WR!GOTO380

400 POKEF,32!FORI=1TO100/POKEH,32:POKEH,WRINEXTI
610 GOTOB70

615 A=RND(2)

620 IJFA=1THEN300

630 CLS!IPRINTCHR$(23)}{1IFND=0THENAL70

4640 PRINT"You have failed your quest"

660 GOTO700

670 PRINT@4,"You have saved the maiden”;

480 IFT$="NO"THEN700

£90 PRINT@70,"1t took you "T?-T1" seconds™;

694 FORI=1TO1000INEXTI

700 PRINT@136,"Press ENTER to continue”

710 G$=INKEY$!IFQ$=""THEN710

715 PRINT!FRINT

720 GOTO170

730 PRINTCHR$(23);TAB(4)"Enter ~G- for Guardian®

735 PRINTTAB(4)"Enter -P- for Protector"

740 PRINTTAB(4)"Enter -W- for Warrior®

750 Q$=INKEY$!IFQ$=""THEN7S0

740 CLS

770 IFQ$="G"THENDF=100/WR=71!RETURN

780 IFQs="P'THENDF=200!WR=80!RETURN

790 IFO$="W"THENDF=300'WR=87'RETURN

800 GOTO730

£10 X=RND(?&60)MIFPEEK(X+15424) > 32THEN&10

8§20 POKEX+154:4,KY

830 GOTO3S0

840 X=RND(?40IFPEEK(X+15424) >32THENES10

850 DR=4ZIPOKEX+15424,DR

840 GOTO350

&70 IFNK=0THEN7Z0

880 IFNR=0THEN?10

890 NR=NR-1/IFNR=0CTHEN=10

900 GOTO380

910 NK=NK-1:IFNK=0THEN3Z40

920 ND=ND- 1! IFND=0THENA 20

B

930 CLS

935 PRINTCHRS$(Z2);

940 PRINTTAR(S);"Tms game 15 a quest 1n  medieval timas. Your quest is tosave the maiden,
First you mustkill the terrible Ogres O’. Youare equipped”}

550 PRINT" with a magic sword, This sword will enable you to knock down walls, You may us

e this sword only S times. After that you will die”

940 PRINT" The Ogres carry a key ‘K'. Youmust kill all the Ogres, get thekey, open the door
‘%', Once youget to the door your quest will have ended.”

970 PRINTTAB{14)"Press <ENTER>"

980 Q$=INKEY$:IFQ$=""THENZ30

982 CLS

98% PRINTCHR$(22);

990 PRINTTAB(S)"The arrows control your movement."
1000 PRINTTAB(S)" There are three levels.”

1010 PRINTTAB(10)"Good Luck!"

1012 PRINT!PRINT!FRINT

1020 GOTO170
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HACKERS HELPER

Continued from page 72
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To order back issues:

Return this coupon with check to:
Electronic Fun
P. O. Box 668
Holmes, PA 19043

..
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while limited supplies last. Back issues starting
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...Spare Time to Friends and Neighbors
Make 550-$1OQ-$200 F_'ar Waelg!

NO MONEY NEEDED TO START
No Minimum Order * No Risk * No Age Limit
All the Newest Titles!

Over 3,000 Ditferent Games!

Become a Part-Time Video Game Dealer Buy all the
new Video Game Carnndges al Low Dealer Wholesale
Prices Example. DRAGONFIRE, retail price $3295
your cost i1s $6.95. You sell at $16.95 and make $1000
a oame - y0ur customer saves $16.00) No money
needed start! Sell ATARI VCS. 5200. 400/800.
COLECO. INTELLIVISION, APPLE. COMMODORE
TRS80 Ti. etc Be the first Dealer in your areéa
Limied Ofter — ACT NOW for Special Dealer Kit —
only $3.95. Dealer Kil includes everything you need to
el slaned — Sales Manual, Ag Kit. Business Cards
nfidential Dealer Prices, and much, much more!
UNCONDITIONAL GUARANTEE —100% satsfaction
or Full Refund.

— We Also Camry Educational Games —

% ACT NOW For Complete Dealer Kit »

MAIL $3.* (plus $1.* for shipping) TO:

OR CALL:
(617) 897-5555
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UNKNOWN ARCADER

Continued from page 49

when the Village People showed up
unannounced. Bobby Orr and

various Boston Celtics also stop in
to check out the action.

I watched a nubile video princess
(I called her Lovely Lynda) testing
Bega's Battle. A dwarfish angel and
devil hounded Bega as he fired upon
red skulls and fanged mouths.

