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Electronic Games' Picked Hits

Position Name of Game System Manufacturer
| Asteriods . Atari VCS Atari
2 Missile Cormmand Atari VCS Atari
3 Adventure Atari VCS Atari
4 Space Invaders Atari VCS Atari
5 Baseball Intellivision Mattet
£ Space Battle Intellivision Mattel
7 Football Intellivision Mattel
] UFO Odyssey? Odyssey
9 Kaboom! Atari VCS Activision
10 Tennis Atari VCS Activision
Position Name of Game System(s) Manufacturer
| Star Raiders Atari Atari
) Space Invaders Atari Atari
3 Missile Command Atari Atari
4 Adventureland Atan/Apple/ Scott Adams
TRSH
5 Jawbreaker Atari On-Line
Position MName of Game Manufacturer
| Pac-Man Nameco/Midway
2 Asteroids Adari
3 Defender Williams
4 Centipede Atari
5 Space Invaders Taito/Midway
6 Battlezone Atan
v Missle Command Atari
8 Gorf Midway
5 Venture Exidy
0 Galaxian Namco/Midway

Readers Choose Top Games
Since mere quantity of play doesn't necessarily equal actual popularity,
Electronic Games bases its standings on the votes of its readers. These
lists of most popular games are based on the more than 600 Reader Polls
returned on the first issue. We will update the “picked hits” lists in every
i Electronic Games.
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Specially packaged Mas-
ter Components, will have
coupons for free Astro-
smash cartridges along
with entry blanks—which
can also be obtained from
dealers. Players can then
practice at home and take
photos of their high scores
(defined as the highest point
reached during the course
of play as cpposed 1o the
final score).

Learn To Repair
Video Games!

It's no secret .

Video games seem 1o be everywhers!
The extraordinary popularity of coin-
operated video games has created ari
enormous demand. Not only for the
games themselves, but for gualitied
service personnel as well

Randy Fromm's Arcade Schools are 3
practical, ne-nonsense lock at how
wideo games work, and how lo repair
them when they don't, No previous
knowledge of electronics or wideo
games is required to get the most out
of the six day course. Lab sessions al-
low students to gain valuable "hands
on’ experience. Late model video
games are used during lab and lecture
50 Arcade School graduates will be
familiar with the types of equipment
they will encounter on the job. The
fuition of $400.00 includes all texts and
classroom materials. There are no
hidden costs.

Founded in 1980, Randy Fromm's
Arcade School i the most respecied
and often recor nded training pro-
grams in the cumamuse'nemmdustry
As a technical writer, Randy Fromm's
comprehensive articles appear regu
larly in the industry trade journals.
Now he has condensed his ten years
of experience into & proven Arcade
School program that has allowed hun-
d\eds aF Arcade School graduates

earn easiest, fastest, and most
ays 10 repair coin operated
»wjz;»gilrues

Attend the Arcade School
nearest you in:
Atlanta, GA
Baltimore, MD
Chicago, IL
Dallas, TX
Minneapolis, MN
New Orleans, LA
Phoenix, AZ
Salt Lake City, UT
San Francisco, CA
Toronto, Ontario
Whichita, KS

Call or write for
FREE information package
Randy Fromm's Arcade School
6123 El Cajon Blvd.
San Diego, CA 92115
(714) 286-0172
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ATARI PACMAN

Some of the specfics aressil abit murky, but there ought to
be several complete new videogame systems avalable bet-
ween now and next January. Here’s a brief rundown:

STAR STRIKE
@ triciges for the VCS and another dozen to accompany the
@ debut of the Super-Game system. The VCS ttles inclde

Sl ot Star Raiders, both adapted from

% Atari Super-Game. This wil be a senior pr

programs.andar e Raimend

system arcade
reen movement speed. fwilreal or app
andstress home versions of coin-op winners ke
Defender

% Tryom Video Computer Game. This standard system,
sneak previewed at a recent trade show, wil have 26 car-
tridges by the end of this year. Though the graphics aren't
qite Up to the quality of, say, the Atari VCS, it wil be priced
sgnificantly lower,

Coleco Videogame System, Though not avaiable for i
spection as we g0 10 press, the famous toy-maker plans ta
show 1t to retalers and have it in the stores by Christmas,

Meanwhie, Bally is apparently having second thoughts
about ts m y sel off of its home game, The coinop gant i
readying a new programmabe videogame

imately $350
Manand

existing systems wil add the power of spee
sometime n the Mattel, Odyssey and

onths.

H ouse.
including Pac-on, Defencer and Berserk
@ Activision.
Barnstorming and Grand Prix are scheduled as the
e for this mushrooming house of ideas. B
st game desgned by Dave Crane
sast alachiev

Stove Cartor ight. It

challenging play action. Grand Prx,
@ since Freeway, issimply the bestautor:
the VCS, with spinning
delightful touches fike o s

@ Comingnext summer s AllM
space adventure that uses both strategic and ta
® cicments. Chopper Command, 'nem\,\r\e fr
o vemo' BoL«mead s a horizontally scrolling batt
an armed helicopter fights to pr ./1(‘ the truc

o, m, "a\,c\rv; on the road belowe

al exrﬂcv 1o have thisintriguing peripheral

before the end of the year, Atari may aso offer  voice syn
thesizer as an option forits Super-Game, though prok
unnm system has already acquired a large audience of loyal

2l the voke boxes work more o e the same way, The
synthesizer plugs into the cartridge siot, an
then inserted into a smilr nid )

And now the games! Here's 2 system by system
the treats awaiting home arcaders in 1982

cari.
The Sunnyvale videogame king wil release 12 new car

Mattel.

Intelivsion wil prodi
ranging from avideo pibal program to: pair
on the upcoming Walt Disney fil
Dnngeonsand Draguns wil finally be avai
ong

a score of new videog
of g

Tron Advzn(ed

i the

e senerating both male
and female voices, should turn up ths summer. Accompany
b ing it will be three compatable game cartridges, including

e Spartans, which s essentally Space Battle with a
Jocker g

hics,

P voice track and somewhat

continued on page 33




From Battle Board
to TV Screen

Ithough abstract games

1958, when the infant Avalon
i ompany publshed Tactics
(A Rob

Hill brougnt forth the first
historical battle game, Get

home arcading experience for
many electronic gamers

tysbury
diverse ttes that s st growing
today. More refnements, such
as Roberts' itroductions of a
hexagonal grid for movement,
helped miltary games develop
into a hobby that involves b
dreds of thousands of people

ity other manufacturers made
their deburs, including Simua.
ions Publcations, Inc. (5P and
Game Designers Workshop.
Bored wargamers can now
choose from hundreds of tiles
covering every miltary engage-
ment, realor possbie, from the
dawn of civilzation to the
hypothetical ar future.

e
this more eaborate commer
il effrt

Tactcs [ reated the subject
of a land war between two

main types of combat unis,in
fantry and armor, plus a few
specialized divisions with air
borne, amphibious or moun
taincering capabiites.

wasn 't ong before Avalon-

Electronic
ona par with the sophisticated

a staple for head-to-head
videogames aimost from ther
inception.

Armored Assault
bat i probably the most
widely distributed VCS car-
tridge by virtue of the fact that
it comes packed with the VCS
console. Steering those litle
vehicles around the various
mazes represents the first

SEAwoLF

er. )
sightly more visually attractive
version of the same situation for
the Professional Arcade, wile
Triple Action (Mattel) has 2
well-designed tank shoot-out

for the ntelivison system.

Armor oy Mat.
for the btelivision, is n a dass
by iteff, however. This i much
less of an arcadestyle contest
thanthe other three cartridges,
stressing such elements s fine-
ofsghtfor fiirgand movement
speed that vanes according to
the terrain

Dogfight
in the Skies

Represerting ar battis con
vincingly has long rustrated

type of freewheeing batte is
perfect for the video screen
Atari offers arcadestyle inter-
pretations o fightsin the skiesin
both its Combat and Air-Sea
Battle cartridges, whe Astro-
vsion's Red Baron acs such
realistic touches as 3.D

ive.

Activison wil shortly release
a title that reflects the latest
trends in air-mobie tactics,
Chopper. jsing.
a steering system somewhat

screenin anattemptto protect
a convoy traveling zlong the
road at the bottom of the
playfic.

Victory at Sea
‘Seawolf (Astrovison) and Ar-

Sea Batte (Atari)fumish gamers
witha taste of navel action, The
Torpedo variant on the ArSea

missile greatly enhances this
garme, which s one of the finest
head-to-head contests in the

Mattel's Sea Battie gives
gamers the dance toleadfleets
in a gobalscale war on the high
seas. Action switches from




strategic o tactical, and there's
a surprisng amount of dferen-

this two-player contest.

Global War

Congquest of the World
(Qdyssey) is the electronic
game for those weaned on

night-long  sessions  of

Diplomacy or Risk. As the
Jeader of one of the game's 43
nations. you must combine
power poliics and discrete use
of land, sea and ar forces to
propel your country to the
prade of workd damraton

cd s
oriented evening of gaming,
because it can be played by up
10 s people. The making and
Sl e
espondong 1o miute shi

the world mwameo«pa wer,s0
there’s lots

i

tion among the
partpasts,

War Against

the Robots
Command control is the

siogle most mportant factor 1

War of y N,

Odyssey division. In this

tes,
e
fighting robos

The terrai of the battefeld
is randomly generated by the
computer program and s dif

ferent for every encounts
includes a fair number of
obstacles and places behind
which soldiers can hide.

ARMORED BATTLE

mechanical men are not direct
iy moved by manipulating the
Joystick. nstead, the controller
establishes only a movement
tendency. That is, pushing the
stick to the right doesn't send

home screen

r of Newes & a genune
one-of-a-kind among video:
games, and a certifed treat for
clectronic warriors.
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Editor's note: In November of |981, EG|
strategy editor and 15-year-old video:|
game whiz kid Frank Tetro became the
firt gamer (to our knowledge) to win a
toumnament title on two separate pro-
grammable systems. After coming to
our attention during Atari's New York|
Space Invaders regonal, where he
compled the highest offcial score in the
entire competition, and piaying for over
an hour, Frank began eying the gaming
horizon for other worlds o conquer.
“This past winter, during Intellvision's
Philadelphia Videolympics, he did it again
After working his way through a grueling
gauntiet of Skiing and USAC Autol
Racing_eiminations, he went head to
head with the sole remaining survivor at
Major League Baseball and walked|
away with the championsfp

In'a special instalimentfof
“Strategy Session”, Fr
shares the secrets that el
him pick up a Master Comflo.
nent, big-screen projectipn
TV and complete set of |
telivision garmes.

Skiing/Mattelntelivsion

most important thing
10 keep in mind with this car”
tridge s that the gate posi
tions—and even the moguls—
never change. Whether run.
ning the slalom cou
wiich the gafes are glouped
dasely together;6r the down:

58 Becranc Games

Tips
from a Champ

hil, where the poles are mare widely
spaced, on any slope, once you have
memorized

through the corridor as smoothly as
possible. The sialom gates tum up very
dose together and it occasionally hap-
pens that the skier must navigate gates
thatare parallel, butare located at totally
opposite sides of the playfield

In this case sweep through the dosest
gate, then go instantly into a 180° tun
back up the siope 1o a point higher than
the second gate, and then swing down
through it

they will never vary. This provides the
‘gamer with a tremendovs advantage by
alowing i to begin the tumn intoa gate
before it even appears on the playfield.

When tuming through a gate, don't
ease around or move ina erky manner.
Every tum costs time, so work at arcing

SKING

Asimiar tactic
a regular gate s missed. That is, just
sweep back up the slope and throu
the gate. Remember that 2 missed gate
costs a five-second penalty, so any
maneuver that would take longer is
counter-productive.

Jumping moguls s fairly simple 5o long
as the leap s made at the last
possible second. Anything else
will cause the back of the skis
to catch the outcropping,
resuiting in a spil.

Stay away from the edges
of the playfields to avoid
trees. Whenever posside, sk
straight down the hil, as this s
the fastest way 1o travel. |
have also found it wise to
avoid use of the “swoosh!
button. Intended o sharpen
the angle of aturn, it generally
complicates things and causes

(fill for 2 fines at 10 picas)




AUTO RACING

USAC,

For some obscure reason, there are.
two verisons of ths program curently in
distrbution. The difference isn't in the
video portion, but in the procedure for
steering. The earfier edition used "com-
pass” steering. Pressing the control disc
at 12 0'clock” sent the onscreen auto
due north, and so forth.

The new technique is *'steering
wheel” style. Players must visualize
themselves actualy inside the car, snce
hitting the disc t "9 0'clock " producesa
left tum, regardiess of the vehic's posi-
tion on the road. Keep thisinmind when
following the strategy.

USAC Auto Racing works best asa
one-player game, with the arcader
choosing from among a quintet of cars
with a variety of postive and negative
quaites. As with Sking, memorize the
track as quickly as possible. This enables
drivers to begn difficut “elbow” tumns
before they appear on screen. Except
on the gentlest curves, never tum
gradually. Sharp tuns are aimost aiways
a safe bet, and ahways keep a finger
poised on the brake, ust in case.

Players will occasionally find them-
selves spinning off the highway onto the
grass or even nto a pond. When rear
wheels are stuckin water, rice the brake
heavily when disengaging. Otherwise,
the car wil take off at normal speed,
streak across the road and probably
slam into a house on the other side.

Al games are clocked, but a rash
stops the timers. Most payers rush to
get backinto the race after cracking Up.
Thig \i,«Jﬂ\M "he dr)ck will not re r}
il Sl
collect yaurse»f T take S

eatdiner or read a book. The game wil
not resume untilyou start it back up, and
it's much better to get back on the road
with a ear head.

In a two-player race, begin by simply
running your opponent off the road. This
will aggravate him and may affect his
judgement. After a whie, he may even
dedde to fiht fire with fre. As your

(noRTH)
It

(sours)
Down

Two contral modes for AUTO RACING:

BASEBALL

felow racer gets set to ram you, hi the
brake sharply and watch the car fly on
past you, off the road and into a ditch.

Since Auto Racing features multipleseg-
ments of an overall track displayed one
section at a time, once a player reaches
the end of the onscreen track, he s
awarded a sngle “ahead” point. f you
find yourself with a good lead on your
opponent, however, and he looks ke he:
may crash, hit the brake. A crash is
worth two points, versus the single one
gained by an “ahead”’

ajor League BaseballMaiel
Intellivision
It'sthe measure of a good sports smu-
lation when the strategy mirors that of
the game onwhich ts based. The st of
hints for improved play on Major
e Baseball wil seem very fami-
iar to mavens of the American Pastime,
therefore, since virtualy every element
of the real thing —with the sad exception
of fly bals—is duplicated in ths excellent
videogame version
On offense, the most important skilis

while (D) new style uses leferight steering
sTRAGHT
AEAD

!

learning how to place hits, Swinging early
‘tends to pull the bal, just as swinging late.
sends ft 1o the opposite feld. Best place-
ment for hits is between second and
short, with a hard shot n the hole be-
tween short and third a nice secondary
target.

Always hit behind the runner to avoid
the double play. Since this version of
baseball even alows stealing bases, it is
important for the human coach to learn
just how much of 2 lead is sae to take
Two steps s perfect. At this distance,
the rumner issent atthe very instant that
the pitcher raises his arm to signify the

Cacraiccame 53



start of his motion, he wil
alwayssteal second successful-
Iy. It is important to realize,
however, that the pitcher
gives 1o sign when throwing
back to first for a pickeoff
Therefore, watch for the first
baseman to turn black. This
indicates that he has been acti

ed in order o get to his
base and catch the ball. Jackie
Robinsonstyle leads are gen-
erally to be avoided, how:
ever, as computer pitchers
are notoriously difficult to
rattle.

The bunt button seems
generally useless, except fora
suicde squeeze. With a run
ner on third, send him home as the pit-
cher begins his motion, then bunt. The
resulting confusion will frequently suc
ceed in disorienting your opposing
coach.

arning defense must begin with ac-
quiring a familarity with the players and
their positions on the keypad’s mylar
overiay. Some players, especilly those
with airtight defensive abilties, simply
throw nothing but heat—fastbals right
down the middle—in order to detract
from their fielding preparation. The
drawback here lis i the batter's abiity
to more easly time these pitches and
thereby hit them to any field virtualy at
will. A fastball curving over the outside
corner is a much better percentage
pitch

Pitchers can take advantage of the
other coach’s indination to steal bases
when that problem arses. Throw tofirst
base, drawig the runner back 1o the
bag. Then have the first base-
man immediately return the
ball so the hurler can pitch
‘home instantly with all possible
heat, This wil not only catch
your opposite number off
guard regarding his baserun-
ner, but his batter as wel.

In rundowns, keep in mind
that the defensive players are
always faster than the offen
sive ones. Run the player to-
ward the next base, pnning
him, where he can be either
tagged or tossed out at the
lest nstant

Tivo malortips: Nejer | - -
thmw benw thetinnerand,- | |

TEMPEST

when a ball gets past the infielder, don't
have him chase it. Activate the nearest
outfielder. Also, on long throws, aways
use relay men 10 get the bal wherever
it's going that much faster,

fcoin-Op Corner Tempest/Atari
Tempest, Ataris first vector graphics
ystem videogame in color isnot only the
nostvisualy striking coin-op around, but
ne of the most challenging as well. The
cenario places the arcader in command
f 2 blaster with which he must patrol
he ramplke perimeter of 2 series of
beometrically-shaped space platforms.
hese come in two types, flat-edged
with 15 corridors) and rounded
possessing 6 sectors). The player man.
uvers his blaster around the perimeter
f the platform, defending it against a
eritable rogues gallery of space nasties.
hese enemy forces materilze at the
enter of the platform’s configuration

1

FLAYER

PR
CHONGE
PWESS FIRE T0 SELECT
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TEMPEST

and travel swiftly through the
sectors toward the ramp,
where they either explode or
actively pursue the gamer's
blaster.

Tempest offers a series c(
difficulty levels. Avoic
novice” level, as the ee'\y
phases are manageable by
even tyro gamers. Ao, be.
ginning at any level higher
than'novice'" earns 3 hefty
bonus points after the
succesful defense of the first
platform.

Arcaders have two w
pons: blasters and super
zappers. The latter i strictly
for emergency use. The first
time it's used, it biterates al aien ffe
forms on the screen. It can be used only
ance more on each piatform defense at
which point it wil eiminate one attacker
on a priority basis, taking the most
dangerous first. The super-zapper is re.
charged after each defense, and the
blaster has an infiite ammo supply

On the intital two levels, the only
serious attackers are the fippers, caw
ke obectsthatsiter along the rampn
search of the biaster. Shoud they seiz
& ey lesp vith Lo e vrtex v
ing the gamer dow th
bl
a pai of fippers when hit—on in the
melee. Once a flpper gains the ramp it
can be destroyed only when moving
from sector to sector. With the daw in
the ar, they are vulnerable, Spikers also
make their appearance at this pont—
lue curls that buld up deadly
spikes, capable of impaling biasters ur-

ing the jump from ramp to
ramp. Spikes must be whit
tled down piece by piece.

Fusebals show up at level
11, and pusars appear at I7.
Like fippers, the deadly pul-
sars stalk the blaster.

Strategy up to ramp 33 is
simplicity itself: Stand stil
Players almost invariably spin
widly around the ramp, fiing
blindly. This is a loser's
strategy, putting allprobabilty

y use
there are more attack zones
than can be patrolled even by
automatic fire. Instead, find a

Continued on page 69




B
player on offense has eight seconds to shoot by pressing the
action button o the opponent takes over possession. There's
10 control over the force behind the shot or the ball's arc of
fight toward the basket. The defender can steal the ball by
toudhing it just as the offense hoists one uy

The game does contain one major advance over the Pong-

type programs on which it appears to be based. The court

floor is really an electronic
gravity field that makes thel
ball bounce realisticly.

The relative merits of Bl
Russell and Wit Chamberlan|
have fueled endless argu-
ments among hoop fans, b
there's no similar debate
about which game designer|
has contributed the most to
electronic basketball. Activi
sion's Alan Millr, then work.
ing at Atari, invented the frt|
trapezoidal videogame play
field for that company's|
Basketball cartridge

This innovation, which has|
akso come in handy n simu.
lating other sports Ike tennis
and soccer, gives the court width a5 wel as length and heght
That introduces the possiiity of positional play and a passing
game, though Atari Basketboll i the Odyssey cartridge of
the same title, i strictly one-on-one action.

Hitting the “‘game reset" switch causes the ball o be tossed
into the air between the two opposing players. The first one
10 reach the ball after the opening tap can use the joystick to
cribble nto position for 2 good shot. The defender can try to
steal by aliging the on-screen character's feet with those of
the ball handier and swiping the ball between bounces

The player on offense has some control over the shooting
phase. Pressing the action button causes the player to stop
dribbling and hold the ball. I the arcader releases the button
whie the player has the ball over his head), the resut is a long
arangshot. Ifthe ball i launched whik the player s holding the
ball low and in front, it wil be a softer shot. The defender
doesn't have to just stand around waiting whie the guy with
the bal takes aim. When the coach pushes the button, the
man guarding the shooter wil leap into the air and attempt o
block.

Aari Basketbl s 860 0ne o the few sportscrtrices i
can be played soltaire. The computer-directed team
fense varies according to the cosanes of the score, I the
humancoached side fall behind

INTELLIVISION BASKETBALL

/

Mattel's NBA Basketball cartridge for the htelivison

cops the prize as the most true-to-ie videogame hoop it
of

this one
Surprisigly, considering Mattel's usual emphasis on visuals.
graphics defintely takes a backseat to play-action. The render-
ing of the three-man tears in this two-person contest is
blocky and utiitarian, bt the
design features the m
redlistic and comprehensive
passing game ever created for
fans of electronic roundbal
When the team goes on
the offense, the human coach
directs the hoopster with the
ball, while the computer
moves his two cohorts in
appropriate manner. The
mylar controller overlays
divide the court into nine
zones. To pass, the coach
with the ball pushes the
desired section of the court
on the overlay, and the bal
leaves the onscreen athlete’s
hands and heads for the ap-
pointed spot. The toss will be caught by one of the other
layers on the offensive team, assuming the computer can get
one there in time, Otherwise, it becomes a loose ball and is
likely to sail out of bounds. It s also posshle that 2 man from
the rival team wil ntercept the heave and take possesson

BT T
dressed-up cousin of the VCS original. The on-screen
G n s
possble to execute some snapp)

Hh e R L e
played by one or two arcaders against computer opposiion
or headtohead with either one- or two:man teams. The
computer generates enough defense 1 keep the humans
honest, which means that it plays ik the old Boston Celtcs in
the closing minutes of tight games.