"You wanna try?" she asked me,
and gently placed my fingers on the
controls. I got a lump in my throat
and started to sweat.

“Catch me, Bega, catch me,"”
Luna cried from the machine. I was
so nervous I dropped her several
times and never got beyond the first
screen.

Recovering my cool, I roamed the
huge arcade. They had practically
every machine ever made except
the Vegematic, and high scores
were competitive: Nibbler,
30.856.550: Star Trek, 201.850;
Motorace USA, 106,900. The in-
credibly ugly Journey was there
(158,600), as was Wacko (32,600).

They even had an old Atari F1 and
Sky Hawk. I embarrassed myself
again by only ranking 27th on
Astron Belt, but these kids have
been practicing. To vent my
frustration, I played Cheeky Mouse,
in which I bashed mice with a
hammer to hear them squeak.

I was complete blown away by
this gamer's Shangri-la. | wanted to
stay forever. I fancied getting a day
job across the street at Shopper’s
World and spending my nights
wooing Lynda beneath the big
space ship. But a nagging doubt
kept after me: Might not there be an
even grander arcade? It might be
just beyond the next overpass.

And so once again | traded in my
bird-in-the-hand for who-know-
what'’s in the bush. And there will
be many more bushes before I can
rest easy. As Springsteen says, “It's
the price you pay.”

Wait for me, Lynda. U

ATTENTION RETAILERS

your participation.

The video and computer game business isn't as
easy as it used to be. With the enormous growth
of game cartridges and home computers, con-
sumers are more wary—and more selective.
They're looking for guidance and we've got the
magazine to help. We're Electronic Fun with
Computers 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

Call today or write:

Electronic Fun with Computer and Games
P.O. Box 668
Holmes, Pa. 19043
1-800-345-8112
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The people at Actlvision let the
press peek at some of their new pro-
ducts (a first) at New York's Lotos
Club where the literary and
theatrical elite meet. Company prez
Jim Levy held court over a breakfast
of green eggs, no ham... Among the
games: PITFALL Il David Crane’s new

masterpiece for the 2600. Hidden in
the cartridge is a new silicon chip
which gives the machine the sound
capabilities of your average digital
synthesizer, or something close to
that...PITFALL Il plays the theme song
to Harry's Saturday morning car-
toon show, scrolls eight screens
horizontally and has 22 vertical
levels. It's practically impossible to
memorize Pitfall Harry's route...so if
the original PMITFALL had you pulling
out your hair, you might as well
resign yourself to baldness after get-
ting your hot little hands on this
one...the other game has a working
title of HELIO ..also hinted at were a
couple of “avant garde” games
that'll be unveiled at CES. After
hearing one described as "off beat
musically and visually: a very new
approach to a very old concept” and
contemplating the references to
punk rock that followed. [ began to
speculate on what this game could
be. MUSICAL ELECTRIC CHAIRS? TIC TAC TOE
with songs by X? Will the game be
called NO FUN? We'll see...

Magicom has just announced the
first stage of their DRAGON'S LAIR
licensing program. Soon our pal
Dirk's heroic mug will be gracing
lunch boxes, bubblegum cards (will

they have his stats on the back?)
French Foreign Legion hats, py-
jamas and almost anything else you
can name. Marvel Books and Comics
will be doing adaptations in a bunch
of formats, and there’s even talk of a
DRAGON'S LAIR novel. The Fly sug-
gests THE NAKED AND THE DIRK or MODY
DIRK as possible titles...

Even as we speak. the folks at Don
Bluth Animation are working on the

David Crane, author of PITFALL and
PITFALL Il, the sequel

art for DRAGON'S LAIR II! Dirk and
Daphne have gotten hitched and
have added 13 little ones to the fami-
ly. Daphne is still QUITE the blond
bombshell in spite of all this child-
bearing activity... Dirk will probably
look a little TIRED... Interrupting this
scene of domestic bliss is the EVIL
WIZARD—see, he does exist—who
kidnaps Daph, dragging her through
a time warp. Dirk gets his hands on
a time machine and sets out to
rescue her, using all of world history
as a pitstop. My question: who's gon-
na take care of the Kibs while our
heroes (and villains) gallivant
through the vast panorama of
Western Culture?...