Passing is very tricky. The action buttons on the joysticks
controllng both the player throwing the ball and the one cat
ching it must be pressed just about smultaneously for the.
maneuver 10 take place. When two gamers piay against the
computer (or each team is commanded by two human
coaches), shouts of "“Pass! Pass!"” periodicaly il the ai as ar-
caders try to coordinate the button-pressig.

Sincethisisa rather sparse crop of games,i's fortunate that
prospectsfor , especiall in the computer fild,

takes a vacation on defense and roams the court aimlessly. But
let the arcader’s time Le or even take the lead, and the
computer Hrected guard becomes & sficky fingerec’sbadow
who Battles nnemha.wé( by ;\Ll Ffltre jway fo the

look bright. A strategy-oriented program and, just possibly, a
statistcal replay one could be availble by the opening tap of
the 19821983 NBA season if manufacturers' current plans
materialze. With any luck, fans of electronic basketbal will
soon feefless gnored than s the case today.




Horse Racing/Matielntelivision
This cartridge s 2 sure bet to please
fandiers of the sport of kings. No other
program, not even for microcomputers,
offers this particar blend of luck
skil. Making 2 mint in Horse Racing re-
quires a mixture of riding abilty and
handicapping sawy.

e computer generates a field of
eight steedsfor a [0 race card. Four nags
at fime compete over varying ditances
under a range of track conditions from
fast to mud. Since each horse matais
characteristic strength and endurance
over the entire series of events, home
handicappers can use past performance
a5 a gide to potential finsh. In other

words, asprinter thatbeat an endurance
horse at a gven distance i likely to doso
again if the race were rerun under the
same conditons, though the flyer might
have a better chance at, say, [0furiongs.

The other important element in Horse
Rargh ssmitbe expected, e ruy

ning
eysride horses using the hand controllers
t0input commands, the computer-takes
charge of the other two equine con
tenders.

A lttle coaxing at the begining of &
race il prodiuce some early speed, and
atouch of the whip down the stretch can
work mirades. There isa catch, unfortu-
nately. Over-usig efther can cause your
charger 0 stumble across the fish Ine
what seems like an etemity after the rest
of the field

After each race, the winning time and
the offcial order of finh are flashed on
the tote board. The computer then
determines the winners and losers, pay-
ing off bets as reqired. The particpant
with the largest winnings at the end of
the [0race seriesis at(za\msd e

o

gambii g«hf s ava.mz f

Videogame systems. Some of the crd
‘gamesare undeniably clever., but few are
as nvolving for the players as this trip to
the electronic track

Conquest of the World/
DumeiOim

bat units, which square off in a series of
one-on-one showdowns. A player can
employ any of hs three armed services,
with the only restriction beng that once
a spedific type of miltary force has faled
inone engagement of a war., it cannot be
used agan n the same war.

o 10 5ix players,
et A Haid
| countries, strive to make their homeland
the most powerful nation on the face of
the earth. This goal s accomplshed by
accumuiating more power base units
(PBUS) than any other country.

337)

The diplomatic infighting takes p\a(e

the
play-system used in Conguest of the
World. Desgners Ed and Linda Averett
and Steve Lehner have created 2 game
of consumate scope and sublety. ft wil
take at least several games for most
‘would be conquerors o full perceive a
the complex interrelationships buit into
this boardgame videogame hybrid

a game as complicated as this
one, a good set of instructions s man-
datory. Conquest of the Worldis wel pro-
vided for in thi respect, siwce the pro-
fusely ilustrated rule book leads par-
ticpants through the routine of play ore
smal step at  time without ever losing
sight of the overall objective,

Few videogame cartridges are per-
fect, and opportuniies 10 go wrong are
far more numerous in something with
the sweep of Conquest of the World than
would be the case with the typical maze
orinvason game. Remarkably, there are

very few such miscues. The only obvious

zame. When open hostities empn ac
on switches 1o the video screen. Each
ountry musters land, sea and air com-

on s requiring the submarine 1o surface
periodicall

ithout having the program
force it to do so. This encourages par-
tipants caught upin the heat ofa confict
toshade legalities. It could spark an occa.
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o annoying ‘lead time' to
keep us from gettingallthe

editor Joyce Worley.
"We'e gong 1o pit no:
nonsense evaluations of
dozergofnew prodicts
every issue, and the

feier. formt wil get the
word into our readers’

hands before the games
reach the retai stores or

A fibsatipion to v
‘cade Express wil be $25

per year (26 bi-weekly is-
), with a helf-year a-
Valabl for $15. Order
from: Arcade Express, 235
Park Avenus South, Snth

lew York, N.Y.

counting blue ones—and
you're out. White dots are
ood for a point, biue

race through the maze, 50
points are collected. The
game can be played using

Inside Mattel

* Mattel has evidently  nasties that fling deady,
conquered its product frisbee-like disks. Tron Il
problems at last. The log-  also drawn from the movie,
Jam that caused a scarcity  mirrors the film’s main
of new Intelivision games  theme, an odyssey through
during mostof thellastyear  the innards of  computer.
has been broken. And  The closer the gamer gets
Judging by th ighaualty 1o the CPU, the more re
Rattel's newest tiles, ~sistance the computer
T iocsies n hevs . paverstes e oyl
plenty of reasons for
dancing in the streets. * There's more than
* The biggest news at  the Tron series, too. Night
Mattel is the pair of Tron  Stalker is a fascinating
cartrdges which the c:
pany. wil publish shortly.  with excellent graphics and
Based on the upcoming  movement. Star Strike will
further enlarge the science

the player and, should a
cherry be uncovered in the

one
turns—or two,  with
simultaneous action.

Tron 1 pits an electronic fiction section of the Intel-
wartoragansta bunch of _[ilon game brary, whie

s a strong candi-
um for the novelty hit of

Here are the new tilles
scheduled for release n ‘82
from Astrovision for the
former Bally Professional
: Munchie, a gob-
bler game that may or may
not be released, pending
talks with Atari (see Atar
story elsewhere in Hot-
fine, The Wizard, a home
version of Wizard of W

i cofop v.msn;s

Astro U,

ite
creator, Bob Ogdon; Solar
Congueror, an exciting
Asteroids-inspired contest
with a number of its own
unique features; Cosmic
Raiders, a_sideways-
scrolling shootout, Quest
for the Drb .2 high ad-

venture proj
Chase; Cnlmngaoekwwh
Light Pen; and Musi

Merilelel]

e of frogs loling on I

with their long, snapping.
ngues. When a frog
overshoots the target, he

floating perch. The game
can be played with a vari-
of background settings
corresponding to times of
e day ranging from sun-
tise to midnight.




Once again, our r00m is
packed ight with Inquiing arcaders,
50 let's jump right into the questions.
This issue's best query comes from
Steven Justman of Forest Hills, New
York, so take it away, Steven!

Jiow are mesic nd vices put ko
videogames ke Pac-Man and Van-
? (from Steven. lunman, rores

Hiils, N.

SRy iy

for adding sound cap:

ds, Rego Park, N.Y.)

A: As a matter of fact, Garfield, the,
02 folks su

By the Game Doctor

Q: In the March “EG Hotline" you
mentioned that Boxing was pulled
back for further work. | purchased this
game back in December and | want to

make sure that this version is all right.
(from George Fisher, Saugus, Mass.)

A: Well, George, much as it pains the
Old Game Sawbonesto admitit, even/
make mistakes occasionally. According
to Intellivision’s Bill Gillis, the version
you bought is the final, perfectly all

right version. What does fipen,
however, i that companies tweak, a
iddle with ther new releases right up

“speech synthesis unit” at a recent
trade fair, and it sounded just great.
The unit is plugged directly into the|
Odyssey's cartridge slot and specially
produced "“talking"" wdecgames &
then inserte e speech

d int
f;égﬁ f‘rmgmt:»e actual rm }TT -

advance looks at the results are fre-
quently shocked by how different the
ultimate version is. So, although Box-
ing went through several slages before
release, once it got int stores it
W fhed, complete ctc — and
|Very inkeresting game, to boot.

let me clear up a couple of other mat-

tention
Cinematronics, Electrohome and vec-
tor s in a previous "Q&A"
while discussing the x-y type scanning
used in coin-op graphics.

“The vector graphics system used by
Cinematronics, a California company,
was prvatey eveloped and te ights
jwere sold to Cinematronics. Elec-
trohome is 2 Canadian company that
manufactures al types of specialized
monitors.

v Nelson
of Atari | Computer Division some-
h
these, and all the sins of
past life, mea culpa.

As you know, Atari and.
ars made a deal to make
ari VCS's under Sears’
ime, and that all Atari car-

iges fit the Sears system.

w, however, Sears is of-
ing its own exclusive
me library. Will these

the Atari

2 (from Kevin Patton, Des
s, lowa)

Ji, the Sears Tele-Arcade is
inaslightly altered pack-
Therefore, all VC5 compatible
Seftware will pdy on both systems, in-
cluding those games produced by Atari
exclusively for Sears, such as Stellar
Track and Steeplec

A Fm cl

G /'m 8 profesion) computer pro-
grammer who's

with my fob, but | would love to do
“ireelance’ in the

16 Bectonic Gamer




ooverwhelming (emphasis on “over”)
deluge of mail requests we get from
readers such as yourself, Tyrone, we
have come to the condlusion that we
can either answer ll your queries indi-
vidually, or we can publish EG on its
new, monthly schedule, We've opted
for the second alternative, and we
hope you folks agree. So please don't
fecl badlyifwe aren't abi o respond
to individual que:

Hewever, | shouldn't tink you'd
have too much difficulty in finding the
items you mention in your letter. The
various game watches are available in
many major department stores, as are
the fantastic Casio

ssing: One Hall of Fame
haveenjoyed the fisttwo ssues of
your great magazine and was gla
ead that you are going to be e
ing. on x bi-monthly basi
n the coming attractions for the
st b i i e Wl
an article about a videogame hall of
fame, however, there was no such ar-
tide in the second issue. Will it be
coming up in a future issue?
Stanley Takaki
Chicago, IL
Ed: You've got us, Stan. That feature
you mentioned got delayed for an
fsue or two but, &5 you've already

you're intrigued by the VL-Tone, you
‘have got to check out their new mod-
els, indluding the MT-40.

seen, the Hall o
fourth issue, and e e e
from time to

Send in the Kudos!
Kudos to your crew for an excellent]
magazine dedicated to the arcade ad-
det. | got my 02 for Clrstmas and
have been OD'ing on UFO, K.C.
Munchkin and their sports cartndges
every day since. Does anyone else be-
sides N.A.P. market software for the]
02, as Activision does for the Ataril
ves?

Dave Tillman|

Longview, T

Ed: As the Odyssey? comes ever

doser and doser to the universe of one

m;l/run systems, the idea of creating]

patible software for the 02 will be-|

come ever ‘more attractive. Pemaps by
the end of 1982, if N.A.

punchin; )ﬂjhevrmzrkef Lh!i'e !f

ﬁa‘mﬁfm Fud demmebiated o Hor,

The Mysterious Playfield

On page 37 of the March '82 edition
of EG, there's a picture of the Space
Battle playfield. The aliens in this
picture are vastly different from mine.
Have they changed the aliens or what?

obb Decker
Thomville, OH
Ed: Playfield renderings are gener-
ally not photographs of the game in
Pplay, but rather are artist's reconstruc-
tions, Every once in a while, there-
fore, the playfield and the actual game
are at odds and Mattel Bat
Heis a particularly noticable example.
We at EG have even contacted Bill Gil-
lis, Intellvision President, to find out

4ge;n j‘dok maing H o oo

Leither

First Issue Blues
Today | bought the second issue of
EG and | think it's a real blast! I'm very
sorry | missed the first issue and was
wonderingif there s any way that | can
buy one? If not, is there any otner
reader out there who might be able
to help me out o th.
Coy Wechapras
hicago, IL
d Keep an eye peeled, Cofy. /arth
ming “Back Issues Dept."
Seheduled 1o appeai b a0 upsoming
issue.

Ten Years of EG?!
1 found your mg zine on the news
stand and unfortuniiely ot me it was
the Tenth Anniversary lssue. | enjoyed
it very much, but since | did miss the
earlier issues, and as | saw a reference
toa hidden message in Ad-.m.m.\
was wondering if you coul
how to find it. I'd really vt ﬂguve
out that message!

Robin Watkins
Raleigh, N.C.
Ed: Firstofal, Robin, the ssue you saw
was in honor of the tenth anniversary
of home videogames —not EG1 We've
only been around for a mere five is-
sues. Secondly, and, | hope, sincerely,
for the last time, here is the scoop on
the secret message in Adventus
there's a secret message, Atari has told
s so. They also, however, swore us to
silence on revealing how to find it
After all, what good's a treasure hunt
when you know exactly where to dig?
And speaking of secret messages,
just read on (=]



“EITHER THIS
SPACE GA
ORMY LIVI
GOING 1




ISTHEIR BEST
ME EVER,

NG ROOM IS
65 MPH”

Aliens up ahead. Aliens attacking from the rear.
Alien ships on every side. Meanwhile, the earth is
moving steadily into range of enemy missiles, as the
alien planet rushes by below.

Presenting Star Strike. The exciting new space
game complete with brilliant colors, gripping tension,
and special effects so realistic they appear three-
dimensional. So you almost feel like you're flying.

Be careful, though, and don’t lose your concentra-
tion. You've got to destroy the enemy planet. Before it
destroys the earth.

Play Intellivision'Star Strike. Then, when the
battle’s over and the dust is clear, compare it to other
space games. We think you'll agree that color, excite-
ment and special effects make wame, s errronies®

Inteligent Television

Star Strike the clear winner. INtElliViSi ON'



TOLRTNE

DEO LINIKS

{rat sometimes elusive e | tidges have copled, s the
white ball hither and yon | use of dual playfiel
across the landscape. s e

I¢s quite a testimony to the | zerial view of the en-
that so many folks are | tie hole unti the

willng to endure such incon- | ball reaches the area
venience to participate. Of | near the hole—and
course, golf-loving owners of | then switches to a
programmable videogame | close-up of the
systems have things much, | for the putting phase.
much easier. They get up | The mechanics of
whenever they want, plug the | play are casily mas
spproprate carridgsintothe | feed, though  takes

console and—prestol—the | the usual amount of ODVESEY doLF
5 o ot e e A e
Chasing the traps bursts forth in full color | cute. The arcader uses the | timate the bal’s location by
Little White Ball | on the screen Joystick to position the on- | the direction in which the club
Pity the poor duffer. To screen swinger so that the | head points.
enjoy a simple game of golf, Odyssey's Golf head of the club overlaps the Arcade archivists may b=
he or she must get up and out This one-fo-four player | ball. Pressing the action but- | interested in Miniatur

o he hows whie the mor | game ser hew sndati for | ton o th oystck begns e | G, a cartride wieh Alar
ing mists tl ding tothe res, | electronic. golf simulations | backswing. The biggerthe arc | has withcrawn fromts brary.
lug a heavy bag fullof clubsto | when Odymy released it in | of this wind-up, the further | It wasn't terribly realistic—the
the first tee and then ts greatest vir. | the ball wil travel when the | ball had a tendency to bounce
button is released and the club | around in a manner more re-
comes forward to strike the | miniscent of billiards than
Bal miiature_goff—but

Each of the courses nine | for a chalenging, fast-acton

ame.

es, add interest, because | puattel’s PGA Golf
they force the playertoputon | gt the most complex of
i thinking cap when inng | 1 galt vigeogames, PGA
up shof

from three to five, with most
ed at four strokes. Skilled
gamers should be able toscore
in the low 30's fairy consis-
ntly.

Atari's Golf
Water_hazards, trees and
rough willbe the main barriers
to breaking pa
nine-hole course for one or
two players, While t is possi-

the branches of the foliage
that dots the course, more
prudent golfers will probably
want to play a more conserva-

traps are also an espe-
cially troublesome problem
The ball not only slows mar-
kedly, butit goes nvisble. The
only way to fnd s to use the
head of the lub ke 2 divining

[ moving your on”
il screen representative back




Apairof gamers competein
regulation three-set matches,
urged to great performances
by the roaring cheers of the
spectators,

Pong-Style

Tennis Lives!
No one will ever claim that
Pong. games are a rzahm: ap-
of tennis,

lent competiton and
@ offer a comy

will appeal most trongly

to keen students of the real-

fife spor.Itis the only game in

which the player s armed with

‘awhole bagof clubs nstead of
just one.

e make their selection

m among a group of shafts e e

nis ige that offered

T putter, e o tha

tronic Tenni .
used to be a eu- sport. This  one- o two-player
HILE 2 DRIVER oo s e

cther desone ik Ao
has produced, features ultra-
Sreamined play-mechanics.

by thetime e pogrammale | the bl wih e oy the
ms came to | computer will return the vol-
wedes, fa oot oo e T it forefont n 1976- 1975. | ly. The irection m whch the
So it has only been in the | bal travels depends on which |  vidao Olympics (Atar)
characteristics that make 1t | Bast yearor sothat true tennis | part of the racquet it sirkes. | features ,,,5’{ e e
o e Smaations | The dificuty swiches widen PongsblelEiE e e
o o et D it | ponsiean
b A A at which shots are retumed, | Loeing with the oiginal, are
e e oyl _making it convenient to | yitra_simple, and play i
i ithe, samer 16 b lone, andicap a strong plaver | exactly the seesaw struggle
el st ahre B e elivey | et st copvated the
pending on which action " T gé:neer arcaders a decade
o i Mattel’s Tennis |  fstro's version, found on
il et Actsion pro- | The differences between | the same cartidge that also
by acing a litle duced the first | Activision's and Mattel's net- | includes T
sice or hook sport cartridges reflect the | and Mockey, does consider-
- proaches to elec- | ably more with the graphics
than most Pong games. Each
afcader, manipuiates an on-
Screen tennis player. using the
j athlete's body as one big pad-
/ e Mat dle with which to defectshots
’Qﬁff'o _m(? ~ L electi back over the vertical net at

> other fine points of the sport. | your opponent.

R o



MNovor Sporis Iesy

The Smell of the
Grease Pit, the
Roar of the Crowd

In view of America's
long-standing romance with
the automobile—a love affair
even stratospheric oil prices
ouldn'tend—it's not
prising tht drvingand acing
titles are 50 numerous in
ecaa sl i e
even those who curse traffic
Jams and bridge tollsin eal ife
enjoy.proving their driving

skills in front of a video
onitor.

tegory of games in-
cludes several distinct types.

stacles, and driving contests

which put the participant di-

rectly behind the wheel,
Mattel's USAC

Auto Racil
Although USAC Auto

includes two, the tan and blue
St it e

Supedﬂy e
do much to lift USAC Auto

array of authentic engine and
brake sounds, this game gives
participants a taste of the at-
t surrounds

motor sports events
This is much more than a
simple steering game. Going.
around the course with the

head-to-head play, there’s no
question that it works
when a single driver races
around one of the five availa-
ble tracks in competition
agansthedack Competton
3 human opporent i
Iess S s
mputer constanty inter-
upts the acion 10 reset he
pasitions of both vehicles if
e theatens to buld a big
enough lead
/ould-be Mario Andrett’s
can choose from among four

particular set of acceleration
and comering characteristic

(To make even-up competi-
tion easier, the roster of autos

wil result in a jarring succes-
sion of crashes. Good control
of the wheel s vital, but on
when united with a sensitive
touch with the gas and brake
pedals

Atari's Indy 500
Loosely based on a mut-
player coin-op
eral years ago, this premium-
riced cartridge is pure action
from start to finish. Each
participant—one or two can
te—uses special driving
controllers provided with the
e to steer racers around
an oval trac
‘Aswith most Atariites, this




strength every year. The
North  American  Soccer
League, the American Soccer
League and the indoor loop

audience to major
Ieague calber kick-ba, whi
sports programs
schools and colleges are givin
more and more kids firsthand
experience of this exciting

The World's Most

P S|

Baseball and footballare the
most popular spectator sports
in the United States, but its
es folks go
just wild with excitement
throughoutmost of the rest of
the world

Leaving aside Pong-style
soccer (such as on Atari's
Video Olympics cartridge),
the software suppliers haven't

fife soccer,but there was some.
question as to whether Ameri-

i gamers would really be
interested enough to buy such
;2ndgesmb:geneug% n

e e

34 et Gamer

proach to creating a vid-
eogame with a soccer theme.

Pele’s a
ook much like the real sport,
One of the most innovative [[but this cartridge definitely
videogame cartridges devoted
toany sportis Mattel's NASL. | game.
‘Soccer. Although each coach |Jjoystick to direct a rio of on-
has only e bostrs vitle |[ecreen bootes ananged n 2
e time, the sraling.[icanle.Passing and shoot
Playfild providesa ey con- |[are sccomplished by pressing
vincing illusion of having men | fthe action button and orient-
ing the stick in the desired di-

the field (seen in
rter per-
pective) shifts to
follow its path,catch
the pass with one
of the athletes that
scrolls into view.
Like most of the
ny's sports sim

ulations, Mattels NAsL soccer

L Soccer is loaded with
the litte touches that do so

the “feel” of
the real thing. Such niceties as
comer Kicks, free kicks and
goal kicks are included, an
authentic noises practically
put gamers in the stands.

v
down the vertcally scroling
playfield, setting up complex
pattens to break into the
open for a tough-to-handle
obique st at the ol
imposing roster of 54
e

simulation, so instead it took a
b/

Pele’s Soccer
By Atari
This cartridge proves there's
stilplenty of lfe n the VCS;
‘Atari's design staff quite
corectly realized that the

of unequal abilty want to go
iead-to-head. It i possible to
minimize the deficiencies of &
paoret gamerb skrlyiing
f the versions tha
okl ey
defended size. (Even though
both teams wil til be playing.
on equal terms, the smaller
goals will reduce the stronger
player's advantage of being
able to hit the comers of the
graphic resolution | net)
needed for an authentic | Throw in an exciting one-
player mode and a fireworks
display to salute the triumphal
when a goal is scored
and you've gota truly firstrate
videogame.