Checking in at Marvel Comics, we
discovered that they just clinched a

deal with Adventure International,
unveiling a new series of computer
adventure games called QUESTPRODE
that'll feature all licensed Marvel
super heroes. The games'll be sold
in comic specialty shops as well as
the usual software outlets and
Marvel will be producing comics
that will act as guides to each game.
The first, as yet untitled, game will
feature that big green continent-
hopper the INCREDIDLE HULK as well as
that mystic master of teleportation,
spell casting and several extremely
complex card tricks, DOCTOR
STRANGE...

Okay kids, brace yourselves for a
shock. This is my final column. No
more of this video game stuff for me,
no way...it's hurting my vision. If
you could see things through my
compound eyes, you'd know why.

Em

So I've decided a career change is
what I need... I've written my
memoirs, which cover the “‘games
years” as [ like to call them... Entitl-
ed THE FLY PAPERS. it's available at ex-
terminator supply shops
everywhere...With this phase of my
life behind me, I've decided to go
Hollywood. I auditioned for a part in
the upcoming METAMORPHOSIS but [
was the wrong genus for the role.
However, I did land a juicy part in
the SEQUEL to one of this year's big-
gest films. That's correct, I'll be STAR-
RING in THE RIGHT STUFF Il as "“Buzz”
Aldrin! Let's take a lunch...my
agent’ll call your agent... you're
beautiful, baby, beautiful... love
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BRUTAL! RUTHLESS! UNPREDICTABLE!

< INVENTORY

“ MvEnToRY

IN 'I'"ls GAM Okay, boss, now what do we do? Research & Development is work-
ing round the clock coming up with new products, the warehouse

vou REALI.Y GET is overflowing, the advertising agency wants more money, your

customers are fickle, and the competition just slashed their prices.

THE B“Sl"Ess. Were all waiting for your decision.

Put yourself at the helm of this enterprising new software company.
Every major decision is in your hands. Use your logic and intuition to
spot market trends. Keep a close eye in your balance sheet. Get a
grip on your company, a leg up on your competition, and a strangle-
hold on the market. Do you have what it takes to be King of Silicon
Valley? Or will you end up selling apples on skid row?

Intense strategic challenge combined with a real education in the
workings of big business make In The Chips one game anyone can
profit from.

IN THE CHIPS." Concept Education for the VIC-20,
Commodore 64, IBM PC and PCjr.

C R EAT I V E S O F T W AR E

VIC-20" AND “COMMODORE 64~ ARE TRADEMARKS OF COMMODORE ELECTRONICS LTD “IBM PC™ AND "PCjr” ARF TRADEMARKS OF INTERNATIONAL BUSINESS MACHINES INC < 1984 CREATIVE SOFTWARE |



SPACE
SHUTTLE-
A JOURNEY
INTO SPACE.

} " (4

Get ready for
the most spectacular
launch in video
history. A new
breakthrough
that takes your X\
Atari* 2600”
Sfarther than it
ever gone before.

The countdown
begins. The 101st 3
mission of the US. Space .
Shuttle is about to lift off .

Ny
And you're in command.

[= Blast off. Adjust thrust
Fasten your seat belt. . and tréjr?;cto;’y Jettison
Tuke a deep breath. | firct. and second-stage boosters. Check
And prepare for an air speed. Achieve orbit. Open cargo bay
unprecedented
video challenge.

With astounding

realism, you'll
re-enact every phase
of an actual Shuttle mission. Your Atari®
2600™ becomes a sophisticated control
system that demands instant response,
intense concentration, quick thinking
and even quicker action.

THIS IS NO GAME.

DEORBIT BURN
SLOW SPEED b
—

— e
= B
=

=

T,

=N

MAYXTMUM
HEATING

FOLLOW
GLIDEFATH

doors. Rendezvous with a satellite. Set
pitch and yaw. Re-enter the atmosphere.
Lower landing gear and correct glide path.

| maEieesceey W, [EREEEEEESRY
@

S
- INELLOME HOME -

Touch down at Edwards Air Force Base
and receive your flight evaluation.

Make no mistake: it won' be easy. But
once you've completed your first mission,
you'll really have earned your wings.

ACTIVISion.

Space Shuttle— SPACE SHUTTLE
A Journey Into o a el
Space. Designed
by Steve Kitchen
after consuitation
with NASA. Its
one giant step
for video.
=ACTIVISION.

We put you in the game.

For use with the Atari” 2600™ Video Computer System.” Atari®
2600™ and Video Computer System™ are trademarks of Atari, Inc.
Also for use with Sears Tele-Games" Video Arcade” Tele-Games®
and Video Arcade™ are trademarks of Sears, Roebuck and Co.

) 1983 Activtsion, Inc.