Viva Video

Volleyball
odd

fime. Majorfeague voleybal

will probably never fil an
American sports stadium, but

more arcade-
oriented ap-




Spuaumacune T
Py

Hit "em Where
They Ain't
It's accident that
baseball has inspired at least

e
translates beautifully info vid-
eogame terms, and the great
number of strategic options
serves as an interesting ba-
lance to the need for good
coordination and quick re-
flexes, especilly when your

Those wishing fuller de-
scriptions of the games out-
fined on this page wil find

e extensive reviews in the
artice “Grand Slam!”, which
appeared in the May 1982
issue of Electronic G:

Standard System
Baseball Games
Run by Atari puts
the timeless duel between
pitcher and hitter at center
stage. Although even the
st complex of the varia-
tions only puts three men on

Perhaps it would be better
to think of Home Run as
“video stickball”, because the
routine of play is quite re-
miniscent of that popular
schoolyard sport. A nimble

ingered arcader can use the
joystick controller to make the
ball do everything but loop-
de-loop on its way to the
plate

Odyssey's Baseballf defi-

tostretchitto the discretion of
nsive team's manager
There is, however, some
fielding. The outfielders can
be positioned to_anticipate
batter's tendencies.
Running can aso be a factor,
since managers do have
opportunity to send the lead
funner to the next base on a
safe hit to the outfeld

ly
attractions in the company's
fibrary of software. In many
ys, it resembles an elec-
tronic version of the electro-
ical coin-op baseball

games that were the chief at-

through the 1950's and
1960's

Like those machines,
Baseball is not as concemed
with the minute details of
fielding as much as pitching
and hitting phases of the
game. After the hurler has at-
tempted to dazzle the batter
with an inside or outside
curve, the screensinfply prints

Senior System

Baseball Games

The advantages that the
senior programmable vid-
eogame systems have over
the standard ones—large
memory and higher resolution
graphics—make an especially
big difference when it comes
to video hardball. Te
Basel by Astrovision and
especial jor L

Mattel, simply

fer more comprehensive.
simulations of basebal than it
would be possible to create
with either the Odyssey or

Atari
Major League Baseball, a

e
il beeridy
e i 515
Al

T hit instead of Jedving how far

Videogame Hal of Fame, has

set a standard of excellence
that all electronic sports simu-
lations must be measured
against n the future. No other
game combines s realistic
play-action, superb graphics
and rousing sound effects. If
Mattel's diamond cartridge
has a flaw, it’sthat it is 5o cose.
to the actual sport that arcad-
ers without at least a little
baseball savvy will find them-
selves at a distinct disadvan-
tage. This is one game where
the sport's fundamentals—

the difference between vic-




ous. Deady alens stk acros the
E

bugs to make the first move. If they so
h as twitch, blast ‘em immed

tions in the past, and video athletes will
be pleased to hear that the company's
design staff has entirely lived up to its
image with Boxing. This two-player
contest dishes out a full measure of
fistc thrills while providing the most

Once a three-insect group begins a
sweep, all but the super-shots are vir-
tually ‘assured of being one “life”!
down by the time the maneuver is
complete

"The allens always break formation
from the sides. Therefore, a wise ar-

playfield. That way, you'll have a good|
chance to eliminate the invaders be-
fore they come barreling down the|
screen at your gun.

Galactic Invasion is one of the first|
cartridges Astrovision has released|
since acquiring the Professional Arcade|
from Bally. It is exactly the kind of|
well-conceived entry that should get
all home arcaders to sit up and

notice of the revived system.

Boxing/Mattel/
Intellvision

Mattel has achieved
quite a reputation for!
its outstanding

I ing action ever
pmvlded T« e e o

cartridge, ke most of the sports
tites produced for the intelivion.

offers the participants an unusually
Wide fenge Ofopfions The gare plays
at any of four basic speeds, beginning
with the rather pokey “training camp"*
speed and rising to the fastest setting,
“championship" speed. Regardless of
the speed at which the action takes
place, each Boxing fight consists of 15
pounds, each one a simulated 1.5 mi-
nutes in duration.

The choice of fighter is also upto the
human managers. There are six diffe:
rent puglsts n the progran's sable

lies a somewhat
different. apprcach to the sport (except.
for the pair that are exactly alike).

Managers slect ther rng rep

the start of each bout
by, he appropriate section of
t{\e controller overlay. The six possble
choices are: strong defense
(blue), strong offense (red),
exceptional endurance (tan),

different fighters,aithough
2 dead-even match with
the two balanced boxers
isapproriate for neo
phtes or experien-

ced managers of
approximately

equal skill As

with many
Intellivision

cartridges, a better choice and assign-
01 L e e e

tights or efis to the head or body, feint
with either hand or even duck. Landing
ablow anywhere scores one point, and
the computer will simulate a
knodcdown o even knackout when
i o the Febuar ol e
fch purishmer

Boxing is a ime lreament of asport
seldom covered by videogames.

Haunted House/AtariAtari VCS

Ever since Adventure first ap-
peared on the VCS scene to delight the
quest-minded, loyal fans have
watched the store shelves for a sequel.
Atar has taken its time about provid-
ing one, but the drought has finally
nded. Hau ouse is a solitaire
e uray il il i i
nificantly from the earler cartridge,
should appeal to miich the same audi-
ence.

Haunted House takes the arcader on
an eerie electronic visit to Graves
manor, an abandoned pile of stone in
the sleepy town of Spirt Bay. The fam-
ily apparently died out with the death
of its patriarch, old man Graves, but
ses

red Graves residence periodically
inghten and perple the ocltes
agic urn, broken into
|hvee p-e:es dunng the earthquake of
1890, tempt explorers to venture into
the manor's dark and sometimes
dangerous rooms in search of this val-
uable item.

‘The player takes the role of such a
ressre-hunter and st seach the
bu 4 rooms, arranged as four
torics with 5 rooms each, for the
pieces required o reassemble the el-
dritch trophy. The program gives each
player an unlimited supply of matches,
Wich aretruckone a3 time by pres

ing n button of the joystick
contmller m ||gm a path through the

rooms, which are pitch-dark other-
wise. The people are gone,

ety
around the place, the bate

A move more quickly on their
leathery wings and the

Heckonc Games 7




Quiz Wiz Continued
question book. There are 1,001
multiple-choice questions in 19 sepa-
rate fields of knowledge, ranging from
philosophy, religion and geography, to
art, history, sports and lterature. The
questions vary in difficulty, but the in-
troduction advises that the average
adult should be able to solve three out

every four correctly. There's even a
chart showing how various age groups
score in each category, broken down
by sex, s0 measure

Movies, sports, Sherlock

tock 'n R

The
oes. The cartridge:

re!anl for $7.95 e:

This handsome, we\l built unit has aj
storage compartment undemeath thel
console to hold the player's markers.
At its relatively modest price, the qui
game fan can hardly afford to be with-
out one!

participants, allows each coach to
choose a batting order from a 15-man
roster. Individual players have strong
points and weaknesses that must be
considered when putting together the
fine-up. Statistics are provided on each
player, giving RBI's, average, stolen
bases, arm strength, and whether he
bats and throws left- or right-handed.

The gamer also selects the skil level
from four possble speeds

b

themselves against the averages.
There are 26 cartridge/quiz books
avalable for the Challenger. The var-
ety of subjects i so great that anyone
should be able to find somethin
their special interest. Titles include

MATTEL

Mattel's World ! nshi
Bacaball ia actpiced game that
requires coaches to devise strategies
making the most of their team's
strengths and weaknesses.

The game, playable by one or two

wed from the first
Uati cilia tree e Vi
fluorescent display. The ball i yellow,
and the path of a pitched ballfrom the
pitcher to the batter is indicated by a
line of dots, making it easy to follow.
The team at bat arein blue, and fielders
are shown in red. The animation mat-
rixes realistic-looking little men in
every position

Each keypad has a door shielding the
player's strategy from the opponent
The visitor's keypad is on the left
When playing against the computer,
use the visitor's keypad to direct the
offense, and the home team keypad to
select the lineup you want to play
against. If the manager doesn't want
toselect the lineups, the computer will

helineup can't bt used again ant the
next game.

The fielder catching the ball blinks.
Catching the ball in the air lights the
sign. On ground balls, fielders
must throw to the base to retire the
hitter. Just press the

iy balls, directed by the computer

In the one-player mode, the com-
puter plays defense. When a ball is ht,
one of the fielders catches it and makes
the throw. On a ground ball, the throw
goes to the mound, not to the base, to
record the out. The catcher automati-
cally returns the ballto the pitcher after
a swing and miss. In the two-player
mode, the team in the field must make
the catcher return the ball to the
pitcher after a ball by pressing the
picher’s postion on the keyboard.

Just as in real life, pitchers in this
game can tire, and the manager can
substitute a fresh one from the ballpen
The runner automatically goes to first
base when a ball is hit. You control the
lead runner with the forward or back-
ward buttons to steal bases.

All World Championship Baseball
lacks is a can of beer and a couple of
hotdogs to make you think you're in
the stadium! e
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Cherio, gamesters, it's the jolly old
Game Doctor here to answer your
questions and solve your dilemmas
about the sometimes confusing world
of electronic gaming. Fall breezes are
beginning to blow, but we would be
quite comfortable in my climate-
controlled office. Of course, you'd be
much warmed if you won an official
Electronic Games T-shirt for sending in
the month's most interesting query.

Taking a giant step toward true sar-
torial splendor this month is Jimmy
Trottier of Kenosha, Wis., who asked
something that many Atari VCS own-
ers may have always wondered about.
So, take it away, Jimmy!

Q: As an Atari VCS owner, | am curi-
ous as to why the company has
changed its console switch positions.
On my system, there are four switches
in front with the two difficulty selectors
on the rear panel. My friends who own
Atari units all have six switches on the
front. Do | have an older model or a
newer one?

Also, are there any internal differ-
ences in the two sets? If so, which is
better?

(from Jimmy Trottier, Kenosha, WI)

Az Actually, Jimmy, you're the lucky
owner of the latest in the Atari 2600
VCS series, though this medicine man
has a preference for the older models.
The reason for the change is simple
engineering efficiency. It's much easier
for the difficulty switches to be routed
through the rear of the console, nearer
the joystick/paddle inputs. Other than
that, the interior is exactly the same.
The only problem with the new
model, of course, is that you may
forget having set a difficulty switch
and, not being able to see it, may ex-
perience some heavy-duty hassles in
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By THE GAME DOCTOR

your game play before realizing that
you've got the handicap on!

Q: We own an Atari VCS and it has
recently begun playing by itself, even
without the joysticks plugged in!

In Bowling for example, you hit
reset and the bowler throws the ball.
Plugging in the joysticks allows you to
curve the ball.

(from Joe Benedict, Aurora, IL)

Az Inside your VCS are numerous
devices which connect with the pins
found at the end of your controller

plugs, allowing signals transmitted by,
say, the action button, to be (heh, heh)

‘triggered”’.

It appears that your system is locked
into a position where the microproces-
sor thinks the action button is con-
stantly being depressed.

Looks like the VCS is ready for a trip
back to the shop for some VO repairs.
Of course, you could always just keep
on playing ““automatic bowling". No, |
didn't think so. . .

squadron stayed on the radar screen.
After | re-engaged with the de-
stroyed fleet, there were no ships to
fight. This “empty" squadron ended
up destroying my Mothership! Wha'
happened?

(from Brian Alexander, L.A., CA)

= Unless this is a chronic problem,
the Doctor's guess would be that the
game program didn't load properly
into the computer. In other words,
even though those enemy ships had
been blown up, the information was
not being relayed to the microproces-
sor due to the incompleteness of the
program. So your Intellivision still reg-
istered those ships in its memory bank
and sent 'em on ahead to wipe out
your poor, dear mama craft.

Programs on ROM cartridges, how-
ever, load incompletely so infrequently
that incidents such as this are moder-
ately rare,—though indisputably frus-
trating.

Q: While | was playmg Intellivision's

Q: Any plans for VCS versions of
Tempest and Star Raiders? Also, can
the Supergame (5200) controllers be
adapted to the VCS (2600)?

(from Eugene Chong, Ont., Canada)

A: Long ago the Doctor learned
never to say never when it comes to
VCS designers adapting sophisticated
coin-op hits into home format, but a
VCS version of Tempest would be an
incredible design challenge. But how
about some good news? A VCS ver-
sion of the Atari 400/800 computer
smash, Star Raiders, will be in the
stores this year! The game not only
employs joysticks, but uses the keypad

with ivisi tyle

Space Battle very unusual
happened. After | had attacked and
successfully destroyed an alien
squadron, a portion of that defeated

ey Colpnilplefilf

overlays that will allow gamers to enter
the many sophisticated commands in-
volved in this classic SF strategy and




VCS STAR RAIDERS

tactics contest. It's both a great idea,
and a marvelous boost for the hereto-
fore under-utilized keypads.

The controllers will not interface
with the VCS. The 5200, by the way,
also has its own trac-ball type control-
ler for use with games such as Missile
Command and Centipede.

Q: When Atari's new Supergame
comes out will the existing VCS car-
tridges be playable on it or will you
have to buy totally new games for it?
Please answer this question, asitis very
important to several friends (as well as
myself) who are considering buying
the new system when it comes out.
(from Jeffrey Acker, Palmerton, PA)

Az Hmm, must be an echoin here. Or
maybe it's that “deja vu' stuff. To
answer your question, Jeffrey, you will

not be able to play VCS games on the
new system—which, at last report, is
being referred to as the Atari 5200—or
use the souped-up 5200 games on the
VCs.

There is, however, a totally uncon-
firmed rumbling regarding a VCS
“emulator’’ such as the peripheral at-
tachment ColecoVision is promising
for its game system. Once this is plug-
ged into the 5200, VCS cartridges
would pluginto t, in tur, allowing the
5200 to run the games Atarians al-
ready own. Again, this is still firmly in
the realm of pie-in-the-sky specula-
tion

_ AW

MISSILE COMMAND (5200)
Q: After reading in EG about the new
Intellivoice unit for the Intellivision, |
s dering whether the game

INTELLIVOICE

cartridges for the regular and voice
units can be interchanged. | realize the
regular games won't talk, but will it
damage the cartridge in any way?

(from Terry Barr, Bloomfield Hills, MI)

Compatibility, compatibility—my
joystick for some compatibility! No,
Terry, those games you've been play-
ing on your master component won't
work with the voice module, though

this is a moot point since the
Intellivoice plugs and un-
plugs with the same ease as
an ordinary cartridge. New,
special (and non-compatible)
cartridges must be purchased
for voice-capability.

Electronic Games 21
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SERIOUSLY, FOLKS

In "“Readers Replay” in the June
issue of Electronic Games, you stated
that the new Atari adventure entitled
Raiders of the Lost Ark had previously
been dubbed Foxbat.

In actuality, Foxbat had absolutely
nothing to do with Raiders. This is an
original cartridge written by the same
programmer/designer—or ‘“‘software
chef" as he would say—who con-
ceived and programmed Yars Re-
venge.

Karen Johnson
Atari, Inc.
Sunnyvale, CA

Ed: The comment to which you refer
was in the nature of a jest, referring to
the way announced schedules and
actual production sometimes diverge.
Foxbat, obviously, is a modern-era air
combat game that is far, far from the
setting of Raiders of the Lost Ark.

TAKE THE SHIRT
OFF OUR BACK
In your second issue, you asked, in
the Reader Poll, if readers would like an
Electronic Gaming club. Has there
been any further word on this?
Also, are EG T-shirts going to be
made for readers?
Ernest Sevener
East Detroit, MI
Ed: Response to the idea of a dub
was very positive, but we are wary of
rushing such a project. When Elec-
tronic Games sponsors a dub, you can
guess that it won't just be a device for
separating gamers from their hard
earned money. When we're ready
with something good, you'll see an
announcement. And speaking of an-
nouncements, look elsewhere in this
issue for information on ordering T-
shirts.
= SN (e
e NS IS A
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HUNTING FOR EASTER EGGS

| recently purchased Yars' Revenge
and, true to Atari’s claim, there is a
secret message in it. Six letters—
HSWWSH—appear on the scoring
screen when it's found. These are the
game designer's initials printed nor-
mally and then backwards. Also, the

YARS' REVENGE

game seems to stop once the message
is discovered.

I'd also like to say that your
magazine is the best in the field of
electronic games.

Please give more information about
the new ColecoVision. It seems to be a
great machine, especially with that
Atari adapter.

Jim Lazar
Port Washington, M1

Ed: Look for a complete analysis of
ColecoVision in the December Elec-
tronic Games.

rrilr
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SELLING YOUR PROGRAM

| have programmed a game on my
VIC-20 computer. What can | do with
it?

1 also have an idea that would make
the Intellivision controllers better, like
putting a joystick on the disk.

John Fitzpatrick
Summit, NJ

Ed: While most companies are re-
luctant to get involved with gamers
who merely have an idea for a pro-
gram, those who go the next step and
actually produce a finished, playable
game generally get a warmer reaction.
If you've got a VIC-20 game with
commercial potential, your next move
should be to approach either Commo-
dore or one of the independent com-
panies making software for this com-
puter system.

Incidently, you're not the only one
with ideas about improving the Intel-
livision controllers. Several designs
have already crossed this desk, and at
least two companies intend to man-
ufacture such enhancements.

COMPATIBILITY
REVISITED
| just bought your magazine today,
and | think it's great! | am an Intel-
livisionist, and | read in ““Readers Re-
play” that Imagic is going to make the
first Intellivision-compatible cartridge.
What does that mean?
Tod DiPasquale
(No address given)
Ed: Here's the lowdown on com-
patibility. Each of the videogame
systems — Atari VCS, Mattel Intellivi-
sion, Odyssey, Odyssey 2 Astrocade,
and so on —can only use the cart
expressly designed for it. That is, you
can't jam a VCS-compatible cartridge




ATARI 400
HOME
COMPUTER
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32K ..>389, 48K...°489
ATARI 410 Cassette 576
ATARI 810 Disk Drive 449
ATARI 800
HOME COMPUTER
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COMPLETE SELECTION OF SOFTWARE

computer
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west 800-648-3311
In Nev. Call (702) 588-5654
P.0. Box 6689, Stateline, NV 89449

into the slot of an Intellivision and ex-
pect anything much to happen. Inde-
pendent software companies (mean-
ing, in general, those which do
not have a hardware gaming system)
will usually choose one or two systems
for which to make games. Imagic
started with a trio of games usable on
the Atari, but the company plans to
make games for the Intellivision and
Odyssey2 as well. When Imagic's
Demon Attack reaches the stores, it
will most likely have the honor of being
the first game cartridge for the Intellivi-
sion not produced by Mattel itself —
that is, unless Coleco or Activision get
their Intellivision-compatible games in
the stores first.

MORE REVIEWS
WANTED

| love your magazine and have
purchased every issue. However, there
is one correction | might suggest. | own
an Atari VCS and thus enjoy your
‘'Programmable Parade’ department.
This treasured section has been re-
duced, not in quality but in quantity. In
the first issue, there were 12 cartridges
described, but in the fifth issue only
five were discussed.

Please, don't cut down this section
any more! It adds so much to your
great magazine.

Jim Caram
Erie, PA
Ed: It's true that we did trim Pro-
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NEEDED:
IN-STORE DEMOS
| have enjoyed EG for several issues
now, and | feel a few comments are in
order.
The “Test Lab" column in your July
'82 issue was invaluable in hooking up
my Atari VCS to my cable-ready televi-
sion. The television was about one
week old when your issue arrived, and
up to that point, local video retailers
had been no help in finding an in-line
cable hook-up. The cable A/B switch
with RCA-to-F adaptor was just what |
needed (and thanks for the Radio
Shack part number). The timing of this
issue and my new set was uncanny.
With all the new cartridges becom-
ing available for the various home vid-
eogame systems, one common prob-
lem shared by most of your readers is
that very few retail outlets are willing
to demonstrate all of the new titles.
The more you can reproduce screen
graphics and describe game ‘ac-
tion, the better. Thanks for reading my
comments, and keep up the good
work.

William Kates

Ambler, PA

Ed: Unfortunately, many large dis-
count and stores don't

Parade" a bit after the first

issue, but the coming flood of new

VCS titles is causing us to add extra

pages and expand coverage. Rest as-

sured, EG will review as many vid-

eogames as the manufacturers pub-
h.

=

ON THE RIGHT TRAC
The June issue was the first | have
purchased. It really blew me away to
see all of the forthcoming games for
my Atari VCS. Of course, | may have to
give up eating to pay for them all, and
sleeping to have time to play them all.
| would like to see someone design a
roller ball controller to plug into the
Atari. | am very impressed by the one
used in the Centipede game. A local
pharmacy operates a cartridge rental
service, which gives me the opportun-
ity to evaluate cartridges that interest
me without buying them. | realize that
this is probably not a widespread prac-
tice in other areas, but it should be.
They charge $3.50 per week, plus 50¢
extra for each day over a week.
Ronald Holder
Bridgman, M1
Ed: You're not the only one who'd
like one of those neat trac-ball con-
trollers for home systems, Ron. Several

p
have the physical set-up —or, in some
cases, the trained personnel —to pro-
vide extensive in-store demonstrations
of new games. EG tries to fill the
knowledge gap by presenting carefully
considered reviews of new games as
well as screen visuals. Sometimes, in
the past, it hasn't been possible to get
as many playfields as you - and
we — would like. In response to the
readers’ overwhelming desire for more
playfields, we've made some ar-
rangements that are now putting more
screens onto the pages of this

rmagazine than ever before.

will be bringing out VCS-
compatible versions of this type of
command device within the next
couple of months.

And that wraps up the letters for this
issue of Electronic Games. We'd also
like to thank the many readers whose
excellent letters just couldn’t be
squeezed into the available space. Re-
member, if you've got a comment
about one of our articles or features, or
ifit's just something about gaming you
want to get off your chest, this is the
column for your thoughts and opin-
ions.



known as the 5200. There'll be a host
of new games especially designed for
the unit, too, including an absolutely
sensational version of Pac-Man.

Coleco's new system will probably
turn out to be the Supergame’s most
potent competitor at the premium-
priced end of the spectrum. The com-
pany expects to have units and com-
patible cartridges in the
stores by the time you're
reading this issue of EG.
Donkey Kong will be the
game packaged with each
ColecoVision. Coleco is
also steaming ahead with
its plans to produce car-
tridges for both the Atari
VCS and Mattel Intellivi-
sion systems.
Another new system is
the Emerson Arcadia 2001.
It is a standard program-
mable system (4K resident
memory or less with low-
resolution graphics), with a
couple of dozen game car-
tridges ready for play. It is
expected to sell for

under $200.00.

quite a bargain
for those looking to
get into home arcad-
ing for the first time.

L)

TENNEREDENER

Vec-Trex, by GCE, is yet another
stunning new game machine. You
won't need tte family TV set for this
one, though, because it is built around
a black and white vector graphics
mointor that produces super visuals on
a par with such coin-op classics as As-
teroids. Look for a complete—and
exclusive—profile of Vec-Trex and
seven of its game cartridges in the
November issue of Electronic Games.

HIGH SCORE

Talking videogames will be a big
item soon. Both Mattel and Odyssey
will be bringing out voice synthesis
modules for their systems in the very
near future. And naturally, there will
be games available for both systems
which will capitalize on their ability to
speak recognizable words and sen-
tences. Atari, not to be left out, is mul-
ling the idea of adding a voice syn-
thesizer to its line of 5200 gadgets.
Now, here's the company-by-

company rundown on what the
videogame makers have planned
forall of us in the near future:

ATARI

The number-one videogame com-
pany has been very busy lately, pro-
ducing both a new, more sophisticated
game playing system, the 5200, and a
raft of cartridges for the VCS, including
at least one remake of an old title (a
new baseball simulation) and a game
based on a program designed for the
400/800 computer series, Star Raiders.
The latter title uses an Intellivision-
style overlay and the old keypad con-
trollers in conjunction with the joy-
stick, allowing gamers to use shields,
computer tracking and make
hyperspace jumps from a cosmic grid.

Initial releases for the 5200, which is
non-compatible with either the VCS or
the 400/800 computers, will include a
dozen titles evenly mixed between
super-realistic sports simulations and
popular arcade titles such as Missile
Command, Pac-Man and Centipede.
Also on display was a special trac-ball
controller for the 5200.

INTELLIVISION

Besides Intellivision-compatible
cartridges from Imagic, Activision and
Coleco, Mattel Electronics itself is re-
leasing a swarm of new titles. These
include: Frog Bog, Utopia, Space
Hawk, Night Stalker (a maze adven-
ture), Advanced Dungeons & Dragons
and three Tron titles; Deadly Discs,
Solar Sailor and Mazatron.

The Intellivoice is all dressed up and
set to strut with an initial trio of games.
The best may be Space Spartans, a sort
of Space Battle with voice over—




optionally male or female (the lady
speaks more clearly).

Perhaps the most startling revelation
from Mattel concerns its 12 Atari-
compatible (!) titles. Dubbed the “M"
network, it adapts a handful of Intel-
livision faves into VCS format.

ODYSSEY?

Right on the heels of a major
setback—the banning of K.C. Munch-
kin as an infringement on Atari's
home Pac-Man rights—Odyssey has
risen like a Phoenix with several major
coups.

Most important, at least from the
company's standpoint, is that the
system and its software library will now
be carried in the Sears catalog (which
has previously dealt only in those
versions of the Atari VCS and the In-
tellivision). The Sears connection has

UTOPIA

proven immensely valuable to both
Atari and Mattel, and this can only
bode well for O2 owners.

More good news comes in the form
of an announcement from Imagic,
which will soon release an O? version
of its smash hit, Demon Attack. This is
the first time an independent software
producer has created an Odyssey-
compatible game cartridge, more
good tidings for the system’s fans.

In terms of in-house software de-
velopment, the latest entry in the
classic Master Strategy Series will be-a
Sherlock Holmes mystery contest.
Action-game fans will want to check
out Pick Ax Pete, an excavation/
exploration game with charming
graphics and strong play.

The Voice unit is now ready to go
and it boasts excellent audio
capabilities. Initial game entries include
the wickedly clever sequel to the ban-
ned gobble game, an entirely new
contest entitled K.C.'s Crazy Chase
and the as-yet-unpreviewed Smither-
eens. These voice games play with or
without the voice synthesis system it-
self! You won't hear the cute narration
and commentary, but all the arcade-

~ ;
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DEFENDER (2600)

type bleeps and boops will turn up,
right on cue.

COLECO
There isn't much further word from
Coleco on its super-sophisticated Col-
ecoVision, or its VCS emulator (which
allows the system to play Atari 2600-
format cartridges). The company lost

two highly-prized designers, however,
when the Kitchen brothers, who did
Coleco's Donkey Kong, bolted to Ac-
tivision's new East Coast design divi-
sion (see ACTV section).

The Coleco people have been busily
beating the bushes for talent, how-
ever, and look to perhaps release even
more ColecoVision systems hardware
and a greater variety of software than
was previously anticipated.

It has also been rumored that the
next peripheral for the ColecoVision
will be a plug-in keyboard that will give
the system virtual computer status.

ASTROCADE
Sporting a new name and a fantastic
system-seller in The Incredible Wizard
(from Wizard of Wor designer Bob
Ogdon), Astrocade promises an im-
proved keyboard (the Z Grass 200) and

DEMON ATTACK (INTELLIVISION)
a batch of new games including Conan
the Barbarian and G.1. Joe. The latter is
a highly dressed-up version of the
independently-produced Artillery
Duel. Astrocade has also been talking
with other underground Astro game
designers, such as Wavemakers and
Arcadians which began programming
games on cassette a few years ago
when Bally retrenched with the sys-
tel

m.

New Astrocade releases include Soc-
cer, Solar Conqueror and Cosmic
Raiders with voice synthesis reportedly
on the way.

PARKER BROTHERS

Already shipping copies of its pres-
tigious debut title, The Empire Strikes
Back, Parker is jumping into the
software wars in earnest with its
follow-up title Frogger, a graphically
astonishing recreation of the Sega
coin-op favorite. Also from the arcades
comes Amidar, a maze chase. Spider-
man will swing out of Marvel Comic
Books and onto TV gaming screensin a
vertically-scrolling battle with the
Green Goblin.

The second batch of VCS-
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avoid falling victim to a possible glut in
the VCS software market.

Using the Activision example as a
guiding light, Telesys plans to market
games characterized by lots of visual
appeal and basic play mechanics. The
first entry is the off-beat Fast Food, in
which the gamer controls a set of hun-
gry choppers and scarfs down every bit
of horizontally-scrolling junk food (ev-
erything from pizza to root beer) that
flies across the screen. But if you wolf
down three of the dreaded “purple
pickels”, the game ends. The second
entry will be Coconuts, in which a
pitch helmet-wearing, umbrella-
carrying on-screen character must
avoid the rain of coconuts being hurled
from the trees above by a mischievous

/ monkey named

Coco—a sort of
reverse-Kaboom!.
SPECTRAVISION
This New York-based
company has a batch of
promising titles up its sleeve,
such as Planet Patrol, an
action adventure that
scrolls smoothly and
features docking,
day and night
play (it

gets dark pretty quickly on this planet)
and even two types of obstacles—
meteor-protected enemy rockets and
a trio of debris-missiles, which the
player must dodge as your craft is
hurled through space.

The other new entry is Gangster
Alley, a video version of those test
streets police must cross, where targets
suddenly appear from behind win-
dows. The problem: distinguishing the
villains from the occasional innocent.
The object, of course, is to hit the bad
guys and not the honest citizens. The
action is enlivened by a bomber who
zips back and forth across the top of
the playfield, periodically raising his
arm to hurl a bomb. Using a sighting
cursor, the player must eliminate him

e he lets fly wil
the explosive.
Future releases
(all VCs-format)
A include: Tape

GALAXIAN (5200)
-

TWENTIETH
CENTURY FOX

Here's still another film producer
attempting to make it in the pro-
grammable videogame jungle. Using
designers from Sirius Software (a
leading light in the computer software
field), 20th hopes to make a significant
dent in this crowded field.

Fox will jump into the VCS-
compatible software market with four
titles to be released during the Christ-
mas season.

EMERSON
ARCADIA 2001

Not to be confused with the other
Arcadia, this product is a new standard
programmable system complete with a
catalog of 20 cartridges. These range
trom sports simulations such as Bowl-
ing, Football and Baseball, to arcade
contests like Space Raiders (a
horizontally-scrolling science fiction
shoot-out) and the maze chase game
Cat Trax.

The two controllers are Intellivision
styled, but with an optional shaft that
turns the direction disk into a joystick.
The console is compactly constructed
with cartridge slot and a quintet of
buttons controlling reset, game selec-
tion, options, starts and power. Games
will come with overlays that slide over
the controller keypad.

The Arcadia 2001 is aimed at con-
sumers who want a high-powered
(32K RAM) system that competes
squarely with the “’big four" in terms
of price and versatility. In addition, the
2001 is portable in that it is signifi-
cantly smaller than any other system
and can operate on an external 12 volt
DC source such as a power belt orin an
automobile, RV or boat.

IMAGIC
One of the most impressive line-ups
in the software explosion of 1982 be-
longs to this high-class operation.
While Demon Attack continues to lead
Continued on page 66




CAN YOU WIN

THE BIG
KICK-OFF

Cynical commentators ofter
claim that Americans love
football because of the rock
“em-sock 'em violence that
takes place on the
gridiron
from the
opening

shot that
signals the
end of the
final quarter.
To judge by
the tremen-
dous popularity
of electronic foot-
ball games, however,
fans are at least as in-
terested in the subtle-
ties of offensive and
defensive strategies,
as by the brute force
of a jarring tackle.

The interplay be-
tween the two pla-
toons is so crucial to
the sport, in fact, that few
electronic football games even
attempt to provide a robot ad-
versary. Unlike the plethora of
solitaire sports games, almost
all pigskin simulations are for
two human coaches. The ex-
ceptions are in the microcom-
puter program category, but
the top-quality videogame
cartridge suitable for the solo
gamer is yet to be produced.

MATTEL'S
NFL FOOTBALL

Put two electronic sports
game buffs together in a
room, and it won't be long
before they're arguing the
question of which company
makes the best videogame
football cartridge. It's an issue
that will never be decided,
simply because different
people want different things
out of their games.

It's fairly safe to say,
though, that those who are
football fans first and vid-
eogamers second are apt to

find that Mattel’s NFL Foot-
ball for its Intellivision system
is far and away the most
realistic and comprehensive
grid simulation. Although
there are only five on-screen

athletes per team and only
one of those can be directly
controlled by the coach at any
one time, this cartridge pro-
vides unequalled detail in the
area of play-calling. Each
electronic Don Shula or Dick
Vermeil can choose from a
variety of offensive and de-
fensive formations, with a
good selection of patterns and
coverages.

The process by which an
offensive play is entered into
the Intellivision gives a fair
index of this cartridge's
amazing richness. The offen-

sive coordinator first
pushes the spot on

the keypad that
corresponds to

“run", "kick"" or
“pass” (It is
possible for

the quarter-
back to rush
even if a dif-
ferent
play is
chosen,
how-

ever) Then he must selectone
of the nine offensive sets. If it
is going to be a pass play, the
coach then designates a pri-
mary receiver and picks one of
the nine passing zones as de-
scribed in a diagram included
with the cartridge.

The game plays at four dif-
ferent speeds, graded from
“high school"'to “pro”". The
slowest mode s really only fit
for practicing, and even top
speed isn't really all that rapid.
A few gamers may actually
find NFL Football a tiny bit
slow, but then, would you

“ {E OIS BT E ]

really want to see
an electronic foot-
ball play unfold

at the same pace
as the typical ar-
cade-style action game?
If NFL Football has a
drawback, it is that
the cartridge may
strike some gamers as
too complicated.
Learning the offen-
sive and defensive
playbooks requires
a little study, and
most players will
need some time on
the practice field
before they're able
to direct a pass-
ing game that
connects often enough
to be a serious threat
to the other team. It is
certainly not the best
choice for arcaders who

are only mildly interested in
the sport or who strongly
prefer games which can be
thrown into the cartridge slo
and played immediately.
Yet for the true connoissi
of pigskin thrills, NFL Football

ball videogame cartridge:fo
the true pigskin fan! :

FOOTBALL
If Mattel’s NFL Football B
the game for those who may




unfamiliar with Football!
might fear.

On the plus side, both
coaches can set

formations be-

fore each play,

coach must guide his team
across the goal line in four
plays or cough up the ball to
the other side. The number of
offensive and defensive op-
tions is also more limited, but
not quite as much as those

sing game had better spend
the initial allotment of cash on
a good quarterback, some re-
ceivers and, possibly, a line
strong enough to afford the
passer enough time to set up
for a heave.

Strategic Simulations s ad-
ding even more spice to its
program by making available
an extra disk that in-
cludes all the current
NFL teams. This

TUESDAY
MORNING
QUARTERBACK
Automated Simula-
tion's football program
has some features in
common with Computer
Quarterback, such as its
use of NFL teams, but it

has somewhat more to
offer in the way of vi-
suals. For instance,

you'll need those arcade-
trained reflexes to kick

a field goal. It makes
playing Tuesday Morn-

SCRIUN

tually, that's not so surprising.
This negative opinion, found
mainly among those who've
not had much contact with
stand-alones in the last year or
50, undoubtedly arose due to
the fact that

] many fly-by
night

A LITTLE
HISTORY
Some people don't
give tabletop and
hand-held football
games much re-

GG

There's Plenty of Strategy and Action!

mini-gridiron devices. They
were hoping, obviously, to
cash in on the boomlet in
stand-alones that occurred
during 1980, but many of the
games were so crude and
simplistic that they just clog-
ged up store shelves.

More recent introductions
have benefited from great im-
provements in technology.
Though most are still not quite
up to the best designs in the
videogame and microcom-
puter fields, they offer gamers
a heap of action in a small
package.

WORLD
CHAMPIONSHIP
FOOTBALL
Representative of the best
in hand-held games is Mattel's
World Championship Foot-
ball. Although the rules of the
sport are presented in some-
what distorted fashion—the
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offensive has a variety of of-
fensive and defensive options.
And thanks to a decent job of
matrixing, the movement of
the humanoid-shaped foot-
ballers on the field is fairly de-
cent.

The game makes provision
for five different offensive
formations, from which a
range of running and passing
places can be initiated. An
extra dimension is added to
the passing phase by provid-
ing an easy-to-use means of
programming every twist and
turn of the pass route in ad-
vance. It may take just a little

longer than just punching in a
pre-set pattern, but it certainly
does add a real-life feel to this
contest.

World Championship Foot-
ball is currently the best
pigskin hand-held game
we've tested at EG. It ought to
be great for whiling away the
time between quarters at the
real thing this fall and winter.
SELECTxAXxGAME
FOOTBALL

The playfield for this
stand-alone cartridge shows a
10-yard segment of the field,
but it provides the required

breathing room by scrolling
between the goal lines as
necessary. Coaches can at-
tempt a variety of passing,
running and kicking moves,
and there is at least some de-
fensive phase to keep the op-
posing coach interested when
his team doesn't have the ball.

Those who can't always
find a suitable foe will be glad
to know that Select A%
Game Football can now be
played solo.

TOTAL
CONTROL 4
Although  this cartridge

HOW TO BEAT
THE GRIDIRON GAMES

WINNING
FOOTBALL FOR
NON-FANS

If you follow football in the
real world, you've probably
got a pretty accurate idea of
what strategies are most like-
ly to work on the electronic
gameboard. Many arcaders
are not really gung ho pigskin
partisans, however, and may
need a little help to avoid
coming out on the short end
of a lopsided score in
games against students
of the grid game.

4. Practice. This
is especially neces-
sary for arcade-style
action games. Even
the best strategy is no
good if you can’t pull it
off successfully under
game conditions. The
most important thing to
rehearse is passing. This
takes more coordination and

timing than any other aspect (&)

of these video football con-
tests and is, consequently,
the toughest aspect of play
to master.

2. Mix up your plays. Even if
a play works once, it doesn't
necessarily follow that it will
work a second time in a row.
The naive football gamer
should avoid falling into a pre-
dictable pattern of signal-
calling, especially early in the
game. If your opponent

48 Electronic Games.

E]

knows you always throw long
on third down, he'll be run-
ning those intercepted passes
back for touchdowns every
couple of minutes.

3. Play conservative defense.
Blitzing the quarterback for a
big loss sure boosts the old
ego, but it rare-

Iy works.
If the

coach attempt-
ing such a rash
maneuver is inexperienced,
change that to “practically
never” The idea is to try to
hurry the offense into doing
something before it is entirely
set up to execute—and then
drop back to keep your de-
fenders between the man with

1o-Gelrrilnief If

the ball and the goal line
you're defending

Armed with these hints,
even someone who doesn't
know a field goal from a
flanker back can usually pre-
vent the other gamer from

game can't compare with the
deluxe videogames, itincludes
one feature that will make it a
highly desirable purchase for
some gamers: It can be played
by one to four people. Of
course, they'll have to crowd
around the rather small unit to
geta couple of fingers on their
control sticks, but at least it's
better than waiting for a turn
to play. And when there are
four rabid football fanatics
moving those mini-joysticks
around at the same time,
there's a lot of life in this lttle

game.

winning  a
slaughter.

No fewer than four home
video football games will be
reaching stores in time to
enjoy during the current
pigskin season. A quick run-
down:

Computer Football Strat-

egy from Avalon Hill is

exactly what it sounds ke - an

intensive strategy contest

based on the same company's
much-lauded boardgame.

Head-to-Head Football by

Coleco is as yet unpreview-

ed. Intended for play on

the new ColecoVision

programmable video-

game system, it

is expected to

boast superior

‘graphics and a fair-

ly detailed play-

’ calling scheme.

& Atari's Football for

its new 5200 system

gives the company a

good shot at making

people forget its less

than fabulous VCS car-

tridge. Excellent graphics

and smooth play are just

some of its highlights.

Arcade Plus Football is an

upcoming release from the

computer software publisher

that previously produced

Ghost Hunter. It's for the Atari

400 and 800 computer sys-

tems and stresses on-the-field

play-action.

)
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88% Preferred Intellivision® 2% Preferred Atari:

APPARENTLY,
GEORGE PLIMPTON
ISN'T THE ONLY
ONE WHO CAN SEE
THE DIFFERENCE.

75% Preferred Intellivision. 2% Preferred Atari.



Mr. Plimpton, bless him, has been quick to point out toTV
viewers just how wonderful Intellivision’ graphics and gameplay are.

But who better than baseball and football fans to compare
Atari® sports games with ours?

As you can see from the independent research figures shown;™
baseball and football fans were well and truly on our side.

It just goes to prove what we've said all along.

Intellivision NFL* Football and Major League”™ Baseball are the
closest thing to the real thing.

While we're on the subject of the real thing, wed like to tell
you about an exciting new addition that will make playing your
Intellivision even more lifelike:

Lifelike voices. Provided by the new IntelliVoice” module.

IntelliVoice, sold separately, adds a whole new dimension of
reality to our games and will be available later in the year.

But IntelliVoice is just one of many reasons to buy Intellivision.

Already we offer a better designed system with greater
attention to detail.

Our lifelike players make our sports games more realistic
than Atari.

Or as Buying and Beating the Home Video Games author Ken Uston
says, “Intellivision graphics are unsurpassed”

Our sophistication makes the games more challenging.

Radio Electronics Magazine echoes this: “Intellivision has placed
more emphasis on strategy and realism than any other game system?

Our hand controller has 16 positions, so you're able to
maneuver players and objects in more directions with greater
precision and accuracy than with the Atari controller.

Our library of cartridges is growing fast, as is our popularity
among video game experts.

With special introductions to come, like Trofi: Deadly Discs™
from the Walt Disney movie.

All this attention to detail makes all the difference in the
world to people who already own MATTEL £LECTROMICS®

Intellivision. mn f=gm= o
. lvisfl;):u visit your local dealer, INtElll V|S|0N
youll see the difference, too. Inteligent Television

*Trademark used under i
video games 10
from Wt Disney P

igniated owner. **Based on nterviews with 300 baseball and 300 football Vannhawe e shown unbranded sequences from four
d the other two football games. ***Tron is a trademark owned by and used under license
©Mattel, Inc- 1982 All Rights Rpsewd Atari*is a trademark of Atar, Inc.
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Continued from page 37

the pack among its trio of VCS re-
leases, the Intellivision version of this
space invasion thriller is even more
stunning. Squeezing every last drop of
graphic juice out of the Master Com-
ponent, this edition follows each suc-
cessful round against the swooping in-
vaders with a blast-off sequence that
takes the gamer's ship right into the
demon'’s lair itself. The graphics are
among the most breathtaking visuals
ever seen on any videogame, com-
puter or coin-op.

Other Intellivision programs on the
way include Beauty & the Beast, a
Donkey Kong-like contest; Atlantis,
the defense of a series of underwater
cities from alien invasion; Swords and
Serpents, an underground adventure;
and this year's winner of the most
offbeat videogame award, Micro Sur-
geon, based loosely on the film “‘Fan-
tastic Journey" wherein gamers trek
through a human body, clearing up
blood clots, tumors and such before
exiting through the nose, mouth or
tear ducts.

The Intellivision group of games is
farand away the strongest material yet
seen for that system from an indepen-
dent producer. In fact, excluding
sports games, these programs are ac-
tually superior to much of Mattel's
own product. Not only are the graphics
breathtaking, but even the sound ef-
fects, always a problem on this system,
have taken a quantum leap. Explo-
sions, lasers and even the clanging of
metal on metal as warriors battle with
swords are all spectacular.

strong, with an impressive version of
Atlantic, the action/adventure Riddle
of the Sphinx, Fire Fighter and the
innovative SF contest, Cosmic Ark.

Imagic is now firmly established as a
software force, with only the Ac-
tivisionaries maintaining a stronger
position. In terms of Intellivision
software, however, Imagic is without
peer.

Imagic has also announced, as re-
ported in the Odyssey section, that it
will introduce the first independent
piece of software for the O>—the
ubiquitous Demon Attack. The com-
pany has begun a club and newsletter,
the *"Numb Thumb Club”, and will be
sponsoring a “‘Defend Atlantis" tour-
nament later this year.

All in all, videogamers should be in
their glory this holiday season! (2]
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